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Festival Center
Chateau — Felberova 1/2
Festival Centre / Festival Passes /
Ticketing / Festival shop / 
Festival café / Chill-Out Zone
Tuesday — Saturday: 8.30 — 20.00
Sunday: 8.30 — 15.00

Game Zone / VR Zone / Brainz 
VR Cinema / School of Animation 
Powered by PPF Foundation
Tuesday — Saturday: 9.00 — 18.00
Sunday: 9.00 — 16.00

Festival Passes

Anifilm offers viSitOr or visitor bAsic 
festival passes for the public.

VISITOR BASIC Festival Pass,
valid for the entire duration of 
the festival, grants you:
• Free admission to programme, which  
 will take place at the Liberec chateau  
 (Game Zone and vr cinema, exhibiti 
 ons, animation workshops) and for  
 free screenings
• Possibility of booking 2 tickets for  
 2 different screenings from the above  
 programme – limited by the capacity  
 of the screening hall
• for paid screenings there is a ticket to  
 this Festival Pass for cZK 100

VISITOR Festival Pass grants you:
• 4 free tickets to 4 screenings every  
 day – limited by the capacity of the 
 screening hall
• Free admission to a screening without  
 a ticket – 5 minutes before the start  
 of the screening provided there are  
 free seats
• Free admission to selected accompa 
 nying events and concerts
• Free admission to the Game Zone and  
 vr cinema
• the 3-day Festival Pass entitles you to  
 buy the festival catalogue for a dis- 
 counted price of 50 cZK
• the Full-time Festival Pass comes with  
 a free festival catalogue
• All festival passes come with a free  
 programme brochure

Festival daily
Published by Anifilm on the occasion
of Anifilm 2022 – international Festival
of Animated Films.

texts       Malvína balvínová 
interviews  Natalia Kozáková
translation   Lukáš Wicha
Design       Jan Šimsa

Enjoy the festival to the fullest
Save on admissions and more with your festival pass!
During Anifilm, you can present your festival pass to get attractive discounts 
in Liberec and beyond:
• 20% discount on tickets to the Liberec Zoo
• 20% discount on tickets to the iQLANDiA science centre
• 20-crown discount per ticket for Flixbus buses
• 20% discount on tickets for the World of czech Animation exhibition  
 (the Prague Market) – the discount is valid until the end of May 2022 (Prague)

Festival App
Festival programme, film details with screening times and locations, festival map  
with navigation, festival news, ticket reservation, your screenings, your schedule...

Festival Tram Ticket
take advantage of discounted festival fares: Day ticket for 25 cZK, weekly ticket 
for 120 cZK. to be purchased at festival venues: chateau, Dr. E. beneš square, 
cinema varšava or at the ticket office at the DP terminal Fügnerova.
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Tips for today
The Ape Star
10.00, Cinema City

today, you can come see this sweet 
family film with an original story, which 
was co-produced by three scandinavian 
countries, in czech. An 8-year-old girl 
named Jonna lives in an orphanage and 
dreams of being adopted one day. What 
will her new mommy be like? Much to 
the girl’s surprise (and, initially, horror), 
she is adopted by a gorilla. 

Bone-Chilling Slapstick
14.30, Kino Varšava

As you may know, the theme of the festi-
val this year is Animation & Humour in all 
its shapes and forms. today, we’ll focus on 
morbid slapstick comedy with a selection 
of films from Disney’s classic the skeleton 
Dance to Phil Mulloy’s darkly humours 
the banker to Happy End that exempli-
fies the distinctive naive morbidity typi-
cal for Jaromír Plachý, the author of this 
year’s visual identity of this year’s Anifilm.

Flee
16.30, Kino Varšava

this powerful award-winning animated 
documentary tells the story of an Afghan 
refugee in a captivating, very personal 
and unvarnished way. Flee is not only a 
ruthless insight into the world of refugees, 
it’s also an unforgettable story of getting 
to know one’s true self. the film is compet-
ing in our international competition of 
Feature Films.

two prominent figures of czech ani-
mation passed away this spring. Jiří 
Šalamoun, a graphic artist and one of 
the best czech illustrators ever, died on 
the last day of March. He is known, for 
example, for his work on the animated 
series Maxipes Fík and Divoké sny max-
ipsa Fíka. And shortly after, on Good 
Friday, which fell on the 15th of April 
this year, legendary czech animator 
and director Vlasta Pospíšilová passed 
away as well. she worked as animator 
on a number of films by Jiří trnka and 
directed, for example, the Fimfarum 
trilogy.

this year’s Anifilm will remember the 
authors by screening two of their films. 
the morning block of films screened in 
cinema city 1 on thursday (and in cin-
ema city 4 on sunday) will include the 
first episode of the cult animated series 
Fireflies directed by vlasta Pospíšilová. 
the New Year’s Eve special Maxipes Fík 
filmuje, on which Jiří Šalamoun worked 
as a graphic artist, will also be shown 
twice during the festival – as part of  
a block of films that will be screened  

in Kino varšava: first on thursday at 
16:00 and again on sunday at 10:00. 
this is the only episode of Maxipes Fík 
intended for grown-ups and one, in 
which its creators make fun of them-
selves a delightful way.

