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“AN ODE TO THE CREATIVE
POSSIBILITIES AT OUR FINGERTIPS.
What ‘The Mitchells vs. The Machines’ does so well is show how things
evolve between parents and children with time. It’s a bond that’s
permanent in so many ways but a relationship forever ﬂuctuating
with the pushes and pulls of growing up. The Mitchells are neither
a hopeless clan nor a perfect one, but a ﬂawed, loving family.
In ‘The Mitchells vs. The Machines’, family life is a brilliant,
ever-changing collage.”

“An animated home run. Pumps with heart and
mile-a-minute creative energy. A rare CGI movie that
radiates its own kind of inventive beauty, and

THE ARTISTRY THAT MADE IT POSSIBLE
DESERVES TO BE CELEBRATED.”
FROM THE OSCAR ® WINNING HUMANS THAT BROUGHT YOU
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Also see Heritage Auctions’ Select
Vintage Animation Auctions every week at HA.com!
INQUIRIES: 877-HERITAGE (437-4824)
Jim Lentz | Ext. 1991 | JimL@HA.com
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Oscar-nominated Russian director Anton Dyakov
discusses his short BoxBallet and his inspirations.
By Ramin Zahed
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Giant Red Panda Express

Rising Stars of Animation 2022

Director Domee Shi and her team explore the
world of female puberty, tween friendships and
oversized animals in Turning Red.
By Karen Idelson

Our annual introduction to some of the talented,
hardworking artists powering the future of animation.
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State of the Art

Fly Me to the Moon (After Recess)!

Richard Linklater’s Apollo 10 ½: A Space Age Childhood blends rotoscopy, 2D and CG animation in
service of a nostalgic tale.
By Michael Mallory
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46
Is This the Golden Age of Creative
Feedback?
SyncSketch’s co-founder distills the value and best
practices of studio communication.
By Bernard Haux
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VFX

All the animation & VFX-related categories compiled on one page for your at-home-viewing-andguessing pleasure.
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Superheroic Smorgasbord

Prime Video’s Diabolical anthology offers eight wild
and very adult takes on the superhero genre.
By Tom McLean
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Creatures Inside Us

One Giant Leap

Director Roland Emmerich and VFX supe Peter
Travers take us behind the scenes of their latest
epic disaster movie Moonfall.
By Trevor Hogg

52

A Day in the Life of...

This month, CalArts teacher, historian and author Mindy
Johnson models a day of wearing many hats!
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24
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Little Kids, Big Visuals

18

Day in the Life

Human Resources co-creator/exec producer Kelly
Galuska gives us a sneak peek of the eagerly anticipated Big Mouth spinoff.

Three of the key creatives behind the new series
Big Nate give us the scoop on the innovative new
show.
By Ramin Zahed
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Guiding Lights

Five innovative animation classes reflect the essentials of the art form and the industry in 2022.
By Ellen Wolff

16
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Education
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26
Eight New Shows You Should Catch
at MIPTV
Lots of hot new animated shows will be seeking
buyers and distributors at the Cannes-based event;
here are a few that caught our attention!
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A Super Wish Come True

Co-creators and exec producers Adrian Thatcher
and Vanessa Esteves give us the inside scoop on
their new Nelvana show.
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Pixar animator offers his take on the essential
components of higher learning.
By Eddy Okba

18
Education & Career Guide 2022
Listings
Colleges, universities and training centers offering
animation and related programs around the world.

31

Autonomous Animator

Cover: Pixar’s Turning Red premieres on
Disney+ on March 11.

How to stay focused in college.
By Martin Grebing

MIPTV Cover: A young boy is whisked
away to a magical birthday world in
Nelvana’s Super Wish.
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T

he streaming era doesn’t seem to show any signs of slowing down. Just this week, as we
were going to press, Disney reported a better-than-expected first quarter, with overall
revenue rising 34 percent to $21.82 billion in the first quarter — owing in part to Disney+’s 129.8
subscribers. Paramount+ also announced that it will be the new home of South Park as well as
the upcoming reboot of Beavis and Butt-head, while Peacock announced that it is adding Megamind and Abominable spinoffs to its content menu.
Meanwhile, the savvy team at Netflix unveiled their full slate of animated features for the year,
which includes much anticipated titles such as Guillermo del Toro’s Pinocchio, Nora Twomey’s
My Father’s Dragon, Chris Williams’ The Sea Beast and Henry Selick and Jordan Peele’s Wendell
and Wild. The streamer’s eclectic collection is a heady mix of 2D-animated family fare, out-there
stop-motion magic and CG-animated offerings. Former Sony Pictures Animation exec Karen
Toliver (Hair Love) just joined Netflix as its new VP of animated film, which bodes quite well for
the studio.
Richard Linklater’s nostalgic look back at the days of
the Moon landing, Apollo 10 ½, is another addition to the
Netflix slate, which premieres on April 1. Michael Mallory
has the inside scoop on the making of this intriguing new
title, which mixes rotoscopy, CG and 2D animation. Set to
premiere at this year’s South by Southwest festival in Austin,
the movie is described as “part coming of age, part societal
commentary and part out-of-this-world adventure.”
Our cover story this month is Pixar’s new title Seeing Red,
Turning Red
which is the feature directorial debut of Oscar-winner Domee Shi (Bao). Karen Idelson talked to Shi and some of the
key members of her team about how they used humor, great visuals and a clever conceit to focus
on the confusing aspects of puberty for girls. Pixar’s 25th feature (can you believe it?) also has
a lot of fun with the trends and pop idols of the 1990s. We are still hoping that Disney lets fans
enjoy the movie in some theaters as well as its Disney+ premiere.
This issue also features two of our favorite first-quarter staples: Our Rising Stars of Animation
special focus introduces you to 16 of our favorite people who are making their presence felt in
our industry. We love spotlighting these talented stars who have quietly made a big impact by
working hard and contributing to top animated shows and movies in 2022. We know we’ll continue to write about them in years to come. Our annual Education and Career Guide is also packed
with useful features and information for anyone who would like to pursue animation and VFX as
a career, or simply learn more about the possibilities of this booming entertainment sector.
One thing all the experts in the field seem to agree upon is that this is a phenomenal time
to be studying or working in animation. From our p.o.v., we are just grateful to have so many
brilliant people and projects to write stories about! We hope you enjoy reading about their wide
range of artistic accomplishments as well.
Ramin Zahed
Editor in Chief
ramin@animationmagazine.net
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Quote of the Month
“I hope that just as audiences should see the importance
of listening, that refugees will see the importance of sharing
stories. How healing it is to share what you’ve been through
when you are ready. [The film’s subject] Amin told me that
growing up he didn’t have a lot of stories he could relate
to, so if Flee can be one of those stories for refugees in the
future, that’ll make me very happy.”
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— Director Jonas Poher Rasmussen, whose movie Flee made history
with Oscar noms for documentary, international and animated feature.
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The April Animation Must-Have List
A Personal History with Global Appeal: In February, Danish director Jonah Poher Rasmussen’s Flee set a
new precedent for the recognition of animated films, scoring an Oscar nomination hat trick with nods in the Animated, Documentary and International Feature categories. Critics and festival juries around the world have raved about
this powerful true story of an Afghan refugee confronting his trauma and identity, which in the English-language
version stars Riz Ahmed and Nicolaj Coster-Waldau. The Blu-ray release includes a New York Film Festival Q&A with
the director. Available March 1. (Decal/NEON, $15)
Ode to the Stage Spectacular: Soar on wire riggings of animated fancy with Illumination’s latest blockbuster, Sing 2.
Directed again by Garth Jennings, the sequel follows Buster (Matthew McConaughey) and his troupe to a Vegas-y entertainment
mecca, where they must convince a reclusive rock star (Bono) to join their ambitious new show. The all-star cast and soundtrack
of wall-to-wall hits is overshadowed only by the sparkling CG animation, rendering a menagerie of animals in elaborate stage
numbers or surprisingly subtle, emotional moments. Available March 29. (Universal, DVD $35 | BD $40 | 4K $50)

Romanian Retro: Mircea Toia and Călin Cazan’s wildly surreal sci-fi
adventure Delta Space Mission (1984) is ready to thrill a new generation
of audiences Stateside, thanks to a new 4K polish from Deaf Crocodile
Films. Set in the year 3084, this blacklight
poster-hued adventure follows an alien
journalist named Alma who becomes the
unwitting love interest of the AI running a
state-of-the-art spacecraft — with disastrous
results. A Heavy Metal-style mash-up of modern
art, Eurodisco and Saturday morning cartoons,
the Blu-ray release includes a new interview
with Cazan, an essay by comicker/film historian
Stephen Bissette and two (even rarer) cartoons
from the DSM shorts series. Available March 29. (Grasshopper Films, $30)
Supersized
Creativity:
Awkward
adolescence
never looked
so good as
in the fluffy,
luminous
new Pixar
feature from
Oscar winner Domee Shi (Bao). The Art of
Turning Red delves into the making of this
deeply personal pic, which is both a terrifyingly relatable reflection of coming-of-age and
an ode to the camaraderie and particular joys
of growing up in the ‘90s. The 160-page
hardcover is stuffed with character designs,
storyboards, colorscripts, exclusive interviews
and a dizzying array of inspirational eye candy.
Studio head Pete Docter penned the foreword.
(Chronicle Books | $43)

