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What inspires you when you create games?
There are many sources of inspiration – great 
books, films, other games, works of art, nature 
and just life in general. It depends on the project. 
For example, Machinárium was strongly 
inspired by old abandoned factories with rusty 
non-functioning machinery, and also by sci-fi 
literature from the last century.

Your games are really cute. Why did you decide 
to create this style instead of a more realistic 
design?
We don’t really like realistic design; it’s boring 
and doesn’t allow for creative imagination. 
Another reason is that it’s also very laborious 
(= requires a lot of work) to create realistic 
animation; it’s more expensive and difficult. 

Machinárium looks like it was painted. How 
difficult was it to create this effect?
For every new game we have to think up and 
create a new imaginative style. Machinárium  
was hard work. We achieved the final effect 
by having all the backgrounds hand-drawn in 
pencil on paper and later scanning the drawings 
into a computer where we added tones, shading 
and texture. The artist Adolf Lachman, who is 
right-handed, drew most of the background 
with his left hand to achieve a freer and fuzzier 
(= without clear edges) style.

In Botanicula, did you aim to promote a love of 
nature?
All of us in the studio love nature. How a player 
interprets the game is up to them – we’re not 
pushing them into anything, but at the same time 
we hope that some of our views of the world rub 
off (= will get adopted by others).

Music plays an important role in both games. 
How closely did you collaborate with musicians 
to get the right feel?
Musicians are always a part of our team, and they 
get involved in the whole creative process. We all 
have to know what we are working on and what 
the final impression of the game should be. We 
all have to be delighted by the project and on the 
same wavelength (= thinking in a similar way).

THe evoluTIon 
of AMAnITA’s GAMes
Playing a computer game by Amanita 
Design is like stepping into an animated 
picture book, and the music is a delight too. 
Meet Amanita’s designer Jakub Dvorský 
and musician Jan Kratochvíl and read about 
how the games are created.
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Interview with musician Jan Kratochvíl

Why did you decide to cooperate 
with the creators of a PC game?
The animator and main creator 
of Botanicula, Jaromír Plachý, 
approached us. We had already 
cooperated with him earlier – we 
wrote some music for him and in 
exchange he made a videoclip for 
us (for the song “Nunovo tango”). 
We have been fans of the studio 
Amanita Design for a long time.

Was such a project new for you 
or did you have prior (= earlier) 
experience writing music for 
video games?
In 2008 we wrote the music for a computer game called Nadraka, created by our 
friends. Otherwise this work is very similar to working on an animated film.

How did you compose the music? 
Jára Plachý always sent us an animation with a brief description of how 
the animation sequence would fit into the game. We made the music and 
sounds to suit the animation.