Films by vlasta Pospíšilová and 
Jiří Šalamoun are unmissable and 

unforgettable and have played an 
important role in the history of czech 
(czechoslovak) animation. both authors 
were also awarded Anifilm’s Lifetime 
Achievement Award for Animation in the 
past. our festival will continue screening 
films the two creators worked on as they 
are deservedly some of the most popu-
lar czech animated classics.

Anifilm will remember
Vlasta Pospíšilová and Jiří Šalamoun



When did you first become interested 
in art and animation?
in kindergarten, actually. i have always 
enjoyed drawing, and later, in secondary 
school, i was trying to figure out where 
to go next to make use of it. illustrat-
ing was the first thing that came to 
my mind, but there were always many 
applicants, and my drawings were more 
action-oriented. back then, my wife’s 
father told me that animation might 
be more up my alley, so i gave it a go, 
i consulted it at the school i was inter-
ested in, and it eventually worked out.

In what ways are film and computer 
animation different to you?
to me, they are basically the same thing 
because i nearly always animate using 
a computer, and it always involves some 
sort of action. since i often animate 
everything myself even when making 
computer games, i don’t see much dif-
ference between the two. the only thing 
that is a little different is illustrating, but 
i usually manage to apply some princi-
ple of animation or include some action 
even when illustrating.

Can you imagine delegating all ani-
mating tasks to someone else if some 
major, more demanding project re-
quired it?
When we are developing a game now, 
we work in a very small team, which 
includes me, a programmer, and mu-
sicians. i usually plan it all out so well 
that our poor programmer still has a lot 
of programming left to do after i have 
finished all the drawing and animating. 
(laughs) it’s not that i would not be will-
ing to hand over animating to someone 
else, i just haven’t had the opportunity 
or the reason to do so yet.

What satisfies you the most at the 
moment – animating, making computer 
games, or illustrating and creating chil-
dren’s books?
When i spend a lot of time working on 
something, it gradually starts getting on 
my nerves, so i then pick a completely 
different project to “relax”. And also 

each type of creative activity takes a 
different amount of time to finish. Natu-
rally, even writing a children’s book can 
take you a decade, but it usually takes 
a lot less time than creating a computer 
game, which i typically spend five to 
seven years making. in my case, things 
are further complicated by the fact that 
i can come up with a project in a month, 
but it then takes years to finish, so you 
just have to do some other creative stuff 
on the side.
 
How do your projects come to life? 
What is the first step in your creative 
process?
that depends on the project. in the case 
of computer games, it usually begins 
with me drawing. if i’m in the mood to 
create something ugly at the time, you 
get Happy Game, and if i’m in the mood 
to create something cheerful, you get 
chuchel. For example, the way chuchel 
came to be was that i first drew the 
character, and then i tried to imagine in 
what kind of environment this creature 
could live. And i also tried animating it 
right from the start. these became the 
foundations for the development of the 
game itself and the source of ideas for 
its gameplay and story.

With which one of Amanita’s projects 
did you have the most fun and why?
i first started working in Amanita as an 
assistant animator for Machinarium – 
i animated the speech bubbles that 
showed what the robot wanted to say. 
And then i got to do my own games, 
which was great. but i can’t say if i had 
more or less fun with any of the games 
than with the other ones. the way it usu-
ally works is that when i finish one game 
and i have had enough of it, i move on 
to and relax with some other game, and 
this is how it goes on and on...

Whose art do you like and what in-
spires you?
A lot of things… When i began working 
on Happy Game, i would look up things 
of a similar kind, and i ended up watch-
ing David Lynch’s twin Peaks and read-
ing all of Lovecraft, and i also really 
enjoyed paintings by Hieronymus bosch. 
As for czech authors, i can name, for ex-
ample, Jan Švankmajer, Zdeněk Miler, or 
Jiří barta… there are many people that 
inspire me, but i don’t have any guru 
or anything like that. i draw inspiration 
from wherever i can.

