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’ INDUSTRY PROGRAM / INDUSTRY PROGRAMME 3. - 7. kvétna / 3" - 7t May

Streda, 3. 5./ May 3, Wednesday
Schwarzenbersky sal / Schwarzenberg Hall

14.30-15.30
Pavla Janouskova Kubeckova, Tomas Hruby:
Prezentace nutprodukee | Presentation of
nutprodukce

16.00-17.00
Chiara Magri: Italskd vytvarnd (neo-piktori-
alni) animace | Consequences of Italian Pictorial
Animation

17.30-18.30
0. Catherin, A. Addison, M. Vandas:
VAF prredstavuje — Jak financovat kratky film
zmistnich zdrojt |
VAF Presents — How to finance a short film from
your local fund?

18.30-19.30
Réka Temple:
VAF predstavuje — Cinemon Entertainment |
VAF Presents — Cinemon Entertainment

Ctvrtek 4. 5./ May 4, Thursday
Schwarzenbersky sal / Schwarzenberg Hall

10.30-11.30

Alice Krajcirova:

Divdk jako hlavni postava i rezisér narativu
budoucnosti | The viewer as the protagonist and
director of the narrative of the future
12.00-13.00

Sylva Polakova:

Videomapping | Video Mapping
13.30-14.30
Jifi Zara: Technické prostredky pro rozsifenou
avirtudlnirealitu | Principles for augmented and
virtual reality
15.00-17.00
Works in Progress
Jaromir Kallista: Hmyz | The Insects ((Z)
Martin Kotik: Hurvinek a kouzelné muzeum |
Harvie and the Magic Museum (CZ)
Robert Jaszczurowski, tukasz Kacprowicz:
Squeek (PL)
Petr Vachler: Tajemstvia smysl Zivota |
The Mystery and Meaning of Life (CZ)
Johannes Schiehsl: Der Papierene | The
Paperman (AT)
17.30-18.30
Jifii Fligl: Cartoon Network — Tvirci svoboda
a autorstviv televizni animaci | Cartoon Network
— Creative freedom and authorship in television
animation

Pétek 5. 5./ May 5, Friday
Schwarzenbersky sal / Schwarzenberg Hall

11.30-12.30

Elina Vartiainen:

Uméniv neredlném svété | Art in the unreal world
13.00-14.30

Bohdana Kerbachova:

Petr Skala — Od celuloidu k pixelu | Petr Skala —
From celluloid to pixel

14.30-15.30

Matéj Mraz, Jakub Bares:

Autorské hrani — Ylands — Hra uvniti hry | Original
Gaming — Ylands — Game within a game
Barbara Slade: 0d hrani na bendzo k psani
scéndfti | From banjo player to screenwriter

18.30-20.00

Stéphane Aubier: Masterclass

Sobota 6. 5./ May 6, Saturday
Zlata hvézda / Zlata hvézda Hotel

10.00-11.00
Matous Marai: Lipa Learning—Pét let vyvoje
her pro déti| Lipa Learning — Five-year develop-
ment of children’s games
Michael Frei: Hratelné animace | Playable
animations

Francois Alliot: At Zije kral — psani scéndfe pro
Reigns | Long live the king — writing Reigns
Luke Whittaker: Uméni a femeslo — Jak State of
Play ru¢né tvofi herni svéty | Art and Craft — How
State of Play build videogame worlds by hand

Divadlo J.K.Tyla/J.K. Tyl Theatre

16.00-17.30

Piatelské setkani s Adamem Elliotem |
Fireside with Adam Elliot

Zlata hvézda/ Zlata hvézda Hotel

16.00-17.00

Véra Mezulanikova, Martin Jiiza: Animovany
seridl Skarohlidovi — to nejhorsi z Ceska | Anima-
ted series Skarohlidovi — The worst of Czechia
Jaroslav Stehlik: Autorské hrani — Blue Effect |
Original Gaming — Blue Effect

Nedéle, 7.5./ May 7, Sunday
Loutkové divadlo / Puppet Theatre

T.Cecka, S. Buéek, M. Sidlovsky: Autorské hra-
ni — Legion 1917 | Original Gaming — Legion 1917
Lukas Kunce: Indie Menu — Pocitacové hry
krésné a chytré | Indie Menu — Beautiful and
smart computer games

Workshopy / Workshops
Barbara Slade:
Scendristicky workshop | A Writing Workshop
FrantiSek Tymal, Jan Kulka:
Prezentace a workshop | Presentation and
Workshop Milo$ Tomic:
Mockuanimace | Mockuanimation
Jakub Pinkava, Adam Martinec: 360°— 101

CEZ Skola animace | CEZ School of animation
Ut-So / Tue-Sat 9.30-16.30
Ne /Sun 9.30-13.00



PROGRAM BUSINESS BISTRA / BUSINESS BISTRO PROGRAMME 4.-5. kvétna / 4t - 5 May

4.5./4" May
Prezencnisal BB / Presentation Hall BB

Zahajeni/Opening

Daniela Stanikova, Marek Tousek,

Martin Kotik

Uvodni slovo Kreativni Evropy a zastupcli ASAFu
s ohledem na vystupy Mapovani oboru animo-
vané tvorby v Ceské republice / Opening Speech
by representatives of Creative Europe and ASAF
recapitulating the results of the Mapping of the
animation industry in the Czech Republic
Pavel Dobrovsky

Komentovana prohlidka po Gcastnicich BB /
Guided tour of the BB participants

Brainz VR/§tépén Klenik, Jan Brukner

Jak se dél& projekt, ktery nikdy nikdo nedélal? /
How to carry out a project that has never been
carried out before?

Etnetera Group / Marek Kulkovsky

Vénocni VRnisdz — zdzZitek z virtudini reality jako
ddrek / Christmas VR Opening — Virtual reality
experience as a gift

DIVR Labs / Michal Berlinger

Predstaveni studia a VR hry Blue Effect / Presen-
tation of the studio and their VR game Blue Effect

AV MEDIA/ Jan Burianek

Systém optického snimani pohybu nejen pro
zabavni primys| / Optical motion capture system
not only for the entertainment industry
14.40-15.10

UTB /Lukas Gregor

Predstaveni Ateliéru Animované tvorby a
projekce studentskych film@ / Presentation

of the Studio of Animation and screening of
student films

FAMU / Michaela Pavlatova

Ptedstaveni Katedry animované tvorby a
projekce studentskych filmi / Presentation of
the Department of Animation and screening of
student films

UMPRUM/ Zuzana Bukovinska

Ptedstaveni ateliéru Filmové a televizni grafiky
a projekce studentskych filmd / Presentation of
the Studio of Film and TV Graphics and screening
of student films

ZCU/ Jiri Barta

Predstaveni Ateliéru animované a interaktivni tvor-
by a projekce studentskych filmii / Presentation of
the Studio of Animation and Interactive Art and
screening of student films

17.20-17.50
0su
Projekce studentskych filmd Katedry intermédii /
Screening of student films from the Department
of Intermedia.

5.5./5% May
Prezencni sal BB/ Presentation Hall BB

Kreativni Evropa — MEDIA / Creative Europe
- MEDIA/ Daniela Stanikova

Podpora herniho a animacniho primyslu z pro-
gramu Kreativni Evropa / Support of the gaming
and animation industry within the Creative
Europe programme

Anomalia/ Marek Tousek

Pripadové studie projektd krétkych filmd a her
jakou soucast profesniho vzdélavani / Case
studies of short film and game projectsin
professional education

Wietrack Softwork / Tomas Vétrovsky

Véda (pocitacovou) hrou: Amatérsky vyvoj poci-
tacovych her poznamenany pfirodnimi védami /
Science in (computer) games: Amateur game
development influenced by natural sciences
KLUClvespolek / Jan Svarc, Jifi Novak
Prezentace animacniho studia

Anifilm

Business Bistro

Presentation of the animation studio

V035G a SUSG/ Tomas Gryc

Ptedstaveni nového studijniho oboru Herni
tvorba / Presentation of new study programme
Game Development

CVUT/David Sedlaek

Predstaveni Katedry pocitacové grafiky a
interakce / Presentation of the Department of
Computer Graphics and Interaction

Intel Corporation / Jaroslav Petras,
Ladislav Dyntar

Budoucnost VR v e-sportu a vyuZiti modernich
technologii/ The future of VR in e-sport and
modern technologies

Circus Atos / Barbora Podhorska

Vyvoj hry Under Leaves /

Development of Under Leaves

Studio ZVON / Aurel Klimt

Uvedeni celovecerniho loutkového filmu Lajka
Presentation of the puppet feature film Lajka
BareBear Animation Studio / Radovan Sury,
Marcel Legindi

Geneze animovaného seridlu pro dospélé
Mrazivé tajemstvi/ Development of the Chilling
Mysteries series for grown-ups



Pavla Janouskova Kubeckova, Tomas Hruby:

Prezentace nutprodukce

Presentation of nutprodukce

Pavla Janouskova
Kubeckova

Tomas
Hruby

Originalni loutkovy ,velkofilm” AZ po usi v mechu,
kultovni a v Cannes uvedené Pandy Matuse
Vizara, Uzasny pilot zatim nerealizovaného Ve-
¢erni¢ku Brumlik a Animuk, Cesky lev za nejlep-
i studentsky film Graffitiger, zjeveni jménem
Anatomie Pavouka nebo tieba Hofici kef a serial
Pustina... Co maji viechny tyto projekty spolec-
ného? Stoji za nimi produk¢ni spole¢nost nut-
produkce. Jak si své projekty vybira, které nyni
pfipravuje, na co se chysta? To prozradi zaklada-
telé spole¢nosti Tomas Hruby a leto$ni porotky-
né Pavla Janouskova Kubeckova.

The original “big short” Deep in Moss with
puppet animation; Matus Vizar's iconic Pandas
screened at the Cannes Festival; an astonishing
pilot of the TV bedtime story Brumlik and Ani-
muk; Graffitiger, which was awarded the Czech
Lion for best student film; a sensation called
Mr. Spider’s Anatomy, or, for instance, Burning
Bush and Wasteland, a TV show... What binds all
these projects together? It is nutprodukce, the
production company behind them. How does it
select its projects? What projects are currently
underway? What are its plans for the immedia-
te future? The answers to these questions and
more will be given by the company founders,
Tomas Hruby and Pavla Janouskova Kubeckov4,
member of this year’s jury.

Kdy: 3. kvétna, 14.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (€9 )

When: May 3, 14.30
Duration: 60 min

Where: Schwarzenberg Hall
Language: (Z/EN( @)



Soucasné italské animované kratké filmy bez-
pochyby sdileji nékteré typické rysy a inspiraci.
Sjednocujici prvek vlastni autorské tvorby déla
z kazdého filmu ryzi umélecké vyjadreni. Ddle-
Zitou Ulohu sehrala dila Gianluigiho Toccafonda
a Ursuly Ferraraové. V 3edesédtych a sedmde-
satych letech minulého stoleti tvofili pfevazné
v Milané napadita dila plna spolecenské satiry.
V devadesatych letech v3ak jejich tvorba zne-
nadani sloucila animaci s malbou a filmovym ja-
zykem. Vice nez jen pfimym estetickym vlivem
se tak stala silnym a inspirativnim podnétem
k pouziti animace jakozto flexibilniho a odvaz-
ného média pro osobni umélecké vyjadreni. To-
ccafondo pochazi ze Skoly v Urbinu, ktera stéla
u zrodu ,nové viny,” kterou Bendazzi nazyva
neo-piktoraini.

Chiara Magri:

ltalska vytvarna (neo-piktoridalni) animace
Consequences of Italian pictorial animation

Contemporary Italian short animated films
undoubtedly share some characteristics and
inspirations. The common, difficult condition
of self-production makes each film a result of
expressive urgency, of sincere authenticity.
The works of Gianluigi Toccafondo and Ursu-
la Ferrara had a strong impact, as well. After
the production of the 60s and 70s, developed
mainly in Milan within the field of innovative
cartoon and social satire, in the 90s their films
suddenly immersed animation in painting and
in film language. They have been — more than
a direct aesthetic influence - a strong, inspiring
incentive to practice animation as a flexible and
challenging medium for personal artistic expre-
ssion. Behind Toccafondo we find the art school
of Urbino, which nurtured much of the “new
wave” that Bendazzi defines as neo-pictorial.

Kdy: 3. kvétna, 16.00
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk:EN/CZ(§9)

When: May 3, 16.00
Duration: 60 min

Where: Schwarzenberg Hall
Language:EN/(Z( @)

Chiara
Magri




Olivier Catherin & Abigail Addison & Martin Vandas:
Jak financovat kratky film z mistnich zdrojo
How to finance a short film from your local fund

Olivier Abigail Martin
Catherin Addison Vandas

77 Rostouci evropska sit regionalnich filmovych

fondd Cine-Regio dnes zastupuje 43 regional-
nich filmovych fond( z 12 ¢lenskych zemi EU,
Norska a Svycarska. Jeji ¢clenové se vénuji celé
fadé subvencnich projektd a sluzeb pro ani-
mované produkce, a podporuji tak film v jed-
notlivych zemich. Jaké projekty cili na podporu
kratkych filmG? Kde sehnat prostfedky na jejich
vyrobu? Jak regiony ve Velké Britanii a Francii
podporuji animaci? Vztahuje se tato pomoc i
na koprodukci? Pozvali jsme zku$ené produ-
centy Oliviera Catherina, Abigail Addisonovou a
Martina Vandase, aby pohovofili o regionalnich
podpurnych programech zaméfenych na ani-
mované projekty.

The Cine-Regio European network of regio-
nal film funds in Europe is continuously ex-
panding and today represents 43 regional
film funds from 12 EU Member States, in addi-
tion to Norway and Switzerland. The mem-
bers exhibit a range of support schemes and
services for animation productions which
aim to support film culture in their countries.
What are aid schemes for production of short
films? Where can one look for budgets for pro-
duction of shorts? How do regions support ani-
mation in the UK and in France? Does it apply
to co-productions? We invited experienced
producers Olivier Catherin, Abigail Addison and
Martin Vandas to a panel about other than nati-
onal level support for animation projects.

Kdy: 3. kvétna, 17.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk:EN/CZ( €9 )

When: May 3, 17.30
Duration: 60 min

Where: Schwarzenberg Hall
Language: EN/(Z( %)



Cinemon Entertainment je oceriované animacni
studio, které vyuziva své rozsahlé zkusenosti na-
sbirané béhem vice nez dvaceti let. Vybudovalo
si reputaci jako tvlrce kvalitnich animovanych
film0 pro déti, televiznich seriald, aplikaci a re-
klam. Cinemon byl zalozen v roce 1994 jakoZto
animacni studio napojené na mnichovskou spo-
le¢nost TVLoonland AG a béhem let se podilelo
na tvorbé vice nez 15 000 minut animovanych
projektd véetné 7 celovecernich filml a stovek
epizod televiznich seridld v koprodukci s nej-
vétsimi hraci v Kanadé, USA, Némecku, Francii
¢i Svédsku. Filmografie vedeni studia ¢ita tako-
vé tituly jako napfiklad Babar krdl slond, Pettson
a Fiskus, Krdlovna slunce, Felix, The Wumblers
a dalsi severoamerické a evropské produkce.