Snow White and the Seven Dwarfs:
85th Anniversary Edition
Disney Movie Club Exclusive, with new
featurette 10 Ways Snow White Changed
Animation Forever. (March 22 | DMC | $25)

Skull-face Bookseller Honda-san:
Complete Series
Honestly, I am a little offended that no one
told me about this slice-of-life comedy
among the manga shelves sooner. (March
29 | Discotek | $40)

Oceans of History: As a great illustrated man once said, “I
yam what I yam,” and author Fred M. Grandinetti certainly yam
one of the biggest Popeye connoisseurs on deck. His latest book,
Popeye the Sailor: The 1960s TV Cartoons, picks up the story of
E.C. Segar’s beloved character as the popularity of his theatrical
shorts translated into TV superstardom with King Features and
Paramount Cartoon Studios. This 230-page history covers the
iconic animators who brought the 220 toons to life, characters,
voice artists, spinoffs and more, including an episode guide
organized by producer. What else would you expect from the co-founder of the
Official Popeye Fan Club?! (BearManor Media | ebook $10, paperback $25)
Celebrate your favorite Disney earworm of the year with this fun,
retro horror-style Vintage Bruno T-Shirt,
inspired by Encanto. (TeePublic | 10 color
options | $20)
Blast off with the new two-issue comic-book event,
Radio Spaceman — a standalone steampunk space
adventure from Hellboy creator Mike Mignola and
Black Cloud artist Greg Hinkle. Monsters! Mystery! Excessive gear
wheels! In space! (March 2 & April 6 | Dark Horse | $4 each)
— Mercedes Milligan
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“‘Luca’ finds a simple and beautiful metaphor for all those who
feel like they need to hide themselves to fit in.”
ASSOCIATED PRESS

©2022 DISNEY/PIXAR
DISNEYSTUDIOSAWARDS.COM
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April Animation Planner
Charlotte

Sonic the Hedgehog 2

On the indie ticket, Good Deed presents a
limited U.S. release for artist biopic Charlotte,
starring Kiera Knightley.

1

Sony/Marvel’s Morbius takes a bite out of
the box
office this
weekend,
starring
Jared Leto
as the
Morbius Living
Vampire.

3

8

The Blue Blur races back to theaters in
Paramount’s Sonic the Hedgehog 2 — this time
with Knuckles and Tails along for the
hyperspeed hybrid adventure.

28

A strange apocalypse turns Tokyo
into a gravitational playground in Netflix
original anime movie Bubble, from Tetsuro
Araki and WIT Studio.

Sci-fi anime Tiger & Bunny returns to Netflix
with the first 13 episodes of a sequel series.
Meanwhile, Keith Knight hybrid comedy Woke
S2 hits Hulu.

Poland’s Animocje received a record
number of entries for 2022 — nearly three
times as many as previous editions — so this
year’s festival in the picturesque city of
Bydgoszcz is sure to be stellar.
[animocje.com]

Tiger & Bunny
Bubble

4

Cannes’ longrunning spring content
market
MIPTV
MIPTV
returns
with a
revamped
three-day
format. [miptv.com]

6

Indie animation booster GLAS presents
its five-day festival online this
year. [glasanimation.com]

15

WB returns to the Wizarding World
for Fantastic Beasts: The Secrets of Dumbledore.

22

Bill Plympton

Aaron Blabey’s best-selling critter
crime caper The Bad Guys hits screens in a
stylish adaptation by DreamWorks Animation,
the feature directing debut of Pierre Perrifel.

7

Cardiff Animation Festival
presents 102 shorts in
competition in the Welsh
capital (Apr. 7-10) and online
(Apr. 7-24).
[cardiffanimation.com]

Ron Clements

30

Happy birthday to the King of Indie
Animation, Bill Plympton, and Disney director
Ron Clements (on the 25th)! April also marks
the birth anniversaries of late animation
icons Walter Lantz (27th), Norman McLaren
(11th), Frédéric Back (8th), Oliver Postgate
(12th), Yasuhiro Takemoto (5th), Jack Stokes
(2nd) and Iwao Takamoto (29th), to name a
few.

The Bad Guys

To get your company’s events and products listed in this monthly calendar, please e-mail edit@animationmagazine.net.
www.animationmagazine.net
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Writer-director Domee Shi

Giant Red Panda Express
Director Domee Shi and her team explore the world of female puberty, tween friendships
and oversized animals in Turning Red.
By Karen Idelson
ixar’s 25th animated feature Turning
Red dares to go where few animated
films have ever gone — the terrifying
world of tween girl puberty, boy bands and
confusing middle school dynamics. It also explores what might happen if you just happened to turn into a giant red panda.
Led by an all-female team, the beautifully
designed and animated feature is directed by
Domee Shi, who won the Oscar for Best Animated Feature for her short Bao in 2019. The
first-time feature director pulled from her
own childhood to create the story of Mei Lee
(played by Rosalie Chiang), a 13-year-old girl
who struggles between following her mother’s (Sandra Oh) rules and growing into her
own person.
“Growing up as an only child, I felt like I
bonded a lot closer with my friend groups
through each stage of my life,” Shi says. “They
were kind of like my support system and my
second family and with the movie we really

P
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‘It felt so necessary to tell this story about an adolescent
girl and these super personal, cringy and embarrassing
experiences that she goes through.’
— Director Domee Shi

wanted to just celebrate female friendship.
This was an important part of our lives for
many girls like me. A lot of these friends were
my cheerleaders. They accepted me no matter
what — with all of my weird, pervy drawings
and obsessions with boys. They were always
there for me.”

Female Support
Shi says she wanted the same kind of
warmth and support for the film’s main character. “It was also important for us to make
sure that her friends all felt like individual
girls and that they weren’t just all kind of cut
from the same cloth,” she adds. “They needed

8

to have their own identities and personalities,
just to show how diverse and different teen
girls can be as well.”
Producer Lindsay Collins also felt that Mei
Lee’s circle of friends were an important component of the story. “I think a lot of times, unfortunately, girl friendships are portrayed like
‘mean girls’ relationships,” says Collins, whose
credits include WALL•E and Finding Dory. “It
was really important early on to establish
that’s not how we’re representing this group
of girls. I think at the end of the day, as a parent, all you’re wishing for your kids is that
they have friends around them that make
them feel comfortable.”
april 22

Features

Teen Beat: Director Domee Shi
pays homage to her hometown
of Toronto with references to
growing up in the diverse city
in the ’90s and 2000s. Mei is
obsessed with 4*Town, the
movie’s equivalent of NSYNC,
Backstreet Boys and other boy
bands of the era.

Collins adds, “What I love about Mei and her
friends is that they are completely comfortable being themselves — and even when she
turns into this giant red panda, her friends are
the ones that are like, ‘Panda or no panda, we
love you.’ It doesn’t even faze us, you know. I
think that’s really important. It’s the thing that
when we show (the movie) to kids, it’s one of
the things they call out as being their favorite
part of the movie. The fact that Mei has this
really great group of friends around her that
all feel very different, but are all super supportive, is really important to kids when they
watch the movie.”
Shi used Mei’s transformation into a red
panda as a metaphor for all the awkward
emotions and feelings that come into play
when puberty hits. The director describes it as
an “Asian tween fever dream” as her main
character stumbles into feelings about boys,
sexual awareness and changes in her body.
When the main character hides from her mom
after turning into a red panda, Mei’s mom initially thinks that her daughter is hiding from
her because she’s having her period for the
first time.
The filmmakers — who also include production designer Rona Liu and VFX supervisor
Danielle Feinberg — embraced a look inspired
by Shi’s childhood growing up in Toronto in
the early 2000s. They also studied the way
tween girls stand, behave and interact with
april 22
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‘What I love about Mei and her friends is that they are

Creating That
‘Chunky Cute’
ne of the biggest parts of the challenge for us was that the inspiration
for the film was coming from a very 2D place
with graphic references like anime. The first
visual goal we dove into was less about the
2D versus 3D and more about the overall
style of the shapes of the world, which emphasized the ‘chunky cute’ visual language.
But by its nature, the chunky cute doesn’t include little fine details and some of the intricacies of other films. And with the inspirations from anime being more 2D and graphic,
it felt like we were missing some of the richness and detail.
“So, the question became how to add that
back in without just pulling the movie back to
a more standard place. One of the first areas
we found some really successful ways to do
that was in the materials that our objects
were made out of. One of the cool things that
we added was something called ‘pooling’, or
the idea that if you had painted these models,
the paint would gather in spots and go darker
and a little more colorful. So, with all these
elements, we go from that flat color, we add
the color variation and textures, and then we
add the staining and pooling, followed by
shading
details
like grout lines and
shine and roughness styled in, and
some shadows to
show it off better.”
VFX supervisor
Danielle Feinberg

completely comfortable being themselves. Even when she
turns into this giant red panda, her friends tell her, “Panda