Do you get any relevant feedback from 
the people who play your games? How 
did the fans of Amanita’s games react 
to Happy Game? It’s quite different 
from the studio’s previous games both 
in design and atmosphere.
Actually, you get feedback immediately, 
especially from your colleagues. since 
the game was developed by Amanita, 
which had always been known for its 
nice, kid-friendly family games, we didn’t 
know if anyone would even like it – 
i really made it for myself more than 
anyone else. We released a trailer and 
a demo of sorts only shortly before the 
launch, and i expected it to get a lot of 
angry reactions, but there were none.  
i think it was a good thing that the 
trailer showed what the game actually 
looks like when you play it – so those, to 
whom it did not appeal, didn’t buy the 
game and didn’t play it. Fortunately, 
there were also people who did like it. 

We have received mostly positive feed-
back from the people who bought the 
game, and i’m very happy for it.

I heard that until recently, the people 
who make up Amanita Design would sel-
dom meet and that each of the creators 
would usually work remotely on their own 
projects. How does it work now?
there are still various separate teams at 
Amanita, each working on its own game, 
and their members can move from one 
group to another, but lately, we have 
been increasingly working all in one 
place, while several years ago, we would 
work separately, scattered in different 
places. of course, our numbers keep 
growing. As Amanita develops more and 
more games, its team continues to grow. 
i personally don’t get to be there very 
often because i live near Mělník, which is 
several hours of travel away, while David 
Šemík, the programmer of Happy Game, 
is from brno, and the members of the 
music duo DvA are always somewhere 
far away, and they also travel a lot.

What other project have you come up 
with after Happy Game?
After i came up with chuchel and while 
the programmer was already working on 
Happy Game, i came up with a game 
about a pink kitten that would play in a 
similar way as tamagotchi, but i thought 
it would be rather complicated to work 
on three games at the same time. Later, 
i came up with a game about an evil sci-
entist who wreaks revenge on all those 
who make fun of him, which would be 
sort of similar to Happy Game, and re-
cently, i came up with a game that i will 
be, hopefully, actually able to make. i 
don’t want to reveal much, but i will say 
that it will be wonderfully colourful and 
cheerful because there are some pretty 
nasty things happening in the world, 
and one has to try and at least some-
how spread some positivity. (laughs).

Do you remember when you first got 
involved with Anifilm?
Way, way back when it was still AniFest. 
While i was studying at the Academy of 

Arts, Architecture & Design in Prague, i 
made a few alternative jingles that were 
shown before screenings. After the fes-
tival’s management had a falling out, i 
joined the team that organized the first 
Anifilm in 2010, and i made the festi-
val’s first jingle. i recall that it was quite 
wild back then because i was painting 
figures on signs for the festival in tomáš 
rychecký’s yard, who was and still is the 
director of the festival. (laughs) And 
in January this year, i was approached 
by Anifilm’s organizers as the theme of 
this year’s festival is humour and they 
needed someone who would be able to 
come up with something quickly. so i 
designed this zombie guy and a bunch 
of these high-spirited but naughty 
monsters, which – to my surprise – got 
approved, and based on those, i grad-
ually developed the storyboard and 
eventually the entire visual identity of 
the festival.

How long did it take you to create this 
visual identity?
it’s the same story as with my games – 
i came up with the whole thing quickly, 
but then i spent ages working on it. A 
month before the festival, i was still 
working on some banners for social 
media and posters and animating flying 
saucers, and i only got everything done 
pretty much right before the festival 
started. And then you also have set up 
decorations and stuff at the festival 
venues. 

What was the most difficult part of cre-
ating the visual identity and which part 
did you enjoy the most?
i don’t think there was anything particu-
larly difficult, but when you’re working 
on a visual identity, you need to keep in 
mind that the process includes some ac-
tivities that are not really creative – for 
example, when you need to print a char-
acter on a t-shirt, you have to provide 
it in a suitable resolution, etc. i really 
enjoyed, besides other things, imagining 
new characters for the festival passes. i 
think it’s funny that you can draw a visi-
tor or a filmmaker as a banana. (laugh)

And did any of the previous visual 
identities catch your eye?
i guess all of the recent ones. i really 
liked last year’s visual identity by Eliška 
and Lee oz, and i vividly remember the 
visual identity by veronika Zacharová 
with the changing animation styles as 
the guy walks up a flight of stairs. in 
fact, i can’t think of any visual identity 
that i did not like. 

Jaromír Plachý: 
I draw inspiration 
from wherever  
I can

The author of the visual identity of this year’s Anifilm, whose 
theme is humour, is graphic artist, illustrator, and video game 
animator Jaromír Plachý, who also created the visual identity 
of the very first Anifilm in 2010. In his interview, Plachý, whom 
you can meet this Saturday at 16.00 in Grandhotel Zlatý Lev 
at his commented gaming session, where he will be playing his 
computer game Happy Game, talked about his creative process, 
sources of inspiration, and work for Amanita Design.