Réka Temple: Cinemon Entertainment

Cinemon Entertainment is a multi-award-wi-
nning animation studio that has been using gre-
at company know-how with a personal touch
for more than 20 years. It has established a re-
putation as a quality provider of children’s ani-
mation movies, television series, commercials,
applications and branding. Cinemon was legally
created in 1994 as an animation service compa-
ny connected to the Munich-based TVLoonalnd
AG and has been involved in the production
of more than 15,000 minutes of animated pro-
jects, including 7 feature films and hundreds of
episodes of TV series in coproduction with the
biggest players in Canada, the USA, Germany,
France, and Sweden. Cinemon’s Executives’ fil-
mographies include feature films and series like
Babar, King of the Elephants, Pettson and Findus,
Queen of the Sun, Felix, The Wumblers and many
other titles from Europe and North America.

Kdy: 3. kvétna, 18.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk:EN/CZ(§9)

When: May 3, 18.30
Duration: 60 min

Where: Schwarzenberg Hall
Language:EN/(Z( @)




Alice Krajcirova :

Divak jako hlavni postava i rezisér narativu budoucnosti / The viewer as the prota-
gonist and director of the narrative of the future

Alice
Krajcirova

Film byl od svého pocatku urcen pasivnimu
divakovi, jehoz mira participace zalezela
vyhradné na ztotoznéni se s danymi postavami.
Virtualni realita dnes spi$ nez pouhou observa-
ci s odstupem umoznuje hlubsi zapojeni

v rolich samotnych ,pasazér(i” — hlavnich
postav v centru déni a rozhodovani. Z kame-
ramana se stdvd mechanicky zapina¢/vypinac,
pozice reziséra se preklopuje spis v roli tviirce
konceptu, nez svrchovatého boha urcujiciho

na co se bude ¢lovék zrovna presné divat. S ros-
touci intenzitou zazitku ma ale tvlrce zaroven
v rukach vétsi zodpovédnost nad dusevnim
zdravim divaka. Jak s takovym udélem nalozit?

Since its beginnings, film was intended for

a passive viewer whose degree of participation
depended solely on his or her identification
with its individual protagonists. But today,
virtual reality, rather than enabling mere ob-
servation from a distance, allows the viewers to
act as “passengers” — protagonists in the midst
of the events and decisions. The cinematogra-
pher becomes a mechanical on and off switch
and the director turns into a concept maker
rather than being a god who decides what

the viewers will see at any given moment. But
with the increased intensity of the experience,
the author has a greater responsibility for the
viewers and their mental health. How do you
deal with this?

Kdy: 4. kvétna, 10.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (€9 )

When: May 4, 10.30
Duration: 60 min

Where: Schwarzenberg Hall
Language: (Z/EN( @)



Videomapping - iluze prostorovosti /

Videomapping vychazi z nékolika zdrojl audio-
vizudIni kultury a ujima se v rGznych prostiedich.
S praxemi jako je architektura, reklama, graficky
design, pocitacové hry, scénografie, VJing a site
specific uméni vstupuje do rGznorodych vzta-
hi. Stava se jejich dopliikovou i fundamentalni
slozkou, rozvinutim a rozsifenim, ale mdze na
nich také parazitovat.

Filmova historicka a teoreticka Sylva Polakova
je absolventkou oboru filmova véda na FF UK.
Ve své publika¢ni a lektorské cinnosti dlouho-
dobé sleduje vztahy mezi filmem, vytvarnym
uménim a architekturou prevdzné v ceském
prostiedi poslednich dvou dekad a zajima ji vliv
digitalnich technologii v kontextu analogovych
médii. Je prispévatelkou magazind Cinepur, A2,
Flash Art. Jako dramaturgyné spolupracovala s
fadou festivalG (napf. PAF, MFDF Jihlava), puso-
bila v distribu¢nispole¢nosti Artcam a je clen-
kou vyzkumné platformy mediabaze.cz, ktera
se zaméfuje na vyzkum, propagaci a distribuci
ceského audiovizualniho uméni.

Video mapping draws on several sources of au-
dio visual culture and seems to bloom in various
environments. It forms diverse relationships with
such practices as architecture, graphic design,
PC games, stage design, VJing and site-specific
installations, becoming their additional as well as
fundamental part, development and extension,
but occasionally it can behave as a parasite.

Film historian and theorist Sylva Poldkova gra-
duated in film studies at the Faculty of Arts of the
Charles University in Prague. In her publications
and lectures, she focuses on the relations be-
tween film, fi ne arts and architecture in particular
in the Czech Republic during the last two deca-
des, and she’s also interested in the infl uence of
digital technologies in the context of analogue
media. She regularly contributes to the magazi-
nes Cinepur, A2 and Flash Art. As a dramaturge,
she collaborated with various fi Im festivals (e.g.
Festival of Film and Contemporary Art Olomouc
and IDFF Jihlava) and she also worked in the
distribution company Artcam and is currently a
member of the research platform mediabaze.cz

Kdy: 4. kvétna, 12.00
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN(§9')

When: May 4, 12.00
Duration: 60 min

Where: Schwarzenberg Hall
Language: (Z/EN( %0 )

Sylva Polakova:

Sylva
Poldkova




Jiri Zara:

Technické prostredky pro rozsifenou a virtualni realitu
Principles for augmented and virtual reality

JiFi Zara

Prednaska nabidne obecny prehled technic-
kych moznosti, které jsou aplikovatelné v pro-
stfedich virtudlni a rozsifené reality. Predsta-
vena budou r(izna feseni a zajimavé aplikace
véetné namétl pro praktické vyuziti AR a VR
v (blizké) budoucnosti.

Prof. Ing. Jifi Zdra, CSc. vede Katedru poéitaco-
vé grafiky a interakce (DCGI) na Ceském vysokém
uceni technickém v Praze. Katedra predstavuje
nejvétsi vyzkumnou a vzdéldvaci slozku v rdmci
pocitacové grafiky, virtudini reality, pocitacovych
her a interakce clovéka s pocitacem napfic vsemi
univerzitami v Ceské republice. Pravidelné pred-
ndsi o algoritmech pocitacové grafiky a virtudini
realité na DCGI.

The lecture will provide an overview of tech-
nical solutions that are applied in augmented
reality and virtual reality systems. Current tech-
nological solutions and limitations will be discu-
ssed together with possible practical utilization
of VR/AR approaches in the (near) future.

Prof. Ing. Ji¥i Zdra, CSc. is the head of the De-
partment of Computer Graphics and Interaction
(DCGI) at the Czech Technical University in Prague,
the biggest research and educational body for
computer graphics, virtual reality, computer ga-
mes and human-computer interaction across all
universities in the Czech Republic. He gives regular
lectures on computer graphics algorithms and vir-
tual reality at the DCGI.

Kdy: 4. kvétna, 13.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN( §9)

When: May 4, 13.30
Duration: 60 min
Where: Schwarzenberg Hall
Language: (Z/EN ( & )



Jan Svankmajer a jeho dlouholety spolupra-
covnik, producent Jaromir Kallista pfipravuji
spole¢né svij posledni celovecerni film. Do
znac¢né miry tento film vznikd za prispéni vér-
nych fanouskd z celého svéta, ktefi ho diky
obdivu ke Svankmajerovym priikopnickym
animacnim postuplm finan¢né podpotili pres
crowdfunding. Film je volné inspirovany hrou
bratti Capkl Ze Zivota hmyzu, aviak tato hra
tvofi jen pozadi vlastniho pfibéhu, ktery ma
ve svém vyznéni blize ke Kafkové Proméneé,
nez k Capkdm. RezZisér, jak vysvétlil, se zaméfil
na misantropicky rozmér hry, ktery je i po sto
letech vice nez aktudlni: ,MUj scénaf jen tuto
misantropii prohlubuje, tak jako se prohlubuje
podobnost ¢lovéka s hmyzem a této civilizace
s mravenistém.”

Works in Progress - Jaromir Kallista:
Hmyz / The Insects

Jan Svankmajer and his long-time producing
partner Jaromir Kallista have teamed up to
make their last feature-length film. To a great
extent this film is being made thanks to the
loyal fans of Jan Svankmajer’s pioneering stop-
-motion animation from around the world,
who supported him directly through crowd-
funding. The film is loosely based on the play
Pictures from the Insects’ Life by the Capek
brothers. The play, however, serves only as
a background of the film'’s story, which is closer
to Kafka's Metamorphosis. The director, as he
himself explained, focused on the misanthropic
element of the play, which is more than topical
even after a hundred years since the play was
first published. “My script only extends this mi-
santhropy, as man is more like an insect and this
civilisation is more like an anthill.”

Kdy: 4. kvétna, 15.00
Délka trvani: 120 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN(§9)

When: May 4, 15.00
Duration: 120 min
Where: Schwarzenberg Hall
Language: (Z/EN( @)

Jaromir
Kallista




Works in Progress — Martin Kotik:
Hurvinek a kouzelné muzeum / Harvie and the Magic Museum

Martin

Kotik

Producent a rezisér Martin Kotik (Rolling Pictu-
res) pripravuje celovecerni 3D animovany film
Hurvinek a kouzelné muzeum, v hlavni roli po-
chopitelné s Hurvinkem, oblibenou ¢eskou lout-
kou, kterou pred 90 lety vytvoril Josef Skupa.
Smyslem celého projektu je pfiblizit popularni
postavicku a jeji rodinku nové generaci divaku.

Hurvinek je bystry, ale trochu pfilis zivy kluk
s velkou ambici, a to dokoncit posledni tUroven
pocitacové hry Pan loutek. Kdyby se mu poda-
filo dostat se do herni Siné slavy, ziskal by snad
kone¢né pozornost tatuldy, pana Spejbla. Ale
dokonceni této hry se ukdze byt jen zacatek
skute¢ného dobrodruzstvi, které dovede Hur-
vinka, Zeryka a Méani¢ku do zapomenutych skle-
peni loutkového muzea. Zde Hurvinek aktivuje
magicky disk a tim ozivi vSéechny loutky, ale také
prastarého monstrézniho péna loutek Bastora.

Producer and director Martin Kotik (Rolling
Pictures) is currently preparing the project
Hurvinek and the Magic Museum, a 3D animation
featuring the beloved Czech puppet Hurvinek,
created 90 years ago by Josef Skupa. The aim is
to attract a new generation of fans to this popu-
lar character and his puppet family.

Harvie is a smart but slightly too lively boy with
one ambition - to finish the last level of his com-
puter game. Once in the Gamers Hall of Fame,
his preoccupied father, Mr Spejbl, would finally
be proud of him. But finishing the game turns
out to be only the start of a real adventure that
takes Harvie, his dog Jerry and his friend Moni-
ca deep into the forgotten realms of the city’s
old puppet museum. And as Harvie accidentally
activates a legendary magic disc, he brings the
museum and all its puppets to life along with its
ancient and monstrous puppet master!

Kdy: 4. kvétna, 15.00
Délka trvani: 120 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (€9 )

When: May 4, 15.00
Duration: 120 min
Where: Schwarzenberg Hall
Language: (Z/EN ( & )



Works in Progress — Robert Jaszczurowski, tukasz Kacprowicz:
Squeek

Ve fazi developmentu je také projekt Roberta
Jaszczurowského, producenta a spoluzaklada-
tele polské produkéni spole¢nosti GS Anima-
tion / Grupa Smacznego, a rezisérl tukasze
Kacprowicze a Marcina Wasilewského. Nyni
pracuji na scéndfi, navrzich postav a pozadi.
Film Squeek je jejich celovecernim animova-
nym debutem a uz nyni pfitahuje zdjem po-
tencionalnich distributorl a koproducentd.
Vitejte ve Squeeku, podzemnim mysim svété,
ktery je paralelou ke svétu lidi. Zdaleka tu ale
neni vsechno v poradku, je to totalitni dystopie,
které vlddne despota Julius Rexus. Vétsina oby-
vatel Squeeku je mirna a ticha a smitlivé prijima
tento priSerny stav, nikoli vak 12leta Maya, ta
nenechd véci jen tak byt. Je to pfibéh o boji za
solidaritu, svobodu a... syr!

Another project in development is being
made by Robert Jaszczurowski, producer
and co-founder of Polish production com-
pany GS Animation / Grupa Smacznego, and
the directors tukasz Kacprowicz and Marcin
Wasilewski. At the moment they are working
on the script, characters and backgrounds
design. Squeek is their first feature animati-
on and it has already received lots of interest
from potential distributors and co-producers.
Welcome to Squeek, an underground world in-
habited by mice, parallel to the human world.
But all is not well in Squeek. As our story begins,
it's a totalitarian dystopia ruled by a despot
named Julius Rexus. While most of the popu-
lation of Squeek is meek and mild, and accepts
the dreadful situation, 12-year-old Maya is not
about to let things go. A story about the stru-
ggle for solidarity, freedom... and cheese!

Kdy: 4. kvétna, 15.00
Délka trvani: 120 min
Kde: Schwarzenbersky sdl
Jazyk:EN/CZ (§9)

When: May 4, 15.00
Duration: 120 min
Where: Schwarzenberg Hall
Language: EN/(Z (eb)

Robert Jaszczurowski




Works in Progress - Petr Vachler:
Tajemstvi a smysl zivota / The Meaning and Mystery of Life

Vachler

Pripravovany celovecerni projekt Petra Vachle-
ra kombinujici hrany, dokumentarni a animo-
vany film. Petr Vachler k tomu Fika: ,Tajemstvi
a smysl zivota” je film, ktery otevira jiny pohled
na svét, na nase Zzivoty, a to jak v malickos-
tech, tak vécech zdanlivé velkych. Konzumni
svét, ktery se opird prevazné o spotiebu, pe-
nize a moc jen malokdy nabizi jiny vhled na
podstatu Zivota. Zminéné ,drogy’ nas ovla-
daji a stale nabizi nekone¢ny koloto¢ emoci.
Co je dulezité a ve skutecnosti podstatné pro
nas osobni zivot? Kdo jsme? Na to bychom radi
nalezli odpovédi od lidi, ktefi prosli klinickou
smrti ¢i vidi béZny materidlni svét malinko jiny-
ma ocima. Pohled na svét z jiného, pro mnohé
tajemného Uhlu, mGze byt zajimavym osvéze-
nim mysli, otevienim védomi, moznou trans-
formaci.