“O
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or no panda we love you!”’
— Producer Lindsay Collins

one another to come up with character
movements that captured all the awkward feelings of this time in everyone’s
life. Shi’s love of anime classics like Sailor
Moon was also a huge influence on the
look of the film.
Shi also mentions that when she first
pitched the film, she wanted it to feel different from other Pixar movies. “This is
going to be Pixar’s first contemporary teen
girl protagonist, and I really wanted the
world to reflect her character: colorful,
chunky and cute, bold and in-your-face,
just like Mei. We really wanted a fun, specific backdrop to tell this coming-of-age
story, so we decided to set it in Toronto,
Canada in the early 2000s — which was
the height of teen pop mania.”
Produced entirely at Pixar during the pandemic, Shi, Collins and the entire crew were
forced to pivot and create new ways for the
crew to bond as they were making the film.
Zoom calls full of dogs, cats and babies
somehow seemed to fit with the film they
were making.
“Actually, in a weird way, it helped the
crew kind of bond. We all kind of had a
really common experience and no place
to hide,” says Collins. “So, everybody just
had to get quickly okay with the messiness of it. And that was kind of thematically right in line with the movie we were
making.”
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Shi adds, “It made it even more important for me to try to figure out some way to
connect with the crew even though we
were all working remotely. It was always a
big thing to do these coffee times, once or
twice a week, where all of us on the crew
would just hop onto a Zoom and me and
Lindsey would just kind of give everybody
an update or like chit chat and talk about
what we did that weekend. It was just a
small way to kind of connect and keep
that connection with the crew.”

Women in Charge
Shi and Collins were aware that heading an all-female crew on the film was a
watershed moment for Pixar, although the
studio had entered a new era of more inclusive cultural storytelling with Coco. Shi
had already developed a strong artistic
connection with many of the key members
of the crew through working on Bao and
other collaborations. This made working
on Turning Red that much easier since
they’d already worked out ways of communicating and developing stories together.
“It’s an honor to be part of history to be
part of this amazing female-led leadership
team,” says Shi. “It just happened so organically. Yet, it just felt so necessary to tell
this story about an adolescent girl and
these super personal, cringy and embarapril 22

Features

Panda Poof Scene
Progression:
1. Storyboard by Kevin
O’Brien captures the
key beats (top left).
2. Concept art by
Carlos Felipe Leon
explores character
scale and color
(bottom left).
3. Lead layout artist
Derek Williams
chooses a wide-angle
18mm lens for the
scene (top right).
4. The animation team
captures Red Panda
Mei’s frustration and
emphasizes her scale
in the classroom.

rassing experiences that she goes through. I felt throughout the production, it was almost comforting to know that
I had a shorthand for describing all of these embarrassing
experiences and that I didn’t have to sit down and explain
to the leadership, ‘Okay, a girl when a girl goes through a
period, she’s going through this experience in this way.
Everybody on the leadership team could share stories like,
‘Oh, man — this embarrassing thing happened to me this
one time.’ We were all sharing our experiences and it just
always felt like we were never short on juicy material to
put in the movie, which is great.” ◆
Turning Red premieres on Disney+ on March 11.
april 22
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Fly Me to the Moon (After Recess)!
Richard Linklater’s Apollo 10 ½: A Space Age Childhood blends rotoscopy, 2D and CG animation in service of a nostalgic tale.
By Michael Mallory

T

ired of all those conspiracy theories claiming that the moon landing in1969 was
faked; that it was simply a top-secret film
production directed by Stanley Kubrick? If so, Oscar-winning filmmaker Richard Linklater has the
perfect response: The Apollo lunar mission was
indeed real … it’s just that the first person to leave
footprints on the Moon wasn’t Neil Armstrong.
Instead, it was an ordinary Texas fourth-grader
named Stan.
Known for both live-action films (School of
Rock, Boyhood) and adult-oriented animated pictures (Waking Life, A Scanner Darkly), Linklater has
crafted his latest movie, Apollo 10½: A Space Age
Childhood, in his usual look, in which the character animation is drawn from live-action footage.
He maintains, however, that this film is the most
traditionally animated he’s ever done. “This one
isn’t really a rotoscope movie,” says Linklater, who
wrote, produced and directed the film. “It’s a 2D
movie with elements of 3D. We called it 2.5D.”
Still, a rotoscope process was used for the characters, if nothing else.
Set in 1969, Apollo 10 ½ focuses on the life of
an average 10-year-old boy, who hangs with his
www.animationmagazine.net

friends, plays baseball and gets reprimanded by
teachers for embellishing reality while speaking
before his class. His family lives in Houston,
which is blanketed with excitement for the lunar
program. Then one day, Stan’s ordinary existence
is interrupted by a couple of men in black who are
scouting the perfect kid to send to the Moon. Why
would NASA need to tap a young boy for the honor instead of any of the men who are already in
the astronaut training program? After spending
untold billions, the agency accidentally made the
lunar lander too small for a grown-up to fit in.

Lunar Fantasy
“They totally screwed up,” Linklater laughs.
“They made one mistake. A kid’s logic gets you
there pretty quickly without a whole lot of logic.”
The idea for such an enormous fubar came from

Linklater’s own experience growing up in the
Houston area. “It was an actual fantasy I had as a
second-grader. I was the kid who was always asking, ‘What if?’ and I remember asking, ‘What if they
build the thing too small?’ My dad went with it.”
Another prime example of “kid logic” is the explanation for Stan’s no-questions-asked disappearance while he undergoes the rigorous training
program: he was shuttled off to “summer camp.”
While not completely autobiographical, the film
— which is narrated in Wonder Years fashion by
Jack Black as an adult Stan — is an exercise in nostalgia, particularly for anyone who grew up in the
1960s. Much of it takes place in the family’s home
as they go through their normal, media-fueled
routines, which include racing home from school
to watch Dark Shadows, wondering why Peter Tork
suddenly vanished from The Monkees and grimly

‘We could pre-viz it, but it wasn’t really pre-designed. We
created a virtual environment for the actors to exist in, and
then we designed that environment as we went.’
— Director Richard Linklater
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Zero Gravity Days:
Apollo 10 ½ follows
the adventures of a
young boy from Texas
(voiced by Josh
Wiggins) who dreams
of flying to the Moon
in the summer of
1969. Zachary Levi,
Jack Black and Glen
Powell supply
additional voices.

‘We approached this in a very organic way. [Usually] the
pipeline, the design, and everything is figured out before you
start an animated film, but this was not done that way.
We actually built it around the performances.’
— Producer Tommy Pallotta

watching the nightly news reports on what was
happening in Vietnam. The live action was shot on
a greenscreen stage at the Austin-based animation house Minnow Mountain using mostly local
talent, including Milo Coy in the role of Stan. “He
was not a professional actor cute kid,” Linklater
says of Coy, whose soulful demeanor registers
perfectly through the animation. “He was a real
kid who wasn’t intimidated by much. I wanted kids
who were just goofing around.”
Both Linklater and producer Tommy Pallotta
emphasize that unlike just about every other aniapril 22

mated film, regardless of technique, Apollo 10 ½
was not pre-designed. “We approached this in a
very organic way,” states Pallotta, who worked
with Linklater on his two previous animated
films, co-directed the 2014 feature Last Hijack and
is an exec producer on Prime Video’s acclaimed
animated series Undone. “[Usually] the pipeline,
the design and everything is figured out before
you start an animated film, but this was not done
that way. We actually built it around the performances. That gave Rick the ability to be spontaneous on set.” Adds Linklater, “We could pre-viz it,
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but it wasn’t really pre-designed. We created a
virtual environment for the actors to exist in, and
then we designed that environment as we went.
Every shot was a special effect.”
Once the performances were captured and edited, Minnow Mountain animators crafted the
black-and-white line animation overtop using
TVPaint. Then the footage was sent to Submarine
in Amsterdam for all other aspects of production:
ink-and-paint, shading, backgrounds, special effects, compositing and rendering. Some of the
props, particularly in the outer space sequences,
proved to be challenging, according to Linklater.
“Things that were super-easy in live action would
just be a killer in animation,” he says. “A helmet
floating off was really hard to do.”
TVPaint was also used for finishing the animation and Blender was employed for 3D elements,
such as vehicles, but Pallotta points out that digital animation was kept to a minimum. “3D was
always our last option,” he says. “We put emphasis
on the creative approach and if it took longer to
do it in 2.5D than 3D, we still did it the 2.5D way.
If you see water rippling or lens flares, all of those
are 2D animated effects. We never fell into, ‘Well,
it would be easy if we do it digital.’”

Patchwork of Memories
Both Linklater and Pallotta had a particular
metaphor in mind while creating the film. “We
had what we called a scrapbook approach to the
animation,” Pallotta says. “We had a lot of reference material and the idea was that we were going to build it all together, but we noticed the
www.animationmagazine.net

Features
Lunar Odyssey: A joint
venture between Netflix,
Minnow Mountain and
Submarine, Apollo 10 ½:
A Space Age Childhood
combines a mix of
rotoscopy, 2D and CG
animation.

scrapbook nature of our references with different
aspect ratios and different resolutions. We started
talking about how that was really nice in terms of
how our memory works.”
Most noticeably, the archival footage that includes news clips of combat in Vietnam and Walter Cronkite’s actual newscast of the real Apollo
11 landing was rendered in a more painterly look
than the main action. “There’s a pragmatic side to
that, too,” Linklater notes. “A lot of that newsreel
footage doesn’t have a really good line. It’s kind
of blurry.” Says Pallotta: “It gave a lot more freedom in terms of how the artist approached it.
When you go into social unrest, it’s dark and
monochromatic, while the war part of it has a lot
of faded green. We were trying to break from traditional production and character design and
have that sort of creativity wherever we could, as

long as it reinforced the story and translated that
feeling to the audience in the quickest and most
visceral way possible.” Excerpts from such TV
shows as The Twilight Zone and The Beverly Hillbillies were also secured and animated to establish
period atmosphere, a goal aided by including music of the era on the soundtrack.
By contrast, scenes of Stan’s school and home
life were brightly colored, reflecting both the optimism of youth and the fragile confidence of
pre-Watergate America, whereas the new scenes
that take place inside NASA’s manned spacecraft
center are darker and more highly contrasted.
Those are also highly accurate, notes Linklater, a
self-confessed NASA-buff.

A Complicated Ride
Somewhere in between is a sequence in which

Stan and his siblings go to AstroWorld, an actual
theme park outside of Houston, containing an extended scene inside the Alpine Sleigh Ride. “Oh,
my God, we worked on that scene for nine
months,” Linklater says, describing it as “super
complex.” Shots of the tram barreling through the
various environments of the ride could have been
done digitally, but they weren’t. “We cut up the
Alpine tunnel and put it in layers,” says Pallotta.
“It’s in a 2.5D environment.”
Like all other film production over the last two
years, accommodation had to be made for the
pandemic, but here the filmmakers managed to
luck out. The live-action shoot wrapped literally
days before the shutdowns began. Meanwhile,
animation production in Amsterdam carried out
remotely by about 150 Submarine artists was accomplished without much of a hitch. “It was scary
at first,” Pallotta says, “but by the end, it seemed
natural. It did not compromise the vision.”
The movie is set to premiere at the South by
Southwest Film Festival in Austin on March 13,
and will become available through Netflix April 1
(a fitting date given the semi-open question of
whether the viewer is supposed to swallow Stan’s
story at face value). It test-drove a couple of different subtitles on its way to distribution, and
Linklater suggests yet another one. “It was a
unique time and place to be a kid,” he says from
experience, “so the subtitle of the movie might be,
A Portrait of a Free-Range Childhood.” ◆
Apollo 10 ½: A Space Age Childhood premieres on
Netflix on April 1.
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AwardsWatch

Your 2022 Animation & VFX
Academy Awards Ballot!
A big congratulations to all of this year’s Oscar nominees. We have all the animation & VFX-related categories compiled on
one page for your at-home-viewing-and-guessing pleasure. No matter who takes home the golden statuette, they are all our
winners in our book!

Best Animated Feature

Best Animated Short Film

❑ Encanto | Jared Bush, Byron Howard;

❑ Affairs of the Art | Joanna Quinn

co-director Charise Castro Smith (Disney)

(Beryl Prod./NFB)

❑ Flee | Jonas Poher Rasmussen

❑ Bestia | Hugo Covarrubias (Trebol 3 Prod.)

(Final Cut for Real/NEON)

❑ BoxBallet | Anton Dyakov (Melnitsa)

❑ Luca | Enrico Casarosa (Pixar/Disney)

❑ Robin Robin | Dan Ojari, Mikey Please

❑ The Mitchells vs. the Machines | Mike

(Aardman/Netflix)

Rianda; co-director Jeff Rowe (Sony/Netflix)

❑ The Windshield Wiper | Alberto Mielgo

❑ Raya and the Last Dragon | Don Hall,

(Leo Sanchez Studio/Pinkman.tv)

Carlos López Estrada (Disney)

Best Visual Effects
❑ Dune | Paul Lambert, Tristan Myles, Brian Connor

❑

Best Song: “Dos Oruguitas” (Encanto)
(performed by Sebastián Yatra, lyrics by
Lin-Manuel Miranda)

❑

Best Score: Encanto (Germaine Franco)

and Gerg Nefzer

❑ Free Guy | Swen Gillberg, Bryan Grill, Nikos
Kalaitzidis and Dan Sudick

❑ No Time to Die | Charlie Noble, Joel Green,

❑ Flee is also nominated for

Jonathan Fawkner and Chris Corbould

Best Documentary Feature and
Best International Feature!

❑ Shang-Chi and the Legend of the Ten
Rings | Christopher Townsend, Joe Farrell,
Sean Noel Walker and Dan Oliver

❑ Spider-Man: No Way Home | Kelly Port,
Chris Waegner, Scott Edelstein and Dan Sudick

The 94th Oscars will be held on Sunday, March 27 at the Dolby Theatre at Hollywood & Highland Center in Hollywood and will be televised
live on ABC and in more than 200 territories worldwide. For more info, visit www.oscars.org. ◆
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Superheroic Smorgasbord
Prime Video’s Diabolical anthology offers eight wild and very adult takes on the superhero genre.
By Tom McLean

S

uperheroes have never been the same
since the debut of The Boys, the hit
Prime Video series that offers an unvarnished look at a world dominated by corrupt,
corporate-backed superheroes. And The Boys
won’t be the same after the debut March 4 of
The Boys Presents: Diabolical, a series of eight
shorts that further explore the world of the
show in ways that only animation can.
Each episode runs between 12 and 14 minutes, and runs a wide gamut of animation
styles — from Looney Tunes to comic books to
anime.
The project came together with The Boys
executive producers Eric Kripke, Seth Rogen
and Evan Goldberg wanting to produce a
project during the COVID pandemic that could
both promote the upcoming third season and
serve as a kind of reward for fans.

‘It had to be true to The Boys, and had to fit the world,
and be true to the characters, showing the real results of
superheroes behaving badly.’
— Exec producer/showrunner Simon Racioppa

Poopy Pal: The anime-influenced episode
“BFFs” was written by Awkwafina and
directed by Madeline Flores.

Homage to Animation Genres
Doing Diabolical as an animation anthology
was inspired by their love for The Animatrix
and 1981’s Heavy Metal, says executive producer and showrunner Simon Racioppa, who
had worked with Rogen and Goldberg previously on adapting Robert Kirkman’s Invincible
comic to animation, also for Prime Video.
“The idea was that to go out to eight different celebrity friends of theirs — writers, people
www.animationmagazine.net

who they knew were fans of the original show
— whose work we liked in different ways, and
see if they were interested in writing an episode of a short, that we would then produce,”
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says Racioppa, an animation industry veteran
who has worked on a wide range of shows,
including The Dark Crystal: Age of Resistance
and George of the Jungle.
april 22

TV/Streaming
Looney
Tunes
Tribute:
“Laser Baby’s
Day Out"
was written
by Evan
Goldberg
and Seth
Rogen and
directed
by Crystal
ChesneyThompson
and Derek
Thompson.

‘We did basically 90 minutes of footage in less than a year — and with all
different styles. I think that’s what made it extra tricky, because it was kind
of like making eight pilots all at once.’
— Supervising director Giancarlo Volpe

The list of folks who responded included
Awkwafina, co-creator of The Boys comic
book Garth Ennis, Eliot & Ilana Glazer, Justin
Roiland & Ben Bayouth, Andy Samberg and
Aisha Tyler. Awkwafina, Eliot Glazer, Roiland,
Samberg and Tyler also recorded voices for
the show, alongside Michael Cera, Don Cheadle, Chace Crawford, Kieran Culkin, Giancarlo
Esposito, Jason Isaacs, Kumail Nanjiani, Ben
Schwartz, Elisabeth Shue, Christian Slater,
Kevin Smith, Antony Starr, Nasim Pedrad, Simon Pegg, Kenan Thompson and Oscar winner Youn Yuh Jung.
Each story took a different approach, which

april 22

meant adapting the production to allow each
to have its own visual style. “We made the decision early on, bit that bullet, even though we
knew that would cause us massive, massive,
massive pain down the line,” Racioppa says.
”But once we got everybody on board with
that, everyone’s like: Okay, if we’re doing this,
we’re doing this. Let’s do it right.”
The next step was finding the right directors and studios for each short. For Rogen
and Goldberg’s short, titled “Lazer Baby’s Day
Out,” the idea was to pay homage to the classic Looney Tunes shorts directed by animation
legend Chuck Jones. Racioppa says he knew
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early on that veteran animators and husbandand-wife duo Crystal Chesney-Thompson and
Derek Thompson were the right choice to direct, as were another real life couple, Animaniacs composers Steven and Julie Bernstein.
“We try to tailor the talent to every episode,
to match it as close as you can,” Racioppa says.
“And, honestly, it was the only way we got it
done.”
Home base for the production was prolific Los Angeles animation studio Titmouse,
which handled everything in-house except
the animation on each short. “Everybody was
running in parallel, basically,” says Racioppa.
“We were running all the episodes instead of
finishing one and moving on to the next.”
Anyone who’s seen The Boys knows it’s definitely a series for adults. Raw language, cartoonish superhero violence and dark sense of
humor are all hallmarks of the show, so the
animation similarly was free to push those
boundaries. “It had to be true to The Boys,
and had to fit the world and be true to the
characters — and part of that is going to those
extremes, pushing that envelope, showing the
real results of superheroes behaving badly,”
Racioppa says. ”It just sort of came naturally
— we didn’t really have to push it.”
Take the episode “BFFs,” which was directed
by Madeleine Flores, and written by and stars
Awkwafina as a lonely young girl who drinks
some of the Compound V that gives characters
in The Boys superpowers, and brings to life
one of her, uh, turds as her new best friend. Or
“Lazer Baby’s Day Out,” in which a superpowered baby escapes and wreaks havoc — happily exploding heads, chopping guards in half
and blasting bloody holes in the guards trying
to catch her.

www.animationmagazine.net
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High Flying:
Garth Ennis
penned the
episode “I’m
Your Pusher,”
which is
directed by
Giancarlo
Volpe.