The Meaning and Mystery of Life is a feature pro-
ject by Petr Vachler combining live-action, do-
cumentary and animated film. Vachler says that
“The Meaning and Mystery of Life opens a new
perspective on the world and our lives both in
details and in seemingly big things. The consu-
merist world depends mainly on consumption,
money and power and only sporadically offers
a different take on the meaning of life. We are
controlled by the aforementioned ‘drugs,’ which
spin an endless merry-go-round of emotions.”
What is important and what is actually funda-
mental for our private lives? Who are we? We
would like to find answers with people who
experienced clinical death and see the ordina-
ry material world with different eyes. A new, for
some also mysterious, perspective can be inte-
resting, refreshing and mind-opening and start
a possible transformation.

Kdy: 4. kvétna, 15.00
Délka trvani: 120 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (€9 )

When: May 4, 15.00
Duration: 120 min
Where: Schwarzenberg Hall
Language: (Z/EN ( & )



,Bouflivy Zivot a zdhadnd smrt ¢lena rakouské-
ho fotbalového Wunderteamu, hrace Matthia-
se Sindelare.” Za dalsim ptipravovanym pro-
jektem, tentokrat z Rakouska, stoji Johannes
Schiehsl a videfské animaéni studio Neuer Os-
terreichischer Trickfilm. Film se odehrava ve Vid-
ni tficatych let 20. stoleti. Krizi suZované a ide-
ologicky rozdélené Rakousko zisk& aspor kus
narodni identity, kdyz viderisky Wunderteam
vybojuje Stfedoevropsky pohar. V srdci tymu
stoji Matthias Sindelar, ktery navzdory své kieh-
ké konstituci lehce prekonava své fyzicky silnéj-
i soupere predevsim propracovanou technikou
a genidlnim smyslem pro humor. Rikaji o ném,
Ze je ,Mozart ve fotbale”. Doba je vsak neklidna
a Matthias si pozdé uvédomi, Ze na jeho svét se
fiti nicivé zmény, jez ho postavi proti soupefi,
kterého nelze prosté porazit na fotbalovém hti-
sti....

Works in Progress - Johannes Schiehsl:
Der Papierene / The Paperman

“The turbulent life and mysterious death of the
Austrian Wunderteam player Matthias Sindelar.”
Another project in progress, this time from Aus-
tria, is being prepared by Johannes Schiehsl and
the Vienna-based animation studio Neuer Oste-
rreichischer Trickfilm. Vienna in the 1930s: crisis-
-ridden and ideologically split Austria regains a
piece of its identity: the Viennese Wunderteam
become European football champions. At the
heart of the team: Matthias Sindelar - who,
despite his fragile build, constantly fools his
physically superior opponents with his sophis-
ticated technique and ingenious wit, becoming
renowned as the “Mozart of Football”. But the
times are turbulent and Matthias realizes late
that his world is facing devastating changes
that confront him with an enemy who cannot
simply be beaten on a soccer pitch...

Kdy: 4. kvétna, 15.00
Délka trvani: 120 min

When: May 4, 15.00
Duration: 120 min

Kde: Schwarzenbersky sdl
Jazyk: EN/CZ( €8 )

Where: Schwarzenberg Hall
Language: EN/(Z( %)

Johannes
Schiehsl




Béhem dvaceti let své existence se americka
kabelova stanice Cartoon Network stala nej-
vlivnéjsim hracem na poli animované tvorby
a co do kreativity a uznani zastinila marketin-
gové agresivnéjsi konkurenty Disney Channel
a Nickelodeon. Jeji serialy oslovuji nejen déti,
ale také predstavuji kulty s mezinarodni fa-
nouskovskou zakladnou. Predndska se zaméfi
na tvarci pozadi nejpopuldrnéjsich sérii spo-
le¢nosti jako Cas na dobrodruzstvi & Gumballiv
uzasny svét a soucasné produkce Cartoon Ne-
tworku a promény ve smérovani stanice zasadi
do kontextu trendU seridlové tvorby posled-
nich let.

Jiri Fligl: Cartoon Network - Tviréi svoboda a autorstvi v televizni animaci /
Cartoon Network - Creative freedom and authorship in television animation

During its twenty years of existence, American
cable channel Cartoon Network has become
the leading player in the field of animation and,
despite their more aggressive marketing stra-
tegies, outshined its competitors Disney Cha-
nnel and Nickelodeon as far as creativity and
recognition are concerned. Its work appeals
not only to children, but also attracts interna-
tional cult followings. The lecture will focus on
the artistic background of Cartoon Network's
most popular series such as Adventure Time and
The Amazing World of Gumball and will put the
changes in the network’s artistic orientation in
the context of contemporary animation.

Kdy: 4. kvétna, 17.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (€9 )

When: May 4, 17.30
Duration: 60 min
Where: Schwarzenberg Hall
Language: (Z/EN ( & )



O virtudlni realité se mluvi jako o nejmocnéjsim
médiu nasi doby. Jaké vyzvy a moznosti cekaji
na umélce, ktefi chtéji prejit na virtudlni realitu
a vyuzit své tvarci schopnosti v této nové oblas-
ti? Jak zacit, kdyz toho o 3D a hernich enginech
mnoho nevite? Ukdzeme si rlizné zpuasoby, jak
vyuzit virtualni realitu k zadbavé a nechat se in-
spirovat moznostmi tohoto vysoce imerzniho
média a jak Ize animovat a ilustrovat virtudlni
prostor.

Elina Vartiainenovd je graficka na volné noze,
kterd se vénuje motion graphic designu, herni
umélkyné a ViJka, kterd miluje pouli¢ni uméni, vir-
tudlini realitu, designové hracky a postavy. Pochd-
zi z Finska, ale v soucasnosti Zije ve Vidni. Neustdle
premysli o hernich konceptech a jejim cilem je
vytvdret vizudlné tchvatné prostorové instalace,
které v sobé spojuji prvky uméni, her a filmu.

Umeéni v neredlném svété /

Virtual reality has been described as the most
powerful medium of our time. What are the
challenges and possibilities for artists wanting
to make the transition and get creative with VR?
How to get started if you're new to 3D and game
engines? Let’s take a look at different ways to
have fun with VR and get inspired by the possi-
bilities of this highly immersive medium and
how we could animate and illustrate virtual
spaces.

Elina Vartiainen is a freelance motion graphics
designer, game artist and a V) who loves street art,
VR and designer toys & characters. She’s originally
from Finland but lives currently in Vienna, Austria.
Her mind is nonstop working on concepts for ga-
mes and her goal is to create visually striking spa-
tial installations that combine elements from art,
games and films.

Kdy: 5. kvétna, 11.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: EN/CZ( §9')

When: May 5, 11.30
Duration: 60 min

Where: Schwarzenberg Hall
Language: EN/(Z( &9 )

Elina Vartiainen:

Elina
Vartiainen




Bohdana Kerbachova:

Petr Skala. Od celuloidu k pixelu /

Bohdana
Kerbachova

Tvorba Petra Skaly se vymykda ¢emukoli, co se
odehrévalo v oblasti ¢eskoslovenské kinemato-
grafie Sedesatych az osmdesatych let. V ramci
svého experimentovani s flmovym médiem se
dostal zcela mimo hlavni proud, do sféry vytvar-
né orientovaného, abstraktniho filmu. Pfi reali-
zaci snimkd uzival metodu piimych manualnich
zasahl do filmového materialu a v mnoha pfi-
padech se obesel i bez filmové kamery. Kazdé
jednotlivé okénko filmu pojimal jako svébytné
vytvarné dilo. Béhem dvacetiletého tvurciho
obdobi, které letosni Anifilm predstavi, vzniklo
vice nezosmdesat snimkd a nespocet jejich vari-
aci. V nich se pokousel odkryt zdkladni rozméry
lidské existence, klast si otdzky vzniku a zaniku,
zabyvat se vztahem ¢lovéka k okolnimu svétu
i jeho postavenim v kosmu. Filmovou tvorbu
propojil s principy prastaré alchymie, kterd je
pro vétsinu z nas kapitolou patfici minulosti. Pro
nékoho vsak mlze predstavovat zpUsob stale
zivého duchovniho putovani, neménného na-
pfic stoletimi.

Petr Skala’s work defies everything that happe-
ned in the Czechoslovak film industry between
the 1960s and the 1980s. While experimenting
with the medium of film, he ventured out of the
main stream into the sphere of artistically orien-
ted abstract film. He adopted the techniques of
direct animation and manual alterations of the
film stock, and in many cases, he did so without
using a camera. He perceived each and every
frame as a distinct work of art. During a twenty-
-year period of his career, which this year’s Ani-
film will introduce, Petr Skala made more than
eighty films and countless variations of them. In
these films, he tried to uncover the basic dimen-
sions of the human existence, to ask questions
on creation and extinction and to explore the
relation between humans, their world and its
place in the universe. He connected film with
the principles of ancient alchemy, which is for
many of us a thing of the past. But for some,
it may still represent an everlasting spiritual
journey unchanged through centuries.

Kdy: 5. kvétna, 13.00
Délka trvani: 90 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN(§9')

When: May 5, 13.00
Duration: 90 min

Where: Schwarzenberg Hall
Language: (Z/EN( %0 )



Pfednaska o Ylands (studio Bohemia Inter-
active) stru¢né popisuje vyvoj této veselé sand-
boxové hry, ve které budou moci hraci délat
prakticky cokoliv. Hra je zatim ve fazi vyvoje,
ale hraci uz nyni maji moznost predbézného
pfistupu. UkdZeme nds nejmocnéjsi ndstroj —
herni editor, v némz si mGze kazdy upravit nas
low-poly svét podle svych predstav, anebo si
pomoci ného vytvofit vlastni hru uvnitf hry.
Pfedvedeme jak snadno, Ize postavit prakticky
jakoukoliv stavbu z dosud dostupnych staveb-
nich blokd. Prezentujici autofi jsou grafici Jakub
a Matéj, bude se tedy nejvice mluvit o grafice
a animacich, vcetné ukazek. Popiseme vyho-
dy a nevyhody vyvoje pomérné rozsahlé hry
v malém tymu.

Matéj Mraz, Jakub Bares:

Autorské hrani - Ylands - Hra uvnitf hry /
Original Gaming - Ylands - Game within a game

This lecture about Ylands (by Bohemia Inter-
active) briefly describes the development of
this entertaining sandbox game which ena-
bles the players to do virtually anything. The
game is still in development but players have
already been given early access. We will show
our most powerful tool — a game editor which
enables everyone to modify our low-poly world
according to theirimagination or create a game
within a game. We will demonstrate how easy
it is to build practically anything from availa-
ble building blocks. The speakers will be the
game’s graphic designers Jakub and Matéj, so
the lecture will be focused on graphics and
animation and will include demonstrations. We
will describe the pros and cons of developing
a rather massive game in a small team.

Kdy: 5. kvétna, 14.30
Délka trvani: 60 min
Kde: Schwarzenbersky sdl
Jazyk: CZ/EN (9 )

When: May 5, 14.30
Duration: 60 min

Where: Schwarzenberg Hall
Language: (Z/EN( @)

Jakub
Bares

Matéj
Mréz




Barbara Slade:

s, VO

Od hrani na bendzo k psani scénari / From banjo player to screenwriter

Barbara

Slade

Barbara Sladeovd, je jednou z nejvyhleddva-
néjsich scenaristek a pedagogl v mezinarodni
animaci, ktera zahajila svou kariéru hranim na
bendZo na destivych londynskych ulicich. Ve
své inspirativni prednasce li¢i cestu, kterou za
tu dobu urazila, a vysvétluje sv(j zapaleny, ale
presto prakticky pfistup, ktery je treba k vybu-
dovani dlouhodobé uspésné profesni drahy
v prostiedi konkurené¢niho trhu. Podéli se s nami
o cenné finty, bude nas provokovat, abychom
si zvedli latku, ale pfedevsim nas bude presvéd-
¢ovat, abychom uvérili, ze mizeme prispét ke
skute¢nym zméndam.

One of the most sought after writers and tea-
chers in the international animation industry,
Barbara Slade began her journey playing her
banjo on the rainy streets of London. In an in-
spiring talk, she shares her journey and pro-
vides a passionate yet practical approach of
what it takes to build a long running successful
career in today’s competitive market. Barba-
ra will share some valuable tricks, challenge
us to raise the bar higher and more than any-
thing inspire us to believe that we can make
a difference.

Kdy: 5. kvétna, 16.00
Délka trvani: 90 min
Kde: Schwarzenbersky sdl
Jazyk:EN/CZ(§9)

When: May 5, 16.00
Duration: 90 min
Where: Schwarzenberg Hall
Language: EN/ (Z ( ‘% )



Belgicky rezisér Stéphane Aubier vytvofil s tan-
demu s Vincentem Patarem nejen u nas dobre
znamy celovecerni film Panika v méstecku, ale i
stejnojmennou a dnes jiz kultovni dvacetidilnou
sérii, ktera filmu predchazela. V ramci této mas-
terclass budou mit divéci jedine¢nou pfilezitost
nahlédnout do zpUsobu prace tohoto tvarciho
dua. Stéphane Aubier ukaze festivalovym na-
vstévnikim, jak vypadaji obrazkové scénére, na-
kresy a skici, jak se konstruuji jednotlivé objekty
a také, jak vypadaji animacni testy — zkratka jak
vypada pfiprava jedné epizody kultovniho se-
rialu Panika v méstecku. Zaroven priblizi rezisér
i diivéjsi tvorbu, na které se s Patarem podilel.

Together with Vincent Patar, Belgian director
Stéphane Aubier wrote and directed the featu-
re film A Town Called Panic, which received in-
ternational acclaim, and also an iconic twenty-
-episode series of the same name which served
as an inspiration for the film. In his masterclass,
participants will have a unique chance to look
behind the scenes of the work of this creative
duo. Stéphane Aubier will show Anifilm visitors
his illustrated scripts, drawings and sketches,
how to construct individual objects and also
what animation tests look like — in short how
an episode of the iconic series A Town Called Pa-
nic is made. Aubier will also talk about his and
Patar’s previous projects.

Kdy: 5. kvétna, 18.30
Délka trvani: 90 min
Kde: Schwarzenbersky sal
Jazyk: FR/(Z, EN( d )

When: May 5, 18.30
Duration: 90 min

Where: Schwarzenberg Hall
Language: FR/(Z, EN ( )

Stéphane Aubier:
Masterclass

Stéphane
Aubier




Matous Marai: Lipa Learning - Pét let vyvoje her pro déti /
Lipa Learning - Five-year development of children’s games

Matous
Mérai

Vyvijet pro rodice nebo pro déti? Maji byt hry
spis vzdélavaci nebo zdbavné? Zajima vibec
rodice, co jejich déti hraji? Udrzi dité pozornost
déle nez pét vtefin? Jsou ¢inské déti stejné jako
déti z Ruska?

Na zddnou z téchto otazek neni jednoducha od-
povéd. Lipa Learning jiz pét let vyviji vzdélavaci
aplikace pro déti predskolniho véku. Jakda byla
nase cesta?

Matous Mdrai v soucasné dobé pracuje jako
Head of Product ve spolecnosti Lipa Learning. Od
roku 2014 se podilel jako designer a produkéni na
vice neZ péti hrdch, z nichz dvé byly featurované
na App Store. Mezi jeho predchozi zkusenosti patif
prdce ve spolecnosti 2K Czech a vécny entuziaz-
mus pro vyvoj her.

Should we develop for parents or for children?
Should games be rather educational or entrai-
ning? Do parents want to know what games
their children play? Is a child’s attention spin
longer than five seconds? Are Chinese children
the same as Russian ones?

There is no simple answer to any of these ques-
tions. Lipa Learning has been developing edu-
cational applications for pre-school children for
five years. How do we go about it?

Matous Madrai is currently Head of Product in Lipa
Learning. Since 2014, he has worked on more than
five games as a designer and production manager;
two of them were featured at App Store. Earlier, he
worked in 2K Czech. His enthusiasm for developing
games is inexhaustible.

Kdy: 6. kvétna, 10.00
Délka trvani: 60 min
Kde: Zlata hvézda

Jazyk: CZ/EN(§9)

When: May 6, 10.00
Duration: 60 min
Where: Zlata hvézda Hotel
Language: (Z/EN ( )



Animétor Michael Frei se spojil s hernim vyvo-
jarem Mariem von Rickenbachem, aby spolec-
né vytvofili interaktivni verzi Freiova kratkého
animovaného filmu Plug & Play. Michael bude
hovofit o transformaci linearniho filmu do
hratelného interaktivniho zazitku. Na zakladé
uspéchu tohoto projektu zalozili Mario a Micha-
el v Curychu produkéni spole¢nost Playables,
kde spole¢né pracuji na roztodivnych audiovi-
zuadlnich a interaktivnich projektech. Nedévno
ohlasili novy projekt, ktery nese nazev Kids.

Animation filmmaker Michael Frei teamed up
with game designer Mario von Rickenbach to
develop the interactive version of his animated
short film Plug & Play. Michael will talk about
their process of turning a linear film into an inte-
ractive playful experience. Following the succe-
ss of the project, Mario and Michael co-founded
the production company Playables based in
Zirich, where they are now working on peculiar
audio-visual and interactive projects. They re-
cently announced their upcoming project Kids.

Kdy: 6. kvétna, 11.00
Délka trvani: 60 min

When: May 6, 11.00
Duration: 60 min

Michael Frei:
Hratelné animace / Playable animations

Kde: Zlata hvézda

Where: Zlata hvézda Hotel Michael
Jazyk:EN/CZ(§9)

Language: EN/(Z ( $) Frei




Francois Alliot:

Af zije kral - psani scénare pro Reigns /

Frangois

Alliot

Ve svém kratkém prispévku Francois Alliot vy-
lozi, jak psani scénafe pro Reigns prekonalo
rozsah ,prosté” karetni hry. Zasluhou plsobi-
vého textu, humoru a pfibéhu, jehoz hybnou
silou je pravdépodobnost, se této hie dafi
odvadét pozornost hracll, prekvapovat je a
klast pred né vyzvy. Celé to funguje, protoze
hra kombinuje cisté ndhodné vybrané karty
s velice Sirokym tematickym zamérenim a sku-
te¢né uUzkou linedrni cestou. Nyni je hlavnim
Francoisovym uUkolem udrzet tuto rovnovahu
i pfi dalsim rozsifovani hry.

In this short talk, Francois Alliot will explain
how Reigns’ writing was used to expand be-
yond the scope of a ,simple” card game.
By using evocative writing, comedy and pro-
babilistic-driven narrative, Reigns diverts the
expectations of the players to surprise and
challenge them. It works because Reigns mixes
purely random cards, a very broad thematic fo-
cus and a really narrow linear path. Keeping that
balance while expanding the game is the main
challenge encountered by Francois.

Kdy: 6. kvétna, 13.00
Délka trvani: 60 min
Kde: Zlata hvézda

Jazyk:EN/CZ( §9)

When: May 6, 13.00
Duration: 60 min
Where: Zlata hvézda Hotel
Language: EN/CZ ( §9 )



Luke Whittaker: Uméni a Femeslo - Jak State of Play rucné tvofri herni svéty /
Art and craft - How State of Play build videogame worlds by hand

Studio State of Play vytvafi jedine¢né hry. Na
konté maji napfiklad ru¢né vytvorenou puzzle
adventuru Lumino City, ktera v roce 2016 ziskala
cenu BAFTA, uméleckou pinball hru Inks &i ori-
gami rébus pro i0OS KAMI 2. Spoluzakladatel a
kreativni reditel studia Luke Whittaker vas pro-
vede procesem tvorby her studia State of Play
véetné rucni prace s papirem, kartonem a mini-
aturni elektronikou. Studio také ¢asto spolupra-
cuje s umélci, architekty a modelafi a Luke uka-
Ze, jak tato spoluprace pomaha pfi zapracovani
riznych procesd, ndpadd a navrha do jejich her.

Luke Whittaker je spoluzakladatel a kreativni
feditel londynského nezdvislého herniho studia
State of Play, které ziskalo ocenéni BAFTA. Md zku-
Senosti s animaci, ilustraci a vyvojem her a sdm
vroce 2015 ziskal ocenéni BAFTA pro skokana roku.

State of Play create unique games. They are the
makers of the hand-made puzzle adventure
game Lumino City, winner of a BAFTA in 2016,
the artistic pinball game Inks and the recent ori-
gami-based iOS puzzler KAMI 2. Co-founder and
Creative Lead Luke Whittaker will be taking you
through the processes they go through to crea-
te their games, including working by hand with
paper, cardboard and miniature electronics to
bring their games to life. They also collaborate
with artists, architects, model makers and wri-
ters and Luke will be showing how that helps
bring different processes, ideas and aesthetics
into their games.

Luke Whittaker is Co-Founder and Creative
Director of the BAFTA winning indie games com-
pany State of Play, based in London. He has a
background in animation, illustration and games
design and was named a BAFTA Breakthrough Brit
in 2015.

Kdy: 6. kvétna, 14.30
Délka trvani: 60 min
Kde: Zlata hvézda

Jazyk:EN/CZ(§9)

When: May 6, 14.30
Duration: 60 min
Where: Zlata hvézda Hotel
Language: EN/(Z ( $)
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Pratelské setkdani s Adamem Elliotem
Fireside with Adam Elliot

Adam

Elliot

Pripojte se k moderovanému, ale zaroven pfa-
telskému a ne Uplné formalnimu setkani s osca-
rovym tvdrcem Adamem Elliotem. Poznejte
blize tohoto jedine¢ného australského filmare
a jeho animovand dila, kterym fika plasteli-
nografie - plastelinové biografie zalozené na
pohnutych osudech jeho rodiny a pratel. Ada-
movy vtipné a poutavé historky bavi fanousky
po celém svété na velkych platnech i mimo né.
Pratelsky hovor s Adamem Elliotem je dozajista
jednim z nejveselejsich setkani s animatorem,
které muzete zazit.

Join us for an intimate fireside chat with Acade-
my Award-winning filmmaker, Adam Elliot. Get
to know the inner workings of this unique Aus-
tralian filmmaker and his animated films which
he calls, Clayographies - clay animated biogra-
phies based on the bittersweet lives of his fami-
ly and friends. Extremely funny and engaging,
Adam’s anecdotes have entertained audiences
around the world both on and off screen. This
intimate chat with Adam is destined to be one
of the funniest sessions with an animator you
will ever encounter.

Kdy: 6. kvétna, 16.00
Délka trvani: 90 min
Kde: Divadlo J. K.Tyla
Jazyk: EN/ (Z ( d )

When: May 6, 16.00
Duration: 90 min
Where: J.K.Tyl Theatre
Language: EN/ (Z ( $)



_ Véra Mezulanikova, Martip Juza:
Animovany serial Skarohlidovi - to nejhorsi z Ceska /
Animated series Skarohlidovi — The worst of Czechia

K animaci nepotiebujete zadnou ceskou telku,
ale dobry tym! Diskuze s tvdrci animovaného
seridlu Skarohlidovi, ktefi to vzali viechno sa-
kumprask, délaji si srandu z ,prazské kavarny”
i z ,Ceské hospody”, a tim padem popichnou
celé spektrum publika. V debaté prozradi, jak
se da stihnout rozjet vyroba po distribuci seri-
alu od kvétna do zéfi. Vhodné pro vytvarniky,
animatory a ambiciozni tvlrce, ktefi by se radi
pustili do vlastniho animovaného veledila.

You don't need the backing of a major televi-
sion station to animate; all you need is a good
team! A discussion with the makers of the ani-
mated series Skarohlidovi whose lock, stock and
barrel attitude makes fun of both the “Prague
café” as well as the “Czech pub,” and teases the
whole audience spectrum. In the debate, they
will reveal how they managed to produce and
distribute the series during a short period of
time from May to September. Interesting espe-
cially for animators and ambitious filmmakers
who would like to produce their own animated
masterpiece.

Kdy: 6. kvétna, 16.00

When: May 6, 16.00

Duration: 60 min
Where: Zlata hvézda Hotel
Language: (Z/ EN( %)

Délka trvani: 60 min
Kde: Zlata hvézda
Jazyk: CZ/EN(§9)

I \I o /)
Véra
Mezulanikova
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Jaroslav Stehlik:

Autorské hrani - Blue Effect /

Jaroslav
Stehlik

Jaroslav Stehlik spoluzalozil herni studio Silicon
Jelly, které se soustiedilo na vyvoj mobilnich
her. Diky hie Mimpi Dreams, kterou v Silicon
Jelly naprogramoval spolu s Michalem Berlin-
gerem se dostal do povédomi celého svéta
avyhral cenu Apple Best Game v Ciné. Nasledné
spoluzalozil studio DIVR Labs, které se specia-
lizuje ryze na vyvoj her pro DIVR. Spolunavrhl
a celou naprogramoval, hru Blue Effect VR pro
HTC Vive a Oculus Rift. Hra se dockala vysokého
ohlasu, proto si splnil sen a zalozil vlastni studio
Dream.Digital, které se specializuje na eduka-
tivni zabavné hry a vybranym firmdm pomaha
zefektivnit procesy pomoci rozsifené a virtualni
reality. Jeho prvnim projektem, ktery vyviji po-
prvé skoro sam, je hra Bohemia VR, kterd mapuje
Ceské historické pamatky pomoci technologie
zvané fotogrametrie. Zamky a hrady je ve vir-
tudlni realité mozné celé prohlédnout i ze zcela
¢lovéku nedostupnych mist.

Jaroslav Stehlik is a co-founder of Silicon Jelly, a
gaming studio focused on the development of
mobile games. Thanks to Mimpi Dreams, a game
that he programmed together with Michael Berlin-
ger in Silicon Jelly, he became known around the
world, receiving Apple Best Game Award in China.
Later, he co-founded DIVR Labs, a studio with a
singular focus on the development of virtual reality
games. He is a co-designer and the only program-
mer of Blue Effect VR for HTC Vive and Oculus Rift.
The game was highly acclaimed, and he could make
his dream come true and set up his own studio
Dream. Digital, which focuses on educational enter-
taining games and helps selected companies stre-
amline their processes using expanded and virtual
reality. His first almost solo project is Bohemia VR,
a game mapping Czech historical monuments
using photogrammetry. Thanks to virtual reality,
it is possible to view castles from places that are
otherwise inaccessible. The purpose of the game is
to make the history of the Czech Republic fun and
interesting using modern and entertaining tools.

Kdy: 6. kvétna, 16.00 16.00
Délka trvani: 60 min
Kde: Zlata hvézda

Jazyk: CZ/EN(§9')

When: May 6, 16.00
Duration: 60 min
Where: Zlata hvézda Hotel
Language: CZ/EN ( §9 )



T. Ceéka, S. Buéek, M. Sidlovsky:

Avutorské hrani - Legion 1917 / Original Gaming - Legion 1917

Legion 1917 je taktickd tahova hraz prostrediRus-
ké ob¢anské vélky a osudu Ceskoslovenskych
legionail v ni. Hra si zaklada na hutném pfibé-
hu a krasné ruc¢né kreslené grafice vychazejici z
tradi¢ni ceské animace. Sto let stard historie ozi-
va hraci pred oc¢ima a on citelné vnima udalosti,
které formovaly svétové déjiny a ovliviuji je az
do dnes. Sily a nepokoje, které hybaly tehdejsi
spolecnosti, jsou i dnes tématy, které nase spo-
le¢nost proziva. Jak fesit nerovnosti mezi lidmi?
Jaka je zodpovédnost jednotlivce za spole¢nost
a je lepsi byti spiSe pragmaticky nebo idealistic-
ky? Kde je nasili jeSté opodstatnéné a kdy uz je
to jen nezadrzitelna spirala Silenstvi? Nebo tre-
ba - kde leZi hranice Ruska a co uz je Ukrajina?
Nase hra bude klast pfed hrace nejen tézka roz-
hodnuti, ale nabidne jim i $anci vice poznat lidi
uprostied Silené doby a pochopit Utrapy, které
zazivali nasi predkové na mrazivé Sibifi.

Legion 1917 is a tactical strategy game taking
place in the middle of the Russian Civil War and
exploring the fate of Czechoslovak legionnaires.
The game is proudly based on a rich story and
a beautiful hand-drawn graphic design that
draws on traditional Czech animation. A hun-
dred-year-old history is revived before players’
eyes, giving them a vivid taste of the events that
formed the history of the world, influencing it to
this very day. Forces and unrest that drove socie-
ty back then remain very important even today.
What can we do about inequality? Is an individu-
al man responsible for society and is it better to
be practical, or idealistic? How far can you go to
justify violence and when does it become just an
unstoppable spiral of madness? Or, for instance,
where is the border between Russia and Ukraine?
Our game will force players to make difficult deci-
sions but it will also provide opportunities to get
to know people in the midst of craziness and to
understand the suffering our predecessors went
through in frosty Siberia.