The episode “I’m Your Pusher” was written by Ennis, who co-created The Boys comic
book with artist Darick Robertson, and gave
the comics legend a chance to do a version
that was just a little more faithful to the original than the live-action show is. That means
Butcher is clean-shaven, Wee Hughie looks
like (and is voiced by) the character’s original
inspiration, Simon Pegg, and the Vought logo
matches the one used in the comic.
“Comic books are drawn a very certain way
that works great for that medium, where there’s
typically lots of rendering and shading and lots
of sort of pencil mileage — which normally
you avoid when you’re doing animation,” says
Giancarlo Volpe, who directed “I’m Your Pusher”
and was supervising director on the series. “So
we had to find that balance between making
it feel like the comics, the way that those are
drawn, but making it animation friendly.”
The trickiest part of being the supervising
director on the project was the quick turn-

around, Volpe says. “We did basically 90 minutes of footage in less than a year, and with
the different styles,” he says. “I think that’s
what made it extra tricky, because it was kind
of like making eight pilots all at once.”

Not for the Faint of Heart!
The obligation to push the violence, language and humor was a refreshing change of
pace, Volpe says. “We actually had a couple conversations that I’m not used to having, which
is, ‘Did we go too far?’” he notes. “We wanted
to make sure there were certain lines that we
weren’t going across, you know, but hopefully
the feeling is that it’s no holds barred.”
Volpe says he was a little nervous approaching Chesney-Thompson and Thompson about
the project because they both had day jobs, but
also because of the extreme style doing the
short in the world of The Boys would require.
“It’s like classic Looney Tunes with one minor tweak, which is if a character gets hit with

a hammer, he doesn’t make a ’doing’ rubber
sound — his skull will crack open and his brain
fluids will spill out,” he says. ”Thankfully, they
loved that … They felt that was actually truer
to the original spirit of Looney Tunes.”
The Boys Presents: Diabolical premieres on
Prime Video on March 4.

Episodes at a Glance
Laser Baby’s Day Out
Writers: Evan Goldberg & Seth Rogen
Directors: Crystal ChesneyThompson, Derek Thompson

I’m Your Pusher
Writer: Garth Ennis
Director: Giancarlo Volpe

BFFs
Writer: Awkwafina
Director: Madeleine Flores

John and Sun-Hee
Writer: Andy Samberg
Director: Steve Ahn

An Animated Short Where PissedOff Supes Kill Their Parents
Writers: Justin Roiland & Ben
Bayouth
Director: Parker Simmons

Boyd in 3D
Writer: Eliot Glazer
Story by: Eliot Glazer, Ilana
Glazer
Director: Naz Ghodrati-Azadi

Nubian vs. Nubian
Writer: Aisha Tyler
Director: Matthew Bordenave

One Plus One Equals Two
Writer: Simon Racioppa
Directors: Jae Kim, Giancarlo
Volpe

www.animationmagazine.net
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Creatures Inside Us
Human Resources co-creator/exec producer Kelly Galuska gives us a sneak peek of the eagerly anticipated Big Mouth spinoff.

F

ans of clever, adult-targeting animation
will get a new addition to their growing list of must-see shows when Netflix
premieres Human Resources this month. This
buzzy spin-off of the popular Big Mouth series
follows the daily lives of Hormone Monsters,
Depression Kitties, Shame Wizards and the
other creatures that help humans through
life from puberty to their golden years. Nick
Kroll, Maya Rudolph, Randall Park, Aidy Bryant, David Thewlis, Keke Palmer, Pamela
Adlon, Brandon Kyle Goodman, Rosie Perez,
Jemaine Clement, Thandiwe Newton, Bobby
Cannavale, Henry Winkler and Maria Bamford
are all part of the amazing voice cast.
We recently had the chance to speak with
the show’s Emmy-winning writer and executive producer Kelly Galuska (Big Mouth, BoJack
Horseman, Archer), who co-created the series
with exec producers Nick Kroll, Andrew Goldberg, Jennifer Flackett and Mark Levin, to find
www.animationmagazine.net

out more about this clever spinoff. Here is
what she told us:
Animation Magazine: When did you start
thinking about coming up with a spinoff for
Big Mouth?
Kelly Galuska: I believe it was around the
time we came up with the Season 2, Episode
10 of Big Mouth, when we realized how much
we all loved Maury and Connie, and then the
Shame Wizard followed, so it felt like a natural way to expand the universe. The writers’
room began in July of 2022. This was a fullZoom writers’ room. There were writers that
I never got to see, which is sad, but it was
amazing that we were able to do that. We had
seven or eight full-time and a couple of parttime people who came in as consultants.
What do you love about the new world of Human Resources?
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One thing I love about it is how emotional it
is. It can also be incredibly funny and gross,
just like Big Mouth. We can also delve into
human emotion in deeper ways than before
as we expanded our cast of characters to include so many more emotions. Beyond that
we can explore so many different life experiences. We run the gamut of all the things that
make being human so hard from the point of
view of these kooky creatures.
Do you have any favorite new ones?
I say that I do, but then I end up naming all
of them. I have to say I love Pete. He is our
Logic Rock and he can be so dry and analytical but he has this heart deep inside him.
Randall Park is wonderful as this character.
Emmy (Aidy Bryant) is another heartbeat of
the show. She brings us into this world as a
Love Bug. She is an absolute mess, and I relate to being an absolute mess — hopefully
april 22
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Creature Feature: Lovebugs, Hormone
Monsters, Shame Wizards and Logic
Rocks take center stage in the new Big
Mouth spinoff show Human Resources.

Kelly Galuska

I’m not one anymore — but I think she’s really
an interesting character to hold on to.
What is the most difficult part of writing for
these characters?
One of our big challenges is how expansive
it is, which can be a positive thing, too. But
there are no borders on what kind of stories
we can tell and what types of emotions we
can explore. So, because of that it can be
tricky with one human being having so many
emotions. We have to figure out a way to have
them work together so that it makes sense.
As difficult it is to be human, it’s also very difficult for these creatures to figure out how to
help them.
This show probably opens up the doors to all
of your own adolescent traumas and experiences, right?
Oh, big time. That’s something we did very
much in Big Mouth, which was every writer’s
most embarrassing and horrifying experiences growing up. We continue to delve into
that. The first season we have a woman givapril 22

ing birth in the first episode, and I wrote that
after giving birth to my first child six months
before that. That’s part of what makes the
show feel real since it comes straight from
the experiences of all of us in the room.
You’ve worked on some incredible shows like
Archer, BoJack Horseman and Big Mouth. But,
you started in live-action comedy, right?
Everything I wrote on my own was singlecamera live-action, and then my first staff job
was multicam (Mom), which was very different from that. And then after that I went into
animation, and I am so grateful to have it. Of
course, BoJack really changed me as a writer.
I learned so much from the show creator
Raphael Bob-Waksberg. He taught me a lot
about how to be a good boss. On a personal
level, I learned what it means to create a safe
environment when we could talk about deep
dark things. I have always been drawn to both
the sad and the happy in a comedy show, and
nothing did that more than BoJack. I mean,
it could be quite depressing, but very funny
at the same time. It’s about carrying that hu-
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manity in comedy that really stayed with me.
Which shows really made a big impact on you
when you were growing up?
I was very much into Ren & Stimpy growing up,
which I realize translated into Big Mouth and
how fun it is to be gross. I grew up in the age
of a great run of Disney animated movies. As I
got older, Good Will Hunting made me understand that I could write the material that I love
so much. That really changed my perspective
on what kind of writing I wanted to do.
Can you tell us a bit about the visuals of Human Resources? It is definitely in the same
family as Big Mouth.
Yes, it has the same visual style as Big Mouth.
Titmouse does a great job with the animation.
We are always looking for big animation moments. With these creatures, it has been fun to
expand their universe and explore a world that
is not Earth, for example when we go inside the
Department of Magical Thinking. That was a
fun thing to discover and explore the look and
feel of being in outer space. One thing I love
that has been brought into the forefront by Anthony Lioi and the team of artists is the organic
nature of everything in this show. The cars, our
creatures, the buildings — everything has this
organic feeling. I love the bright and colorful
look and it’s a lot of fun to look at.
Do you have any tips for those who want to
write for animation?
I think it’s very important to watch a lot of what
you want to write. Watch TV and movies and
come to understand how it’s done. That’s what
I did. I studied scripts and movies, and that’s
how I found my voice. Keep writing. You need
to write so much to get there, and that’s the fun
of it too. That’s the only way you can find your
own voice, when you get the agglomeration of
all the things you love bonding together and
becoming the thing you end up writing!
Final question for you: What do you hope audiences will get from the new show?
I hope they’ll see the humanity in the show. I
know it’s funny the way Big Mouth is funny — I
hope there’s an added element of appreciating what it means to be human, and the fact
that it is difficult for all of us. Hopefully we all
have these imaginary creatures in our brains
and in our hearts who help us get through
each and every day. ◆
Human Resources premieres on Netflix on
March 18.
www.animationmagazine.net
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Little Kids, Big Visuals
Three of the key creatives behind the new series Big Nate give us the scoop on the innovative new show.
By Ramin Zahed