Kdy: 7. kvétna, 12.30
Délka trvani: 60 min
Kde: Loutkové divadlo
Jazyk: CZ/EN(§9)

When: May 7, 12.30

Duration: 60 min

Where: Puppet Theatre Tomislav Silvester Marek
Language: (Z/EN ( $) (etka Bucek Sidlovsky




Lukas Kunce:

Indie Menu -Pocitacové hry krasné a chytré /
Indie Menu -Beautiful and smart computer games

Hry roztomilé i tajemné, naro¢né i jednoduché,
veselé i smutné - svét nezdvislé herni tvorby je
skute¢né pestry a my vas zveme na prizkum.
Indie Menu vdm béhem 60 minut predstavi ty
nejzajimavéjsi nezavislé hry loriského roku, kte-
ré spojuji dvé véci — osobité vytvarné zpracova-
ni a mnohdy velmi netradicni pfistup k hernimu
designu. Jednim z cild prednasky je ukazat, ze
existuje mnoho chytrych pocitacovych her,
které u déti vedou k rozvijeni predstavivosti a
zvidavosti a pomahaji jim utvofit si kladny vztah
(nejen) k vytvarnému umeéni.

Lukds Kunce je sluzebné nejmladsim ¢&lenem
nezdvislého studia Amanita Design. Uz osm let
se pohybuje v hernich médiich, napsal statisice
pismenek pro servery Konzolista.cz, Hrej.cz a ¢a-
sopis Level. V soucasnosti ho miZete slyset kazdou
sobotu v poradu Quest na Radiu Wave.

Cute and mysterious, hard and simple, funny
and sad - the world of independent games is
truly varied and we would like you to join us whi-
le exploring it. Over the course of 60 minutes,
Indie Menu will introduce the most interesting
independent games of 2016, which have two
things in common - a noticeable artistic style
and often a very unusual approach to game de-
sign. One of the aims of the lecture is to show
that there are many smart computer games that
help children develop their imagination and
curiosity and create a positive relationship with
(not only) fine art.

Lukds Kunce is the latest addition to the indepen-
dent game studios Amanita Design. He has eight
years of experience from working in various ga-
ming media and he has written hundreds of thou-
sands of characters for the servers Konzolista.cz,
Hrej.cz and magazine Level. You can also hear his
voice every Saturday in the show Quest on Radio
Wave.

Kdy: 7. kvétna, 13.30
Délka trvani: 60 min
Kde: Loutkové divadlo
Jazyk: CZ/EN(§9)

When: May 7, 13.30
Duration: 60 min
Where: Puppet Theatre
Language: (Z/EN ( )



Barbara Slade: Scenaristicky
workshop / A Writing Workshop

Speciélné pro letosni ro¢nik Anifilmu Barbara Sla-
deova pfipravila workshop na téma vyvoj projek-
tu a psani scénare. Béhem zabavného, ale inten-
zivniho tfidenniho seminare se Gcastnici naudi,
jak rozvijet své projekty, tvofit Uzasné postavy,
a to nejdllezitéjsi ze vseho, naudi se, jak se déla

FrantiSek Tymal & Jan Kulka:
Prezentace a workshop /
Presentation and Workshop

Workshop s Frantiskem Tymalem a Janem Kul-
kou da ucastnikim pfilezitost nahlédnout do
jejich filmové kuchyné a dozvédét se o specific-
kych vytvarnych rukodélnych technikach, které
pouzivaji. Rizné techniky leptani filmu a pred-
staveni specifickych vlastnosti a moznosti Pra-

Barbara skvély scénaf. Pi seminafi, ktery bude kombina- ¢ mitacky. Co nového pro animaci pfindsi moz-

Slade ci pfednasky a praktickych cviceni (skupinovych  fypy nost uziti Siroké Skaly nejrGznéjsich materiald k
a individualnich), ziskaji Gcastnici solidni znalost pfimému Zivému promitani (obinadla, izolepy,
scénaristického femesla psani a nauci se nékteré igelitapod.)?
%?Jgtf.esnl triky”, které budou vyuzivat po cely This workshop led by Frantisek Tymal and Jan

Kulka will offer its participants a chance to take

BarbaraSladewillpresentadevelopmentandwri- alook behind the scenes of their films and learn
ting workshop designed especially for this year’s something about the specific artistic techniques
festival. In this fun, yet intensive three-day cour- Jan of hand animation they use. There will be a fo-
se, participants will learn how to develop their .- cus on various techniques of etching and also
projects, create amazing characters and, most on introduction of the specific characteristics
important of all, learn what makes a great script. and possibilities of the Prejection Apparatus.
Through a combination of a lecture, and group What novelties does usage of various materials
and individual exercises, participants will gain a (a roll of bandage, adhesive tape, PVC etc.) for
solid knowledge of the craft of writing and learn live screening bring to animation?
some ,tricks of the trade” that will last a lifetime.

Workshop Workshop

2.-4.5./ May 2-4 5.5./May5




Milos Tomi¢:
Mockuanimace / Mockuanimation

Milo$
Tomic

Workshop
3.-5.5./May3-5

Dilna stop triku — jedine¢na prilezitost ovlad-
nout femeslo, se kterym si vystacite az do kon-
ce zivota. Za normdlnich okolnosti extrémné
pomala technika, bude podana s lehkosti a pro
kazdého srozumitelné. Jak vyzrat na ,magickou”
chybu, kterd se lidem jevi jako stop trik? To se
dozvite hned prvni den. A pak, uz jako zkuseni
profesionalové, postavite sam stop trik na hlavu
a ,iluzi pohybu” vytvofite jinymi, jesté zahadnéj-
$imi prostiedky!

Stop-trick workshop — a unique opportunity to
master a trade that will suffice for a lifetime. This,
under normal circumstances extremely slow
technique, will be presented in an easy and com-
prehensible manner. How to take advantage of
the “magical” illusion that people see as a stop
trick? You will learn that on the very first day.
And then, like experienced professionals, you
will turn the stop trick upside down and create
the “illusion of movement” with different and
even more mysterious methods!

Jakub Pinkava & Adam Martinec:

360° - 101

Jakub
Pinkava

Adam
Martinec

Workshop:
4.5./May 4

V rédmci jednodenniho workshopu budete
zasvéceni do tajd pfipravy, nataceni, stiihu
a vyuziti 360° sférickych videi. Dopoledni ¢ast
workshopu bude zaméfrena na vyvoj ndmétu
a scénare, ktery je pro tento typ nataceni vhod-
ny, zejména s ohledem na omezeni, kterd tato
technologie pfinasi. Poté si kazdy z ucastnikl
zkusi natocit vlastni koncept a odpoledne sva
kratka videa spoji do sférického videa, které
sestiihaji a promitnou na monitorech i za vyuziti
VR technologii, a tvirci své projekty okomentuiji.

In this one-day workshop, you will learn the se-
crets of preparing, shooting, editing and using
360° spherical videos. The morning part of the
workshop will focus on creating a storyboard
and a script suitable for this type of film with
regards to the limitations of this technology.
Every participant will then have a chance to
shoot their own concepts and merge them
into a spherical video in the afternoon. The vi-
deos will be edited and screened on a special
screen using VR technology and the author will
comment.



CEZ SKOLA ANIMACE

CEZ SCHOOL OF ANIMATION

CEZ SKOLA ANIMACE, organizovand sdruzenim
OSPAF, seznamuje déti zdbavnou formou s pro-
cesem tvorby animovanych filma, které se letos
ponesou v duchu tvorby energie, at uz zelené,
jaderné nebo jakékoli jiné. Déti si tak pod vede-
nim lektor( samy vyrobi vlastni animovany film,
na némz se podileji od napadu pres pfipravu
scénare az po samotnou animaci. Pfi praci na
filmu vyuzivaji fadu vytvarnych technik, které
zahrnuji animaci ploskovou, kreslenou, anima-
ci piskem, pixilaci i ndro¢néjsi animaci loutky.
Animované filmy vytvorené v CEZ SKOLE ANI-
MACE budou vyhodnoceny odbornou porotou,
kterd vybere trojici nejlepsich. Ty budou pre-
zentovany, slavnostné vyhlaseny a ocenény na
oficidlnim zakonceni Mezinarodniho festivalu
animovanych filmd ANIFILM v sobotu 6. kvétna
v Treboni. Tvirce nejlepsiho animovaného fil-
mu se mUze tésit na poukaz vénovany spolec-
nosti CEZ na zap(j¢eni elektromobilu pro celou
rodinu na vikend a dalsi krasné ceny, které spo-
le¢nost ocenénym tvlrclim vénuje.

CEZ SCHOOL OF ANIMATION organized by
OSPAF uses an entertaining form to introduce
the process of animated film production to chil-
dren. This year, the films will reflect energy pro-
duction, be it green renewable energy, nuclear
energy or any other kind of energy. Under the
supervision of lecturers, children will go throu-
gh the entire process and make their very own
animated films from script to the final anima-
tion. They will use various artistic techniques
such as cutout animation, drawing, sand
animation, pixilation and possibly also the
demanding technique of puppet animation.
The films made in the CEZ SCHOOL OF ANIMATI-
ON will be evaluated by a jury which will select
three of the best. They will be presented and
awarded at the closing ceremony of the ANI-
FILM International Festival of Animated Films on
Saturday 6th May in Tiebon. The author of the
best film can look forward to a prize donated by
CEZ - an electric car for the weekend and other
prizes by the company.

CEZ SKOLA ANIMACE bude probihat v Treboni v 1. patfe KCC Roha¢ od 2. do 6. kvétna vzdy od 9:30 do 16:30 hod

Zuzana
Bukovinska

avnedéli 7. kvétna od 9.30 - 13.00 hod. CEZ SCHOOL OF ANIMATION will be taking place every day from 2nd to 6th May
between 9:30 and 16:30 and on Sunday, May 7 from 9.30 to 13.00 in the Rohac Culture Centre.




Setkani s tvurci /

Prijdte do Zamecké kavéarny na odpoledni kavu
s autory soutéznich filmd. BEhem moderované-
ho setkani se dozvite mnoho o jejich filmech a
budete mit prostor i na vlastni otazky. Bonusem
je kdva zdarma. Moderuji dramaturgové festiva-
lu a filmova teoreticka Eliska Décka (FAMU).

Come and take a coffee for free with film-
makers, who have their films in our competition.
These moderated meetings give you a chance
to meet the authors personally and to find many
details about their work. Moderated by festival
dramaturges and film theoretician Eliska Décka
(FAMU).

Kdy:3.5.,14.00//4.5.,14.00 //
5.5.,14.00//6.5.,13:30

Kde: Zamecka kavdrna

Jazyk: anglicky

When:3.5.,14.00//4.5.,14.00 //
5.5.,14.00//6.5.,13:30

Where: Castle Café

Language: English



ENTRIES

Anifilm



(&) CESKE HRY o.s.

www.ceske-hry.org

Popularizace ¢eské herni
tvorby u nas i v zahraniti

www.gameday.cz
www.ceskahraroku.cz
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CREATIVE EUROPE |
MEDIA suB-PROGRAMME

Support for European films and the audiovisual industry

PRODUCERS’ SUPPORT TRAINING

— Development of film and television — Continuous training for audiovisual
projects and projects for digital platforms professionals

— Development of video games

- . ONLINE DISTRIBUTION
— Television coproductions

— Video on Demand
DISTRIBUTION

— Distribution of European films
— Sales agents support

EXHIBITION
— Networking of cinemas / Europa Cinemas

FILM EDUCATION

PROMOTION / FESTIVALS ) . =3
. — Cooperation of film education initiatives
— European coproduction markets
and pitching forums COPRODUCTION FUNDS
— Audiovisual festivals — International coproduction funds
www.kreativnievropa.cz P Creative

- % Europe

Www.ec.europa.eu/creative-europe

Hungry Bear Tales — development supported by Creative Europe MEDIA in 2016
(production company Bionaut)

-,

v
5



DESIGNUJEME A REALIZUJEME EXPOZICE,
KTERE VYPRAVEJI PRIBEHY

 komplexni pfistup k Feseni expozic

« priprava studie, véetn& scénografie prostoru

« zpracovani projektové dokumentace

« tvorba obsahi expozic

& . =3 | - -.
R X expo’| : R
i ﬂ! L o

www.expo2l.cz www.avmedia.cz
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S EGRA
NIMATIO

g

THE LEADING PITCHIN
FOR ANIMATED FILM
IN CENTRAL & EASTERN EU RO

VISEGRAD ANIMATION FORUM
Market access platform for animated film in
Central and Eastern Europe.

VAF Trebon

Lectoring and pitching of animated projects in
development (short films and TV series / TV
specials). Networking platform for professionals
not only from CEE.

VAF New Talents
Promotion promising talented young animation
artists from CEE.

VAF Red Bricks

Think-tank revamping animated industry in CEE.
Producers’ network to enable and strengthen the
cooperation across the region.

MAY 2 - 4 2017
TREBON, CZECH REPUBLIC

www.visegradanimation.com

-« “BORKA AND THE MAGIC DRESS" by Beata Gurmai, producer: Beata Gurmai, Marton Ecsedy (VAF 2016 special mention)



ANImation ONline Theatre

NEW: COMPLETED FILM SETS

Portal for animated films

Watch animation online, without ads or fees! Aniont
is an internet portal — a videotheque offering selected student
and authorial animated shorts including music videos
and boundary forms of animation. An important element
of this animate channel is a curator oversight provided by
experienced dramaturges.

www.aniont.com
Powered by Anifilm



Anifi|m

Business Bistro
4.-5. kvétna 2017 v Treboni / 4" to 51" May 2017 in Trebon

Business Bistro je dvoudenni program pro profesiondly a studenty, ktery vytvafi prostor pro setkdni zastupcl ¢eskych i zahrani¢nich animacnich
a VFX studif, hernich vyvojard a tvirc VR, se studenty a absolventy skol z filmovych, vytvarnych i technickych obort.

Primérnim cilem Business Bistra je propojeni profesiondld se studenty a absolventy skol hledajici dalsi uplatnéni v kreativnim a kulturnim prdmyslu
v CR. Obecné pak vytvoreni prostiedi pro sdileni ndpadd a diskuzi nad novymi projekty, technologiemi a moznostmi spoluprace a koprodukcem.

Business Bistro is a two-day programme for professionals and students and a platform mediating meetings between the representatives of Czech
and foreign animation and VFX studios, game developers and VR designers with students and graduates from film, art and technical schools.

The primary aim of the Business Bistro is to connect professionals with students and graduates searching for work in creative and cultural industries
in the Czech Republic. In general, Bistro Bistro aims to be an idea-sharing platform mediating discussions on new projects, technologies, collabora-
tions and co-production.



6 Amanita Design

www.amanita-design.net

Amanita Design je nezavislé vyvojaiské studio
se sidlem v Praze. Zabyva se vyvojem 2D adven-
tur a puzzle her jako je Machinarium, Botanicula
nebo série Samorost. Momentalné je v pfipravé
veseld hra Chuchel a dalsi, zatim neozndmené
projekty.

Amanita Design

Amanita Design is Czech (Prague) based award-
-winning independent studio best known for
puzzle adventure games Machinarium, Bota-
nicula and Samorost series. Studio is currently
working on humor-filled game Chuchel and
other yet unannounced projects.



Anomalia: Pripadové studie projektu kratkych filmo
a her jakou soucast profesniho vzdélavani
Anomalia: Case studies of short film and game
projects in professional education

Idylické ¢eské mésto Litomysl bude hostit uz de-
saty roc¢nik Spickového vzdélavaciho programu
Anomalia, ur¢eného tvircim moderniho animo-
vaného filmu. Nabizi jedine¢nou nabidku témat
a stale rostouci seznam zvu¢nych jmen mezina-
rodnich instruktord ze studii Pixar, Valve, Drea-
mworks, Blue Sky, Aardman a dalSich.

Vétsina klasickych skol nabizi kazdy rok stejné
kurzy, ale Anomalia se jiz rozsifila na dalsi velkou
véc: moderni vypravéni piibéht a animovéni ve
virtualni realité (VR)! Letos v |été se v péti rliznych
kurzech a inkubdtorech ujmou $pickovi vetera-
ni ze studia PIXAR supervize vyvoje filmovych
pfibéhd a designu postay, jini budou rezirovat
animovani kratkych filmd ve VR a nakonec nauci
Ucastniky, jak pridat produkéni a estetickou kvali-
tu do jiz hotovych animaci. Dostupné, intenzivni
a Uzasné! Jen pozor: neni vhodné pro Uplné za-
catecniky!

Organizatorem je 3Bohemians, produk¢ni spo-
le¢nost zamérend na vyvoj a vyrobu animova-
nych reklam, kratkych filmq, serialG a celovecer-
nich film{ pro tradi¢ni a nova média.

Tucked in the idyllic Czech town of Litomysl
is Anomalia, an animation training program
that continues to gain global momentum with
its unique course offerings and growing list of
impressive international instructors from Pixar,
Valve, Dreamworks, Blue Sky, Aardman, etc.
Whereas most classical schools offer all the
same courses and approaches, Anomalia has
already expanded onto the next big thing: mo-
dern storytelling and animating in VR!

This summer 5 exciting courses and labs brin-
ging top veterans from Pixar to lead and super-
vise development of projects from story and
visual art development to animating short films
and concluding with skills how to add produc-
tion quality to final animations (Story and Con-
cept Art Labs, Animating in VR, Attitude & Style
(2D/3D), Details & Quality).

Cheap, fast, and awesome! Just be warned: this
is not a school for beginners!

Organized by 3Bohemians, a production com-
pany focused on development and production
of animated commercials, shorts, serials and fe-
ature films for traditional and new media.

SNOMAL A

PROFESSIONAL TRAINING & NETWORK IN 3D ANIMATION

www.anomalia.eu
www.3bohemians.eu
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=y AV MEDIA - Moderni technologie se stavaiji
=== komunikece obrazem nezbytnou soucasti naseho kazdodenniho zivota
AV MEDIA - Modern technologies are becoming an

inseparable part of our everyday life

www.avmedia.cz

Moderni technologie stale vice pronikaji z byz- Modern technologies are continuously sprea-
nys sféry do soukromého a kulturniho zivota, ding from the business sphere into our priva-
kde pomahaji mimo jiné vytvaret inspirativni te lives and culture, where they, among other
studijni prostiedi, atraktivni muzejni expozice  things, help to create inspirational educational
a zadbavnou formou ukazuji astronomii a pfi- environments, attractive museum exhibiti-
rodni védni obory v prostfedi science center a ons and funducational astronomy and natural
planetarii. Zaroven tak rozviji zajem studentd sciences presentations in science centres and
o pfirodni a technické obory. Pozornost a za- planetariums. They help to attract students to
pojeni studentl stoupd, pokud si mohou néco natural sciences and technical professions. AV
vyzkouset. AV MEDIA navrhuje a realizuje po- MEDIA uses modern audio-visual solutions to
moci modernich audiovizudlnich feseni studijni  design and implement modern educational
prostfedi a moderni expozice, které pomdhaji environments and expositions that help to de-
rozvijet kreativitu a dovednosti student(, které velop the students’ creativity and skills, which
si ptindsi do dalsi praxe. Studenti se tak seznami they can later use in their professional lives. The
s 3D technologiemi, technologii virtudini reali- students will have a chance to familiarise them-
ty nebo imerzivnim 3D prostiedim. AV MEDIA selves with 3D and VR technologies and an im-
navrhuje a realizuje panoramatické projekce, mersive 3D environment. AV MEDIA designs
sférické projekce, feSeni pro postprodukéni panoramic and spherical projections, solutions
fetézce, specialni panoprojekce, imerzivni pro- for post-production, special panoprojections,
story, planetaria, v¢etné malych polosférickych immersive environments, planetariums, small
projekci pro laboratore ¢i vystavy, virtudlni la- half-spherical projections for laboratories and
boratofe (augmented reality) a dalsi. exhibitions, virtual laboratories (augmented re-
ality) and much more.




BareBear Animation Studio

»divoce kreativni”

BareBear Animation Studio

~ferociously creative”

BareBear Animation Studio — medvédi smecka
hladova po vsech formach digitalni animace a
obrazové postprodukce. Své zkusenosti lovime
v divokych komer¢nich pefejich i nekomercnich
tlnich, ve kterych médme i bohatou serialovou
zkusenost jak pro déti, tak pro dospélé. Ke kaz-
dému projektu pfistupujeme stejné starostlivé,
jako medvédice k mladéti a veskerou péci vé-
nujeme i celému procesu. Od ndmétu ke scéna-
fam pres animatik k animaci az po obrazovou
a zvukovou postprodukci. Presto se zuby drapy
nebranime ani zajimavym kooperacim.

Jedno staré ceské prislovi fika, ,kdo se boji,
nesmi do lesa.” S ndmi se bat nemusite, divoké
audiovizuadlni lesy jsou nd$ domov. Jsme prece
BareBear Animation Studio.

The BareBear Animation Studio - a bear sleuth
hungry for all forms of digital animation and
video post-production. We hunt for experience
in the wild commercial rapids as well as non-
-commercial pools having an extensive experi-
ence in both, including series for children and
adults. We treat each project just as carefully as
a mother bear treats her cub. We also take the
utmost care of the whole process, from the sce-
nario topics, through the animatic to animation,
and to video and audio postproduction. Yet we
do not mind sinking our teeth into some juicy
cooperation.

An old Czech proverb goes: “Those who are
afraid, should stay away from the forest.” With
us, though, you need not be afraid as the wild
audiovisual forests are our home. After all, we
are the BareBear Animation Studio.

bare Beat

animation Studio

www.barebearstudio.com
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Bohemia

Interactive

www.bistudio.com

Bohemia Interactive

Spickové poéitaiové hry — Made in Czech Republic!

Bohemia Interactive

State-of-the-art videogames - Made in Czech Republic!

Vitejte v Bohemia Interactive! Jsme nezavislé
vyvojarské studio, které v Ceské Republice tvofi
$pickové pocitacové, konzolové a mobilni hry
pro hrace na celém svété. Za 18 let jsme si udé-
lali dobré jméno hlavné diky posouvani moz-
nosti herni simulace a vytvareni velkych, ote-
vienych hernich svétd. Mdme na triku nékolik
popularnich hernich sérii, jako naptiklad Arma
nebo Take On, a jsme také tvdrci populdrni stan-
dalone verze survival hry DayZ.

Na Anifilm jsme si letos pfivezli UpIné novy pro-
jekt: Ylands, veselou a barevnou sandboxovou
hru s low-poly grafikou, kterou si uziji déti stej-
né jako dospéli, a hard-core hraci stejné jako ob-
casni parani! Pfijdte se podivat na komentované
hrani vyvojatt Ylands nebo si rovnou hru zahrat
na nas stanek na Anifilmu!

Welcome to Bohemia Interactive! We are an
independent game development studio that
focuses on creating original, state-of-the-art
video games. Based in the Czech Republic, we'-
ve been pushing the aspects of simulation and
freedom in our games for the past 18 years, and
built up a diverse portfolio of gaming brands,
which includes popular Arma® and Take On®
series, DayZ®, and various other kinds of propri-
etary software and technologies.

At this year’s Anifilm, we're showcasing our new
project: Ylands, a cheerful, colorful sandbox
game with low-poly visual style. The “thing”
about it is that it's meant to be fun for players
of all kinds and ages: young and old, hard-core
and casual, everyone can have fun with Ylands!
Come talk to our developers during their co-
mmented let’s plays at Anifilm, or try the game
yourself at our booth!



Brainz VR

We are a VR agency, producing premium

interactive experiences

Poskytujeme komplexni sluzby VR s vyuzitim
novych technologii a snazime se svym klientdm
nabizet jedine¢né zazitky ve virtudlni realité.
Cely proces radi zajistime od prvotniho koncep-
tu az po samotnou realizaci. Chceme ukazat, jak
vzrusujici svét virtudlni realita nabizi a jak skvélé
véci se v ném daji vytvorit. Jsme soucasti digi-
talni agentury BRAINZ. Digitalni kreativni agen-
tura BRAINZ funguje na ¢eském a zahrani¢nim
trhu vice jak 10 let. Se svymi 30 zaméstnanci se
fadi mezi stfedné velké agentury, stéle si ale za-
chovava ducha a néboj progresivniho kreativ-
niho hi-tech studia. Pomdaha brandim malych
i korporatnich spolec¢nosti v budovani silnych
pozic v online svété. Vyhybame se kompliko-
vanym fesenim, u svych napadd mame radi
pfimocarost a dimyslnost. Bavi nas vymyslet
dosud nevymyslené, inspiruje nds uméni, mo-
tivuje nds zvédavost. Najdete nds v Praze na
Vinohradech.

We provide complex VR services through new
media, delivering unique VR experiences from
the initial idea to final execution. We introduce
to our clients the possibilities of the exciting VR
realm and show them the potential that virtual
reality bears for the future. We are based in Pra-
gue and are part of the digital agency BRAINZ.
BRAINZ is a creative digital agency with focus
on online marketing, digital strategies, and new
media. We help brands, from small businesses
to large enterprises, build a strong online and
social media presence. Our team comprises of
highly skilled people, each one an expert in
his or her individual professional field, encom-
passing a wide scope of the up-to-date profici-
ency levels from the technological to the crea-
tive. We don’t complicate. We prefer choosing
simple yet sophisticated solutions. We've been
in the business for over 10 years, inspired by life,
influenced by art, motivated by curiosity and
fame. You can find us in Prague, Czech Republic.

hranz’

www.brainz.cz

JEDNOU TAM
SKONCIME
VSICHNI
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Www.circusatos.com

Circus Atos je malé nezavislé herni studio z Prahy.
S nadsenim vytvaiime originalni a napadité her-
ni zazitky. Pravé vydavame ,hidden object” hru
Under Leaves a paralelné pracujeme na nasem
nejvétsim projektu - didaktické hie Hravouka.

Circus Atos

Circus Atos is a small independent game studio
from Prague with a passion for creating origi-
nal and inventive game experiences. We are
currently publishing a “hidden object” game
called Under Leaves and concurrently working
on our biggest project yet — a didactic game
called Hravouka.



Ceské vysoké uéeni technické:
Katedra pocitacové grafiky a interakce

Czech Technical University:

Department of Computer Graphics and Interaction

Katedra pocitacové grafiky a interakace je sou-
¢asti Elektrotechnické fakulty na CVUT v Praze.
Dlouhodobé se na katedie zabyvame vyukou
a vyzkumem v oblasti pocitacové grafiky a uzi-
vatelskych rozhrani. Absolvent nasich obor( je
schopen samostatného i tymového vyvoje po-
¢itacovych her. Bude vybaven potfebnymi zna-
lostmi z oblasti programovani grafiky, umélé
inteligence, vytvéreni 2D i 3D grafického obsa-
hu a implementace uZivatelskych rozhrani. Ma-
gistersti absolventi dale ziskaji hluboké znalosti
z oblasti programovani a efektivniho vyuzivani
pocitacové grafiky a pfibuznych obord. Nalez-
nou uplatnéni v Siroké skale oblasti - filmovy,
herni a reklamni prdmysl (animace, 2D a 3D mo-
delovani a zobrazovani), vizualizace (visual data
mining, vizualizace informaci, vizualizace simu-
la¢nich procesd, apod.), virtudlni realita (tvorba
virtudlnich prostredi pro technické, medicinské
a jiné aplikace) a v fadé dalsich aplikac¢nich ob-
lasti zahrnujicich mimo jiné i efektivni pouziva-
ni GPU pro zpracovani vizuélnich informaci.

The Department of Computer Graphics and In-
teraction is a part of the Faculty of Electrical En-
gineering of the Czech Technical University in
Prague. The department’s long-term objectives
are teaching and research of computer graphics
and user interfaces.

Our graduates are capable of developing com-
puter games by themselves or as a part of a
team and they have the skills necessary for
programming graphics, artificial intelligence,
2D and 3D graphic designs and user interface
implementation. Graduates of our master’s pro-
gramme have considerable knowledge of pro-
gramming and efficient usage of computer gra-
phics and related fields. Their skills will enable
them to find jobs in various fields - film, gaming
and commercial industries (animation, 2D and
3D modelling and projection), visualisations
(visual data mining, information visualisation,
simulation process visualisation etc.), virtual re-
ality (creating VR for various technical, medical
and other applications) and a number of other
fields using, among other things, efficient GPUs
for processing visual information.
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CFEECH YR FEST

www.czechvrfest.com

V prazskych HoleSovicich probéhne 24. az 25.
kvétna 2017 nejvétsi evropsky festival s konfe-
renci pro virtudlni a rozsifenou realitu! Vystoupi
zde celosvétovi odbornici z rdznych odvétvi —
od kinematografie po astrofyziku — aby zde pre-
zentovali utilizaci nevyhnutelné revoluce.
Laickd vefejnost se muize tésit na vystavu, kde
dostane jedine¢nou pfilezitost si vyzkouset po-
mucky, jaké zname zatim jen ze sci-fi film{. Od-
bornikdim nabidne festival uzitecné prezentace,
workshopy a networking.

Czech VR Fest

On 24th and 25th May 2017, Prague HoleSovice
will host the biggest European festival with a
conference for virtual and augmented reality!
The speakers will include international experts
from various fields — from cinema to astrophys-
ics — who will outline the utilisation of the inevi-
table revolution.

The general public can look forward to an exhi-
bition where everyone will have an opportunity
to test gadgets we know only from sci-fi films.
For the professionals, the festival has prepared
useful presentations, workshops and networ-
king.



DIVR Labs

DIVR je ceské herni ,VR Only” studio, které vy-
viji hry priméarné pro HTC VIVE a Oculus Rifta v
budoucnu doufejme i pro PSVR. Pilotni projekt
Blue Effect, byl kritikou velmi kladné hodnoce-
ny a ziskal si respekt ve svété VR. Momentalné
vyvijime nasi daldi hru, kterd, doufejme, bude
konkurovat nejvétsim VR titul(.