I

t’s hard to believe that it’s been over 31 years
since cartoonist and author Lincoln Peirce introduced the world to his charming sixth grader
Big Nate and his best friends in his popular comic
strip, which went on to inspire a series of successful books. This year, the precocious 11-year old
and his friends star in their own CG-animated series, which premiered on Paramount+ in February.
The show, which features the voices of Ben Giroux, Dove Cameron, Rob Delaney, Bryce Charles,
Arnie Pantoja and Kevin Michael Richardson,
among others, is executive produced by Mitch
Watson (All Hail King Julien) and John Cohen (The
Angry Birds Movie) and produced by Amy McKenna
(Beware the Batman), with Peirce serving as consultant throughout development and production.
“I have been a huge fan of Lincoln’s work for
years, and when we started to talk about bringing Big Nate to animation, it was clear that it was
very important for him for the property to have a
great animated look,” says Cohen. “Many people
had approached him to develop it into a liveaction property, but he kept saying no, because
these characters were designed for comic strips.
www.animationmagazine.net

‘The show plays just as well to me as it does to my eight-year-old and
four-year-old kids. I hope everyone enjoys it and that they understand
that this was made with a lot of love and passion.’
— Exec producer John Cohen

I mean, you wouldn’t want to make Peanuts into
a live-action show. These characters don’t age.
Nate’s always in sixth grade and we wanted to
honor and respect that and stay true to that cartoon physicality. So, once we talked to [Nickelodeon and Paramount president] Ramsey Naito
and some of our other friends at Nick about
three years ago, they introduced me to Mitch.
We knew we had the perfect home and group of
people to collaborate with on this show.”
Watson says the show had a quick development
period. “I was hired in October of 2019, and the
show was greenlit by that December,” he notes.
“We had our supervising director Jim Mortensen
and art director Dave Skelly, and a couple of other
key people. Then, we had one day of casting, and
then everything got shut down because of the
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pandemic. Overall, we have about 70 people here
in our group at Nickelodeon, and then there’s the
production team at Xentrix Studios in India.”
Watson adds, “I met very few people in person.
Everything has been done remotely. I mean, animation is an extremely collaborative process, so it
has definitely been an interesting experience! We
also have the amazing Sam Koji Hale, who is our
associate art director. I call him our Terry Gilliam,
because he can turn things around two weeks later. He has a stop-motion background, so he shoots
a lot of the stuff in his own studio and then animates it all in After Effects.”
The visual look of the show was conceived
by Watson in partnership with David Skelly “Our
show looks unlike anything I’ve seen before in
an animated series,” says Cohen. “He had the idea
april 22
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piring comic-strip artist in middle school, just like
Nate. I had my own comic strip published in my
local paper in Michigan, so it was very easy for me
to invest myself in this character and this subject!”
Skelly points out that it was important for him
and the rest of the team to create a unique look
for the show. “We were given free rein to do something really special which evoked a sense of nostalgia. That’s why we decided to animate on twos
to add to that stop-motion feeling to the movement of the characters. We looked at a lot of the
classic Rankin-Bass specials for inspiration. We
hope that we’ve achieved something that looks
just a little bit different.”

Mix and Match: Big Nate uses a tactile
approach to CG animation as well as
cut-and-paste 2D segments to visualize
the inner lives of the young characters.

Nostalgic Fun
‘I really wanted to reflect Lincoln Peirce’s original style as well
as evoking a certain sense of nostalgia which I associate with
the Big Nate books.’
— Exec producer Mitch Watson

from the very beginning to do something that had
never been done before. We had all these great
chances to explore mixed media and the different
styles on the show, all of which led to both creative and comedic opportunities for us.”
Watson says he really wanted the show to
reflect the cartoonist’s original style as well as
evoking a certain sense of nostalgia which he
associates with the Big Nate books. “I wanted to
somehow translate that nostalgia into the show
itself,” says the exec producer. “I am a huge fan of
the old Rankin-Bass Christmas stop-motion specials. I was very lucky to find David Skelly, who has
worked on Henson productions and has a great
background in puppetry. Even the tools that they
use and the buttons on their shirts are oversized
on purpose so that they look more like puppets.”
Watson also mentions that he and his team
april 22

played a lot with shadow and lighting as well to
evoke what we usually see in stop-motion projects. “It drives me insane when I see CG-animated
shows that are just really brightly lit. We wanted
to avoid that in our show. We also hired a talented woman named Becky Finn who learned how
to draw like Lincoln. She has been our soldier
throughout the whole process. She does it all in
2D, and then we comp it later.”
The addition of art director Skelly was a big
boon to the series. “Just like Mitch and John, I have
a sincere love and appreciation for Lincoln’s work,”
says Skelly. “I was already a fan of his work long
before I joined the show. On a personal level, I
could really relate to the material, because I was
kind of like Nate in middle school. I thought I was
awesome, despite the fact that everybody else disagreed with me. But joking aside, I was also an as-
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For that same reason, viewers will be hard
pressed to find shots of the classrooms or the
school that look pristine and brightly lit. As
Watson recalls, “They would show me a scene
and I would ask them to make it a little bit
more dirty, so we’d bust out the wall or put
some water stains on the ceiling. We wanted
to show a typical public school. The master
shot of the public school is this beautiful brick
building, but then as the years go on, it gets
crappier and crappier. Just like in real life.”
Cohen, Watson and Skelly are proud of the
fact that they’ve created a show that looks
great and is also quite entertaining. “I find the
show to be genuinely funny,” says Cohen. “The
show plays just as well to me as it does to my
eight-year-old and four-year-old kids. They
laugh constantly through all the episodes, so
I hope everyone enjoys it and that they understand that this was made with a lot of love and
passion by a group of people working remotely
from their homes over the past two years!”
“That’s right!” says Watson. “We were all at home
and this show kept us from losing our minds. We
really wanted to make a very funny show that also
features lots of music and well-known songs from
the ’80s and ’90s. One of the best compliments we
got was from Dove Cameron, who plays Ellen on
Big Nate. She said our show reminded her of the
cartoons she used to watch on Nickelodeon years
ago. I mean, some of those shows were just crazy.
We want to make kids laugh and hope that adults
will want to watch them and that nostalgic element will resonate with them. I have kids myself
and watching some cartoons with them makes me
want to jab my eyes out. I’m always attempting to
make shows that parents will also want to watch
with their kids. I think with Big Nate there’s plenty
for everybody that they are going to really enjoy
watching it together.” ◆
The first eight episodes of Big Nate are available
to stream on Paramount+.
www.animationmagazine.net
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Eight New Shows You Should Catch at MIPTV
While not everyone is going to the MIPTV market in France this spring (April 4-6), lots of hot new animated shows will be
seeking buyers and distributors at the Cannes-based event. Here are some of the toons that caught our attention:

Margot and the Space Robots
Created by: Everybody on Deck
Distributed by: Dandelooo
Format: Half-hour Special
Type of Animation: 2D/Digital
Target Audience: Kids 6-11
Target Audience: When Margot sees a laser beam from outer space land on the water tower in
the middle of the night, she tells herself that she has been dreaming. But two cruel aliens
have landed and want to enslave the population of Aquaville! However, after Margot meets
Gabriel, a robot with the appearance of a human boy, they become friends and decide to
sabotage the aliens’ plan — because nothing is impossible when artificial and human forces
come together!
Stand-Out Qualities: Original design, a new take on friendship, a comedy about a parent becoming a robot and the attraction of the new
digital world. In an increasingly digital world, screens are taking over all activities. In this film Margot’s parents are getting far too absorbed in
the digital world and this helps her realize the importance of “real” friendship.
Exec Quote: Emmanuèle Pétry Sirvin, Partner at Dandelooo, tells us, “We are honored that the very talented producer Everybody on Deck has
chosen Dandelooo as the worldwide distributor for this outstanding original special, which will be on air on France TV for Christmas. It’s a
character-driven animated comedy, offering great entertainment that expresses positive and important messages such as friendship, being
different, understanding feelings and the significant pull and appeal of our new digital world.”
Delivery Date: April 30, 2022
dandelooo.com