DIVR is a Czech “VR Only” game studio which
develops games primarily for HTC VIVE and
Oculus Rift and, let’s hope, in the future also for
PSVR. The studio’s pilot project Blue Effect was
praised by critics and earned the respect of the
VR world. At the moment, we are working on
our next project with which we want to compe-
te with the biggest VR titles.

DIVR

www.divrlabs.com
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VR Atelier Etnetera Group
Propoijte svuj byznys s virtualni realitou

Link your business to virtual reality

www.etneteragroup.cz

Mozna vam to tak jesté nepfipada, ale virtualni
realita jiz pronikd do nasich zivot( véetné nasi
prace. Vse nasvédcuje tomu, Ze pijde o stejnou
revoluci jako v pfipadé vynalezu telefonu nebo
internetu.

Snazime se byt napred, vidét takzvané za roh,
vyuzivat prilezitosti a chapat rizika, které vir-
tualni realita pfinadsi. DllezZitou soucasti nasi
prace je porozuméni trendim digitalni trans-
formace svéta, jako je pravé VR. Pomdhame
vam se v ni orientovat, adaptovat a tézit z ni
maximum. Jsme vasim prdvodcem v této pre-
kotné se ménici dobé exponencialniho tech-
nologického pokroku. To je nasim poslanim,
poslanim Etnetera Group.

Predstavte si, jak by virtudlni realita mohla
pomoci vasemu podnikani. Pfedstavime vam
nékolik prototypl a projektd, abychom pro-
hloubili vasi fantazii. Propojime vase predsta-
vy s vasimi moznostmi v podnikani s virtualni
a rozsitenou realitou. Ukdzeme vam cestu ke
spolehlivému prototypovani a ovérovani vasich
napadd.

Although it might not look like it yet, virtual re-
ality is going to enter our work and lives soon.
And promises to cause no smaller revolution
than the invention of the telephone or the in-
ternet.

An important part of our work is to understand
global trends of digital transformations such as
this one. To peek around the corner, perceive
imminent opportunities and threats. This way
we can guide our clients in such fast changing
times of exponential technological progress,
help them find their course, and eventually
adapt and prosper in it. That's the mission of
Etnetera Group.

Imagine how VR could enhance your business.
We will introduce several prototypes to boost
your fantasy and creativity, connect your ima-
gination to the world of VR and show you the
way to provide immersive experiences to your
customers. That way you can easily prototype
and validate your ideas.



Filmova a televizni fakulta akademie mozickych uméni v Praze
Animace FAMU = profesionalita, kreativita, radost

Film and TV School of the Academy of Performing Arts in Prague
Animation at FAMU = professionalism, creativity, joy

Katedra animace byla na FAMU zalozena pred
27 lety. Nasi absolventi se Uspésné vénuiji filmo-
vé tvorbé, filmy nasich studentli dlouhodobé
ziskdvaji vyznamnd ocenéni na mezinarodnich
festivalech. Tym pedagog( katedry tvoii uzna-
vané osobnosti v oboru, ktefi jsou sami aktiv-
nimi filmovymi tvlrci. Studenty pfipravujeme
po umélecké i femesiné strance. Béhem studia
vytvéreji samostatna cviceni a filmy, ve kterych
si vyzkousi rizné zanry i techniky animace, na
svych filmech spolupracuji se studenty ostat-
nich kateder FAMU. Podporujeme individudlni
pfistup, rozmanitost styll, technik i mysleni.
Za zéklad povazujeme sdélny scénar, filmovou
fe¢, komunikujici s divakem, propracovanou
animacni i vytvarnou stranku filmu. Nasim za-
mérem je vychovdavat samostatné tvlrce, rezi-
séry s vyraznym autorskym citénim. A hlavné
v nich chceme povzbuzovat radost z moznosti
svobodné tvorby, zapalit je pro animaci tak, aby
se jim stala vasni a Zivotni nezbytnosti.

The Department of Animation of the Film and
TV School of the Academy of Performing Arts
in Prague was founded 27 years ago. Our gra-
duates become successful filmmakers and their
films regularly win prestigious awards at inter-
national festivals. Our lecturers are recruited
from the ranks of renowned authors who are
active filmmakers themselves. Our students
go through a thorough preparation in arts and
crafts. During their studies, they make their
own films, explore various genres and anima-
tion techniques and collaborate with students
from other departments. We support individu-
al approach and diversity of styles, techniques
and attitudes. As the cornerstones of a good
film, we promote a telling script, film language,
communication with the viewer and elaborate
animation and artistic style. Our intention is to
raise self-reliant filmmakers and directors with
a distinctive authorial approach. But first and
foremost, we aim to stimulate their joy of au-
tonomous work and enthusiasm for animation
so that it becomes their lifelong passion and
necessity.

FILM AND TV SCHOOL OF THE ACADEMY OF PERFORMING ARTS IN PRAGUE

www.famu.cz
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ateliér
ansmované

a intaeraktivni
tverby

www. ait.fdu.zcu.cz

Fakulta designu a uméni Ladislava Sutnara

Mlady plzensky ateliér, jehoz znélky doprovazeiji letosni Anifilm
Ladislav Sutnar Faculty of Design and Art

Fresh studio in Pilsen, whose jingles accompany

Ateliér animované a interaktivni tvorby na fa-
kulté designu a uméni Ladislava Sutnara Za-
padoceské fakulty v Plzni vedeny Jifim Bartou.
Asistentem ateliéru je Vojtéch Domlatil. Stu-
denti maji velkou volnost techniky, vytvarné-
ho stylu i celkového zaméreni — béhem studia
si mohou vyzkouset Sirokou $kdlu moznosti,
nebo se naopak postupné specializovat. Dliraz
klademe na srozumitelny scéndf, vizual, dob-
ry stfih a rytmus. Mdme vynikajici zdzemi pro
loutkovou animaci. Studenti specializujici se
na 3D mohou pro své projekty vyuzit vzacnou
technologii motion capture, kterou nase skola
disponuje. Herni nadsenci se krom kratkych in-
teraktivnich forem mohou vénovat tvorbé her
v podstaté celé studium - kazdy zimni semestr
spolupracujeme s Matfyz v Praze a kazdy letni
semestr tvofime hry s programatory z vedlejsi
fakulty aplikovanych véd. Nas mlady ateliér uz
zacina sbirat Uspéchy na doméci i mezinarodni
scéné a hrdé se tak zafadil k tradi¢nim ¢eskym
katedram animace.

this year’s Anifilm

Studio of Animation and Interactive Art - Ladi-
slav Sutnar Faculty of Design and Art — Univer-
sity of West Bohemia in Pilsen lead by professor
Jifi Barta and assistant Vojtéch Domlatil. During
the study students can try a wide range of op-
tions or step by step specialize themselves. Em-
phasis is placed on the intelligible screenplay,
visuality, editing and good rhythm. We have
an excellent background for the puppet ani-
mation. Students specialized in 3D can use rare
technology motion capture, which our school
has available. Besides short interactive forms,
gaming enthusiasts can focus on games basi-
cally the whole time — every winter semester
we cooperate with Faculty of Mathematics and
Physics in Prague, and each summer semest-
er we create games with programmers from
our Faculty of Applied Sciences in Pilsen. Our
young studio already started to collect succe-
sses on the national and international stage and
proudly ranked as traditional Czech animation
department.



Hyperbolic Magnetism

Hyperbolic Magnetism je malé nezavislé herné
studio zalozené Janom llavskym a Vladimirom
Hrin¢drom pésobiace v Prahe. Ich prvéa velka
hra, Lums, ktord vysla v roku 2013 na platfor-
mu iOS a ukdzala zameranie studia na unikatny
sposob hrania a skvely, ale pritom jednoduchy
vizualny 3tyl, vyhrala ocenenie Ceska hra roku
2013. Hyperbolic Magnetism dosiahol este vacsi
uspech s hrou Chameleon Run, ktoraziskala oce-
nenie Apple Design Award v roku 2016. Studio
momentalne pracuje na rytmickej VR hre Beat
Saber.

Hyperbolic Magnetism is a small indie game
studio founded by Jan llavsky and Vladimir
Hrincar based in Prague. Their first big release,
Lums, which was launched in 2013 on iOS plat-
form and it showed studio’s focus on unique
gameplay and great yet simple visual style won
Ceska hra roku 2013 award. Hyperbolic Mag-
netism made even greater success with Cha-
meleon Run which won Apple Design Award in
2016. Studio is currently working on Beat Saber,
which is a soon-to-be-released rhythm slashing
VR game.

r™M

HYPERBOLIC MAGNETISN

www.hyperbolicmagnetism.com
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(_?KLUCIvespolek

www.klucivespolek.com

garqovles tales
UNESCO

KLUClvespolek, s. r. 0. je nezévislé animacni stu-
dio, které vzniklo v roce 2002. Mezi zakladatele
studia, patfi i jeho soucasni vlastnici Jan Svarc,
Jakub Obraz a Jifi Novak.

Za dobu existence studia zde vznikly desitky rdiz-
norodych projektd se zamérenim na animaci.

Z animacnich technik ovladaji klasickou kresle-
nou, modelinu, 3D i jejich vzajemné kombinace,
a to i s hranou akci. Jejich specializaci je 2D digi-
talni ploska.

K nejvétsim uspéchlm studia patii spoluprace
na celovecernim animovaném filmu Alois Nebel,
ktery v roce 2011 ziskal ocenéni Cesky lev za Nej-
lepsi vytvarné feseni, hudbu a zvuk a nasledné
i Evropskou filmovou cenu v kategorii Nejlepsi
animovany film roku 2012. Dalsim velkym a dnes
jiz dlouholetym Uspéchem je série animovanych
filma o historii ¢eskych mést — Kutna Hora, Hodo-
nin, Jindfichlv Hradec, Litomysl a Benesov.
Spole¢nost disponuje kompletnim technologic-
kym zazemim pro tvorbu animovanych projektd,
vcetné vlastniho ateliéru a zvukového studia.

KLUCIvespolek
Animace vzdy a vsude
Animation all ways

KLUCIvespolek, Ltd. it is an independent ani-
mation studio, which was founded in 2002. The
founders and current owners are Jan Svarc, Ja-
kub Obraz and Jifi Novak.

Since its founding the studio has produced do-
zens of various projects focusing on animation.
They use animation techniques such as classi-
cal drawing, clay modeling, 3D and a variety of
combinations with life actors. Their speciality is
2D digital cut out.

One of their greatest achievement includes co-
operation on the feature animated film Alois
Nebel which won the Czech Lion for Best Art
Direction, music and sound in 2011, and subse-
quently the European Film Award in the catego-
ry of Best Animated Feature Film of 2012. Ano-
ther great and now long-term success is a serie
of animated films about the history of Czech ci-
ties — Kutnd Hora, Hodonin, Jindfichuv Hradec,
Litomysl and Benesov.

Studio owns the technological background for
creating animated projects including equipped
animation atelier and sound studio.



Lipa Learning

Rovnovaha mezi digitalnim a fyzickym svétem:
Vzdélavani déti revolucnim zpusobem

Balance between digital and physical world:
Revolution in children’s education

Lipa Learning zméni vas pohled na vyvojare
détskych aplikaci. Pred dvéma lety jsme zalozili
vlastni matefskou 3kolku, kde détem umoziiu-
jeme rozvijet praktické dovednosti pomoci
rozmanitych aktivit, fyzickych i digitalnich.
Rodi¢im s détmi nabizime v ramci zastiesujici
aplikace Lipa Adventure tvofivé napady, hry, ex-
perimenty, cviceni, Sikovné tipy a triky pro déti
i rodice nebo pohéadky, vie propojené jednim
tématem dany mésic. Veskery edukativni obsah
Lipa zaklada na triletém vyzkumu, ktery jsme
pretavili v unikatni systém 8 klicovych oblasti
rozvoje déti v predskolnim véku. A jako svétové
smyslejici spolecnost lokalizujeme nase pro-
dukty do 14 svétovych jazykd a dalsi pribyvaji,
abychom mohli na viechny rodiny na celém
svété mluvit jejich rodnou feci.

Pozorné sledujeme nejnovéjsi vychovné-vzdé-
lavaci trendy a jsme odhodléni tuto oblast za-
sadné proménit. Svét je neustale v pohybu a my
chceme byt vzdy o krok napied. Nasi nejvétsi
odménou je spokojenost déti i jejich rodic.

Lipa Learning will change your view on the de-
velopers of applications for children. Two years
ago, we have started our own kindergarten
where we support the development of practical
skills by means of various activities, both phy-
sical and digital. Our umbrella application Lipa
Adventure offers the parents and kids creative
ideas, games, experiments, exercises, useful
tips and tricks and fairy tales - all interconnec-
ted by a given theme different each month. Lipa
bases its educational content on a three-year-
-research transformed into a unique system of 8
key areas of pre-school children development.
As a global company, we localize our products
into 14 languages — more languages will come
in the future, our aim is to address families in the
whole world in their native languages.

We closely watch the latest funducational
trends and we are determined to significantly
transform this field. The world is changing con-
stantly and we want to be one step ahead. Our
biggest reward is the satisfaction of the chil-
dren and their parents.

Epa

www.lipalearning.com
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@) UNIVERSITY OF OSTRAVA Ostravska univerzita, Fakulta uméni
Ateliér animace a audiovizualniho uméni

Ostrava University, Faculty of Arts

Department of Animation and Audio-visual Art

WWW.osu.eu

Jiz od roku 1992 Ostravska univerzita umoznu- Since 1992, Ostrava University has been offering
je studovat animovanou tvorbu. Pod vedenim an animation study programme. Led by experi-
zkusenych animator( studia Kratkého filmu enced animators from short film studios Ilja No-
Ilji Novéka, Karla Trlici a Milana Lesniaka vznikl vak, Karel Trlica and Milan Lesniak, the anima-
Ateliér animace, ktery absolvovalo jiz nékolik tion studio has produced dozens of graduates
desitek studentd, jejichz tvorba je Uspésna na whose work achieved success at festivals in the
zahrani¢nich i tuzemskych filmovych festiva- Czech Republic as well as abroad. During their
lech. BEhem studia se mohou adepti animace studies, the students can also attend courses of
seznamit také s vyukou ateliérl malby, grafiky, other departments and familiarize themselves
W b T e e kresby, multimédii, obalového, knizniho de- with painting, graphics, drawing, multimedia,
{1 e Vi signu i sochy. V magisterském studijnim planu packaging and book design and sculpture. Our
R umoznujeme také studium Ateliéru digitalni master’s study programme also offers a course
grafiky ve virtudinim prostiedi, ktery je cilené at the Studio of Digital Graphics in Virtual En-
koncipovén jako pracovisté novych metod a vironment, which is deliberately designed as a
technologii v grafice ve spolupraci s Instytutem laboratory for new methods and technologies in
Sztuki Wydzialu Artystycznym Unywersytetu graphics in collaboration with the Institute of Art
Slaskim v Katovicich. Jedna se o studia Double at the Faculty of Arts of the Silesian University in
Degree. Jde o specidlné zamérend studia na di- Katowice. It is a double degree study program-
gitalni grafiku, aplikovana zejména ve formach me focused on digital graphics applied predomi-
virtudlniho prostiedni, jako napf. pocitacové nantly in virtual interfaces in computer games,
hry, interaktivni webové aplikace, mapping atd. interactive web applications, mapping etc

TR L




Studio ZVON

Fantaskni svét ozivlych loutek

The Studio ZVON

The fantasy world of living puppets

Studio vyniklo v roce 2002, aby zasttesilo mno-
hé tvarci aktivity Aurela Klimta a vytvorilo mu
po preruseni spoluprace se Studiem Jitiho Trn-
ky potrebné zazemi pro budouci filmové i jiné
projekty.

V letech 2003-04 studio uvadélo na Prazské
scéné Divadla Minor, ale i na jinych scénach
a festivalech loutkové predstaveni Lajka, Cchin
a Gagarin. Timto predstaveni si Aurel Klimt z&-
roven ovéroval na pfimé reakci divaku latku pro
pfipravovany film.

V roce 2005-06 studio realizuje v nové vybudo-
vaném filmovém ateliéru loutkovy film T#i hrbd-
¢i zDamasku pro druhy dil Fimfarové kolekce.

V roce 2006 zahdjilo vyvoj celovecerniho lout-
kového animovaného filmu Lajka, véetné detail-
niho odladéni technologie stereoskopického
snimani. V roce 2011 pak tento projekt vstoupil
do faze natédceni a v letosnim roce k 60. vyroci
Lajc¢ina letu bude uveden do kinodistribuce.

The studio was founded in 2002 in order to pro-
vide for the numerous creative activities of Au-
rel Klimt and, following the end of cooperation
with the Studio of Jifi Trnka, to set up a base for
his future film and other projects.

Between 2003 and 2004, the studio presented
a puppet performance Laika, Cchin and Gagarin
on the stage of the Minor Theater in Prague as
well as on other stages. By means of this per-
formance, Aurel Klimt was testing the audience
for the direct feedback on the story of an upco-
ming movie.

In 2005 and 2006, the studio works on the
puppet film Three Hunchbacks from Damascus
for the second volume of the Fimfarum collecti-
on within its newly constructed film atelier.

In 2006 the studio started development of the
animated puppet feature film Laika, including
the technology of stereoscopic capturing. This
autumn the first night of the film is going to be
on the day of the 60th anniversary of Laika’s
space flight.

Jt udio

2VoN

www.lajka.eu
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Vysoka skola
U M uméleckopromyslova
v Praze
Academy of Arts
in Prague

www.umprum.cz

UMPRUM - Vysoka skola uméleckopriomyslova v Praze

Kuk! Kreativni umélecké

UMPRUM - Academy of Arts, Architecture & Design in Prague

Prdmérnou rychlosti 25 obrazkd za sekundu
dosahujeme brilantniho obrazu bezbiehé ani-
mace nejvyssi kvality vcéetné autorské zvukové
stopy. Toto a mnohé jiné pouze a tradi¢né v ate-
liéru filmové a televizni grafiky na katedie gra-
fiky, UMPRUM, Palachovo ndmésti 80, Praha 1.
Soucasnou naplni Ateliéru filmové a TV grafiky
na UMPRUM Praha, oproti letdm minulym, kdy
absolventy byli pfedevsim vytvarnici animova-
ného filmu a ilustratofi, je snaha vychovat kom-
plexniho autora, vytvarnika, reziséra, znalého
stiihové skladby, zvukové slozky filmu, veske-
rych znamych i nezndmych filmovych postupd,
pocitacoveé i svétové zorientovaného a gramot-
ného, ale pfedeviim svébytného origindlniho
tvlrce, vé¢né hledajiciho nové cesty a reseni se
zapnutym mozkem. A nachazejiciho!

KUK! Creatively Artistic

At 25 frames per second, we achieve to crea-
te an excellent image of boundless animation
of the highest quality including sound track.
This, and many more, only and traditionally at
the Studio of Film and TV Graphics at the De-
partment of Graphics at the Academy of Arts,
Architecture & Design in Prague, Palachovo na-
mésti 80, Prague 1.

Unlike previous years, when our graduates beca-
me mainly graphic designers of animated films
and illustrators, the current aim of the studio is
to raise a complete author, graphic designer, di-
rector with knowledge of editing, sound and all
un/imaginable film techniques who knows his
was around computers and won't get lost in the
world. But first and foremost, we strive to raise
a distinctive and original filmmaker who will be
constantly searching (and finding!) new ways
and methods of filmmaking.



Ateliér Animovana tvorba, Zlin
Dychame animaci ... nadechnéte se s nami

Studio of Animation, Zlin

We breathe animation ... take a deep breath with us

Podstatou naseho ateliéru je pfibéh. Pfibéh
ajeho hrdinové, ktefijej vypravi. Tvorba kazdého
animovaného filmu nas udi trpélivosti, nuti nas
hledat stale nové zpUsoby, jak dat nasim pred-
stavam a myslenkdm adekvatni podobu. Uvé-
domujeme si, ze kazdy detail animace umi beze
slov sdélit mnohé, a snazime se studenty ateliéru
vést k co nejfunkénéjsimu vysledku.

Animace je hra plna fantazie, ktera by méla ba-
vit nejen divaka, ale i svého autora. Je viak nut-
né, aby se studenti szili se zakladnimi principy
(vyroby) filmové tvorby. Protoze i fantazie po-
tfebuje fad. Na ném pak mohou stavét ndpady
a ozivovat své vlastni piibéhy.

The essence of our studio is a story and its he-
roes who tell the story. Production of each ani-
mated film teaches us patience and forces us to
constantly search for new ways how to materia-
lize our fantasies and thoughts. We realise that
each and every detail of animation is capable
to express many things without using a single
word and therefore we're trying to guide our
students to the most functional results.
Animation is a game full of fantasy which should
be entertaining not only for the viewers, but for
the authors as well. It is, however, necessary that
the students familiarise themselves with the ba-
sic principles of film (production). Because even
fantasy needs order. The students can build
upon it and bring their own stories into life.

¥ Univerzita Tomage Bati ve Zliné
Fakulta multimedialnich komunikaci

www.animatzlin.cz
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vVOSsg...

WWW.V0Sg.CZ

VOSG - Vyssi odborna skola grafické
VOSG - Multimedia and Graphic Art College

VOSG v Jihlavé zahéjila vyuku v roce 2001. Peda-
gogické obsazeni skoly se sklada z renomovanych
odbornikli a umoziuje studium tésné propojit
s profesnimi pracovisti jak materialné, tak techno-
logicky. Nejcennéjsimi prednostmi studentu skoly
jsou kvalitni portfolia praci, navazani profesnich
kontaktll a zapojeni do realnych komer¢nich pro-
jekth. Diky tomu se studenti hojné uplatnuji ve
viech odvétvich multimedialniho pramyslu.
Studium se zaméruje vedle tradi¢nich oblasti gra-
fického designu, webdesignu a fotografie stale
vice na televizni grafiku, audiovizudlni tvorbu,
animovanou tvorbu a nové zejména na tvorbu
pocitacovych her.

Na zakladé Uspésného zaclerovani nasich ab-
solventll do vyvojaiskych a grafickych tymu
vyznamnych hernich producentd jsme oslovili
odborniky z mezinarodnich hernich studii 2K
Czech a Bohemia Interactive a specialisty na vy-
voj hernich systém( z FI MU Brno a zpracovali
nové osnovy pro herni tvorbu. Chceme tak nase
studenty jesté lépe a cilengji pfipravit pro per-
spektivni a rozmanité profese, které souviseji
s herni tvorbou.

Multimedia and Graphic Art College in Jihlava
was founded in 2001. Teaching staff is made up
of renowned experts and allows to study closely
connected to a professional workplace both ma-
terially and technically. The most valuable advan-
tage is quality portfolio of their work, establishing
professional contacts and involvement into real
projects leading to find employment for our gra-
duates in their studied field.

Apart from traditional areas of graphic design,
web design and photography, study focuses
more and more on television graphic, audiovisual
production, animation and recently on the creati-
on of computer games. On the basis of successful
integration of our graduates into developer and
graphic teams of significant game producers we
have contacted experts from the international
game studio 2K Czech and Bohemia Interactive
and specialist in the development of the gaming
systems of Faculty of Informatics, Masaryk Univer-
sity in Brno and we prepared a new curriculum for
game development. We want our students to be
better prepared for promising spectrum of profe-
ssions related to game-making.



Vysoka skola kreativni komunikace

Atelier 3D animace a vizualni efekty
University of Creative Communication in Prague
Studio of 3D Animation and Visual FX

N&s unikétni atelier je nastaveny podle aktudlnich
pozadavk( soucasného kreativniho primyslu. Je
pro kazdého, koho zajima uméni v kombinaci s
nejnovéjsimi digitalnimi technologiemi, jako jsou
klasicka i 3D pocitacova animace, tvorba digital-
nich filmovych trikd a vizuélnich efekt(. Absolven-
ti se uplatni v ¢eskych i svétovych animacnich a tri-
kovych studiich, ve firmach zamérenych na vyrobu
reklamnich videi, virtudini realitu a game-design.
Studenti se uci pracovat se softwarovymi nastroji
jako Nuke nebo Maya, které vyuzivaji predni stu-
dia, a diky tomu se nasi studenti uz béhem studia
mohou zapojit do programi spoluprace s tuzem-
skymi i zahrani¢nimi firmami z oblasti kreativniho
primyslu a pracovat tak na redlnych zakéazkach.
Kromé digitalnich technologii rozvijime kreativi-
tu v oblastech jako Concept Art, digitalni malba
a kresba i Matte Painting. Seminafe Concept Artu
ukazi studenttim jak navrhovat postavy, prostiedi,
predméty a celkovy vizualni styl dila.

Pro nejlepsi studenty budou pfipraveny studijni
pobyty v zahranici, VSKK mj. jiz navazala spolu-
praci s renomovanou univerzitou New York Film
Academy.

Our unique studio follows current trends of
the creative industry. It is for everyone who is
interested in art in combination with the latest
digital technologies such as classical and 3D
computer animation, digital film tricks and visu-
al effects. Our graduates can find work in Czech
and foreign animation and trick studios and in
companies focused on production of commer-
cial spots, virtual reality and game design. Our
students learn to work with software tools, such
as Nuke and Maya, are used by prominent stu-
dios. That enables our students to participate in
cooperation programmes with Czech and fore-
ign creative industry companies and partake in
real commissioned work.

Apart from digital technologies, we develop
creativity in fields like Concept Art, digital pain-
ting and drawing and Matte Painting. Our Con-
cept Art seminars will show the students how
to design characters, settings, objects and the
whole artwork of a project.

Our best students will be offered study progra-
mmes abroad, the UCC is already cooperating
with the New York Film Academy.

www.vskk.cz
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Wiekiaek
SOFTWORK

www.wietrack.wz.cz

Wietrack Softwork je skupina amatérskych
vyvojar(, kterd je aktivni od roku 2015 a je ko-
ordinovana Tomasem Vétrovskym. Skupina je
tvofend prevazné védeckymi pracovniky AV
a hlavni ideou je propojit zdbavu s populariza-
ci témat, na kterych ¢lenové tymu pracuji (so-
cidlni hmyz, mikrobiologie). V posledni dobé
pracujeme na dvou projektech - The Garden of
Ants, strategii simulujici vyvoj mravenci kolonie
v realném case, a nové plosinovce Heroes of
MBU (HoM). HoM je 2D akéni plosinovka s old-
sklovou grafikou, kterd obsahuje prvky adven-
tury. Hra je zasazena do sci-fi prostiedi podzem-
niho laboratorniho komplexu. Hlavni postavou
je védec, jenz se snazi odhalit pficinu podivné
houbové nakazy, kterd pfeménuje lidské bytosti
na krvela¢né zombie. Napln hry tvofi prevazné
boj s rdznymi typy nepfratel, sbirani rozlicnych
predmétl a teseni drobnych logickych hada-
nek. Vice informaci o projektech naleznete zde:

http://www.indiedb.com/company/wietrack-
-softwork

Wi ietrack Softwork

Wietrack Softwork is a group of enthusiast ama-
teur game developers and scientists led by To-
mas Vétrovsky active since 2015. Our main goal
is to combine fun with popularization of various
fields of our research (social insects, microbiolo-
gy). Recently we are working on two projects -
The Garden of Ants, which is a real-time strategy
game about a development of ants’ colony and
a new game called Heroes of MBU (HoM). HoM is
a 2D action-adventure game (more action than
adventure). The game takes place in a secret
underground laboratory complex. The main
character is a scientist trying to figure out what
is the source of a strange fungal infection trans-
forming all humans into bloodthirsty zombies.
The basic gameplay includes fighting enemies
(mostly the fungus infected zombies), collecti-
ng various items and solving simple puzzles.
More information on IndieDB profile:

http://www.indiedb.com/company/wietrack-
-softwork



Kontakty na Gcastniky BB / Contacts BB

Anomalia
Marek Tousek
marek@3bohemians.eu

BareBear Animation Studio
Radova Sury
radovan@bba.studio

Bohemia Interactive
marketing@bistudio.com

Brainz VR
vr@brainz.cz

Circus Atos
Michal Berlinger
michal@berlinger.cz

Czech VR Fest
Martin Kotek
martin.kotek@czechvrfest.com

¢vut

Jifi Zara
zara@fel.cvut.cz
DIVR Labs

Ondfrej Bach
ondrej.bach@divrlabs.com

Etnetera Group
Marek Kulkovsky
info@etneteragroup.com

FAMU
Michaela Pavlatova
mpavlatova@volny.cz

FDU
Vojtéch Domlatil
vojtechdomlatil@seznam.cz

Hyperbolic Magnetism
info@hyperbolicmagnetism.com

KLUClvespolek
Jirka Novak
jirka@klucivespolek.cz

Lipa Production
info@lipalearning.com

osu
Denisa Janska
denisa.janska@osu.cz

Studio ZVON
Aurel Klimt
AurelKlimt@seznam.cz

UMPRUM
Zuzana Bukovinska
Zuzana.Bukovinska@seznam.cz

UTB
Lukas Gregor
gregor@fmk.utb.cz

VOSG a SUSG
Tomas Gryc
gryc@susg.cz

VSKK
Martin Hrebacka
hrebackam@vskk.cz

Wietrack Softwork
Tomas Vétrovsky
kostelecke.uzeniny@seznam.cz
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