Girls of Olympus

Mr. Clayfield

Created by: The Animation Band
Distributed by: Serious Kids
Type of Animation: 2D/CG
Target Audience: Girls 6-9
Synopsis: Three high school girls discover their true identities as
reincarnations of the goddesses Athena, Aphrodite and Artemis.
Embracing their new supernatural talents, they move between
reality and fantasy worlds, fighting mythological creatures and
slamming their school grades. Evading adult suspicions, they go
after Ares, the God of War.
Stand-Out Qualities: An epic serial with strong storytelling
focusing on the power of strong friendships and self-development.
Exec Quote:
Genevieve
Dexter, Founder
and CEO of
Serious Kids,
says, “This is an
epic fantasy
adventure
which is going
gangbusters on
RAI Gulp in its
first two weeks !
We’re going to
let this loose on the world.”
Delivery Date: English version, June 2022
seriouskids.com

www.animationmagazine.net

Created, Produced &
Distributed by: Omens
Studios
Format: 54 x 7’
Type of Animation:
Claymation-style 3D
Target Audience:
Preschool 4-6
Synopsis: Kamal and his
magical friend Mr.
Clayfield go out on
adventures in and
around the town of Molding. Sometimes they are accompanied by Kamal’s
friends Isa, an ambitious prankster, and Ollie, a goofy but loveable farmer’s
son. In a world where nearly everything is made out of clay, Mr Clayfield is
able to change his own shape, as well the shape of things around him and
Kamal likes to use his imagination and take full advantage of his friend’s
unique ability.
Stand-Out Qualities: This preschool buddy show is endearing, playful,
combative, thoughtful and fantastical; the characters act and sound like real
best friends.
Exec Quote: Harry Teper, managing director of Omens Studios London, notes,
“Mr. Clayfield is a fun filled story of friendship and imagination. The adventures that Kamal and Mr. Clayfield go on are energetic and vivid and tell
important stories on looking out for your friends and family dynamics with a
lot of laughter thrown in. We are very much looking forward to introducing
the world of Molding to buyers at the market.”
Delivery Date: Currently in development, Q4 2023
omens-studios.com
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Chefclub Friends
Created & Distributed by: Chefclub
Format: 52 x 11’ (TBC)
Type of Animation: 2D
Target Audience: Kids 5-7
Synopsis: This action-comedy edutainment series follows the adventures
of intrepid kitchen enthusiasts Maurice, Lola, Carlton, Colette, Elvis and the
Kikitos as they set out to discover the world. Their roadmap: A passion for
cooking and a curiosity as big as their appetite! Together they discover the
world through their eyes and their taste buds. In their quest for new
ingredients, flavors and traditional recipes, the Chefclub friends team up
with cooks — and new friends – across the globe.
Stand-Out Qualities: Chefclub Friends is inspired by the hugely popular
Chefclub Kids digital channel with tens of millions followers all over the
world. Like the channel, this series will show kids that cooking is one of the healthiest, most sociable and fun ways to play!
Exec Quote: Marie-Laure Marchand, SVP of global consumer products & business development, explains, “The Chefclub Kids channel was
created to inspire children to cook, become independent and enjoy themselves with their family in the kitchen. Now, with Chefclub Friends, our
young viewers can take their culinary adventures all over the world, following their favorite characters to discover new recipes and cultures!”
Delivery Date: 2023
chefclub.tv/en-us

Interstellar Ella
Created by: Fabrique Fantastique and Apartment 11
Distributed by: Aardman
Format: 52 x 11’
Type of Animation: CGI
Target Audience: Bridge viewing
Synopsis: In the year 3021, on a faraway space station, Ella and her
friends set out on interstellar adventures and discover the wonders of
the universe.
Stand-Out Qualities: Each episode is filled with adventure and comedy
moments, with a strong cast of characters and a relatable female lead.
Exec Quote: Aardman’s director of distribution Alison Taylor says, “With
so many fantastic partners already on board, we are very excited to be
taking Interstellar Ella to MIPTV with the first episode in our pocket,
and cannot wait to see the reaction of our potential buyers when they
see this much-anticipated first episode.”
Delivery Date: Eps. 1-26: Q3 2022; Eps. 27-52: Q4 2022
aardman.com/distribution/interstellar-ella

Zoe & Milo
Produced by: PM SA for France Télévisions
Distributed by: APC Kids
Type of Animation: 2D
Target Audience: 6-9 year olds
Synopsis: The series follows the adventures of best friends and neighbors Zoe
and Milo who travel the world in a plane built and piloted by Alim the
hamster, who also knows everything about the world’s cultures and customs.
Stand-Out Qualities: Each episode focuses on another thrilling adventure and
enriching discovery for the duo, inviting children to learn about cultural
differences from all over the world.
Exec Quote: According to Lionel Marty, managing director of APC Kids, “Zoe &
Milo is not only a fun-filled series of friendship and adventure, but introduces
kids to new countries and cultures they may not have experienced before,
exploring important topics of diversity and inclusivity. We are very much
looking forward to bringing season one to buyers at the market, along with season two currently in production.”
Delivery Date: Season 1 complete; Season 2 is in production to deliver April 2023
aboutpremiumcontent.com
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Strawberry Shortcake: Berry in the Big City
Created, Produced & Distributed by: WildBrain
Format: Season 1 & 2: 80 x 4’; plus 4 x 44’ seasonal specials
Type of Animation: Shorts: 2D, Specials: CG
Target Audience: Kids 3-6
Synopsis: Strawberry Shortcake travels to Big Apple City, where all
the biggest names in baking go to get their break, along with her
cute cat, Custard. She teams up with her new “berry besties” – Orange Blossom, Lime Chiffon, Lemon Meringue and Blueberry Muffin
– as well as their lovable pets. Together, the entrepreneurial girls
run their fabulous food trucks and enjoy daily adventures filled with
laughter and singing as they strive to “bake the world a better place”.
Stand-Out Qualities: Berry in the Big City is produced by WildBrain’s
Vancouver animation studio with renowned showrunner Michael
Vogel, one of the creative forces behind the success of My Little
Pony: Friendship Is Magic and My Little Pony: The Movie. The series is
available in English, French, German, Portuguese and Spanish and is
supported by an extensive marketing and consumer products
campaign, including the first-ever Strawberry Shortcake Roblox
game as well as upcoming toys, books and fan experiences. With the
four premium CG-animated specials (available in 31 languages), kids
and families can gather around to enjoy exciting seasonal stories
about Strawberry Shortcake and her pals.
Exec Quote: Caroline Tyre, VP global sales & rights strategy at
WildBrain, said, “Strawberry
Shortcake has been loved by generations of girls, and now she’s back with a cool new look and
confident, savvy ‘can do’ attitude for today’s kids. Through Strawberry’s entrepreneurial spirit and
her diverse friendship group — our aim is to empower all kids to pursue their dreams. Building on
the fantastic audience response to the show’s first season on Strawberry Shortcake’s YouTube
channel and the brand’s global appeal, we see significant international broadcast potential for the
series and premium specials in all markets.”
Delivery Date: S1 available now; S2 available September 14; specials coming in 2023
wildbrain.com

Ivory Towers
Created by: Stephen Coulter/ Sixteen South Originals
Distributed by: Sixteen South Rights
Format: 52 x 11’
Synopsis: Erin, an energetic four-year-old elephant, loves to visit her Grandpa at Ivory Towers in this joyous new comedy series which celebrates
the special bond between the youngest and the oldest. Grandpa loves telling stories of his escapades, though his memories are starting to fade.
But there are always new ones to be made, and as Erin breathes life into the residents they embark on all sorts of madness and mayhem,
determined to take each day as it comes, live in the moment and make every day as fun and uplifting as possible.
Target Audience: Preschool
Type of animation: 2D
Stand-out Qualities: Joyous and uplifting in all aspects, from its
gorgeous colors and exuberant New Orleans brass band score to
its fun and engaging characters and riotously comic stories, Ivory
Towers encourages children to live in the moment, have gratitude
for people in our lives and celebrate the joy in every day.
Quote from Exec: Colin Williams, Creative Director at Sixteen South tells
us, “With global themes, important messages, comically entertaining
characters and stories plus a huge feelgood factor, Ivory Towers has
enormous worldwide potential. A sense of community is key to all of our
shows because characters really thrive when they’re together. We also
want to show how young kids and old folks have a lot in common and are
really good for each other. Although our elderly residents are in the
sunset of their lives, they are still big kids at heart, wanting to make the
most of every moment and enjoy life to the full – just like preschoolers. Based on a positive psychology that teaches gratitude – and how being grateful is
an action not just a feeling – the show also demonstrates how to make your own fun, be creative and imaginative, and find joy in every situation.”
Website: sixteensouth.tv ◆

www.animationmagazine.net
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A Super
Wish
Come True
Co-creators and exec producers Adrian
Thatcher and Vanessa Esteves give us the
inside scoop on their new Nelvana show.

K

ids love birthdays, so why not anchor a
whole animated show in a magical birthday
dimension? That’s the fun premise of Adrian
Thatcher and Vanessa Esteves’ Super Wish, a new 52
x 11’ series which follows the adventures of a
10-year-old boy who finds himself exploring a different birthday tradition from around the world in
each episode.
“Vanessa and I have been collaborating creatively for 12 years now, and we’ve developed a few
properties in that time — some series that we =decided not to pursue and some that had made it a
certain distance through the development process,”
says animation veteran Thatcher, who has worked
on shows as diverse as Middlemost Post, Kid Cosmic,
Willa’s Wild Life and Bravest Warriors. “One IP in particular that had a story seed attached to it was titled Magic Birthday Hoody. The property itself didn’t
continue, but we always loved that story seed.”
Esteves adds, “That series did not evolve beyond
development, but we loved the story idea and put it
in our back pocket. A year later, we were looking for
a new concept idea that would appeal to as many
kids around the globe as possible. Birthdays rose to
the surface as something that kids could identify
with globally, and that story seed became the foundation for our pitch for Super Wish.”

Diving into the Birthday Cake
Production for the show officially began in September of 2017. More details evolved as Thatcher
and Esteves developed the series (which was originally called Loot Bag). After they fleshed out the
first iteration of the concept, they pitched it to Athena Georgaklis at Nelvana and she optioned it.
Currently, the production team has over 100
people working together at the studio. The project
is animated in Toronto at Nelvana, with the help of
Pipeline Studios in Hamilton, Ontario. “We storyboard, edit animatics and animate every episode
using Toon Boom software such as Storyboard Pro
and Harmony,” says Thatcher. “Our backgrounds
are created in Photoshop. Early development art
for Super Wish was done with good old pencils
and paper, as well as simple sketches in Photoshop. Coming from a traditional layout background, we felt this was paramount in creating
locations designs that have a more elevated and
handcrafted appeal.”
Esteves describes the visual style of the show
as a birthday party come to life. “We wanted the
world to feel magical, exciting and expansive, but
also very familiar as it finds its footing in birthday
items and traditions from around the world,” she
notes. “We were inspired by some of our favorite

movies growing up — The NeverEnding Story, The
Goonies, Alice in Wonderland — films that show kids
as the protagonist out to save the day.”
The creators love the fact that the show’s distinctive characters have emerged from real kids
with genuine “real kid” personalities. As Thatcher
points out, “Our diverse cast is made up of strong
personalities that can be found in almost any
classroom around the world. Our audience will be
able to easily recognize and identify with our entire cast. I also love that the construct of birthdays
has provided us with a truly unique, immersive
and magical world. In what other show can you
see a frosting pixie drop down from a confetti tree
and defend a birthday boy from a glitter breathing,
flying donkey dragon called a Hee-Roar that needs
its tail pinned back on?”
Esteves agrees. “I love that Super Wish shows
regular kids saving the day in a world where they
truly are the heroes, just by being themselves. We
think it will stand out because it empowers kids to
celebrate themselves, and experience that excitement of a birthday every time they tune in!”
“Ultimately, I hope that our audience is entertained,” says Thatcher. “I hope they laugh, I hope
that they’ll get up and dance to some amazing
songs, and I hope that they can’t wait to tune-in to
the next episode. If the connection between our
characters and our audience is as strong as I believe it will be, the hope is that our audience feels
like they are along for the wholesome and awesome adventure as part of the fellowship.”
“Birthdays always bring with them a special
sense of excitement for kids of all ages, and we
hope that by bringing that excitement to life on
screen, our audience can escape into the adventure and feel a sense of pride over just how awesome it is to be a kid,” concludes Esteves. ◆
Super Wish will air on Corus kids channel YTV and
Discovery Kids LatAm in 2022. For more info, visit
nelvana.com/super-wish.
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Opposites Attract
Oscar-nominated Russian director Anton Dyakov discusses his short BoxBallet and his inspirations.
By Ramin Zahed

Y

ears ago, when Anton Dyakov was teaching young school kids, he noticed that
boys often drew soldiers, boxers and
knights and the girls usually opted for princesses and ballerinas. “Many years later, I thought it
would be a good idea to have these characters
meet in an animated short,” he tells us in an
email interview. He finally realized his idea in
the acclaimed animated short BoxBallet, which
is one of five titles nominated for the Best Animated Short Film Academy Award this year.
Dyakov turned to animation after pursuing
a career in advertising for many years. “In
2020, I entered the SHAR studio-school in
Moscow after wanting to get out of the advertising world in which I’d been for quite a long
time — and not without success,” he notes. “But
somehow, I began to feel this sense of futility.
Marketing dictated one thing, while the heart
was drawn to another. So, almost by accident, I
entered an animation directing course, and
that became a turning point for me. That’s
where I found like-minded people and, in
many ways, I ended up finding myself.”
It took the director about a year and a half
to make his hand-drawn short. “I can’t say exactly how many people worked with me on
this short,” he says. “But the most important
thing was that everyone asked to participate
on this work. They were all people who really
cared about the project. For tools, we used our
brains, hands,and mountains of computers, as
well as some tracing paper and pencils!”

Unexpected Love:
Anton Dkyakov’s 2D
short BoxBallet was
produced by the CTB
Film Company and
Melnitsa Animation
Studio.

When asked about audience responses to
his short, which centers on the unusual relationship between a delicate dancer named
Olya and a rough and surly boxer name Evgeny, he says there have been several that have
stayed with him. “After a festival screening in
Suzdal, some girls greeted me with tears in
their eyes,” he responds. “I was not ready for
such a strong reaction.”
He adds, “That same evening, a woman
came up to me and said that her husband was
shy, but wanted to thank me for one detail. He
was a mechanic and he appreciated the correct detail I had included in the engine for this
particular car in the short. My heart skipped a
beat because I recalled that I had not wanted

Anton Dyakov

april 22

31

to draw this engine in detail. But then, I decided to go for an accurate illustration of the engine in case somebody would catch the mistake. Wouldn’t you know it: such a person was
there in the first showing of the short!”
Dyakov mentions that he is a big fan of the
works of auteurs such as Ukrainian filmmaker
David Cherkassky and Russian animators Eduard Nazarov and Lev Atamanov, British animator Alison de Vere and Japanese animator Yōji
Kuri. “I also love Hiroshi Ikeda’s 1969 movie
The Flying Phantom Ship. I am very fond of
such adventures.”

Inner Visions
Now that the director and his short have captured the attention of the world, he hopes to be
able to go back to a creative space once again. “I
have three full-length scripts and several short
films on my desk,” he says. “I have plans to clear
the desk and bring these ideas to life!”
The talented artist is also kind enough to
leave us with some well-earned wisdom:
“There is always a chance to fall under the influence of academicism or the dominant
mainstream style,” he points out. “Sure, this is
normal up to a certain point; perhaps even
necessary. But, still I don’t think it would be
bad to look around and admit the simple
thought that the world is extremely diverse. It
really doesn’t need one more clone of what
has been made many times before. What the
world needs is you and your inner visions.” ◆
www.animationmagazine.net
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Rising Stars of Animation
2022
With so many brilliant people working in the ever-growing world of animation, it’s never an easy task to select the few who
are spotlighted in our annual Rising Stars feature. Consider this a mere sampler of what is happening in the big animation
world out there. We are so completely blown away by the level of talent, expertise and sheer artistry and craftsmanship represented in this year’s selection and proud to be able to shine some light on their unique perspectives and experiences. We
know we’re going to be writing about their shorts, TV shows and movies for many years to come:

Latoya Ravenea
Exec Producer, Rise Up, Sing Out, Disney Junior
Director, The Proud Family: Louder and Prouder, Disney+
Age: 31
Birthplace: Brooklyn, New York
(to St. Lucian parents; I am a St.
Lucian citizen, too!)
School: UCLA [studied Creative
Writing & Fine Arts and then got
my MFA in Animation]
First job in animation: P.A. on
the Disney Junior show Sheriff
Callie’s Wild West. My first art job
was as a revisionist on the Puppy
Dog Pals.
What I love about my job: I love
that as a director and a showrunner, I am able to coordinate all
these different moving parts and
help get a project over the finish
line. Directing feels a lot like one
giant puzzle game and I love the challenge of it. I especially love working
with the storyboard artists and helping them craft impactful shots. When
we are able to create a storyboard sequence that really achieves the emotion, nuance or humor my team and I were going for, it is such an awesome
feeling. But hands down, my favorite part of this job is seeing what I create
resonate with people. When I get to see the audience responding and connecting with the stories I got to tell, that is the best feeling in the world.
Biggest challenge: Time! TV animation is such a fast-paced medium and I
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always feel like the White Rabbit from Alice in Wonderland, just constantly
kind of running late. But actually, though it’s such a big challenge, I kind of
enjoy the limitations of time constraints. I almost feel like it forces you to
make decisions more confidently and to really become an efficient artist
and director.
Animation idols: Bruce Smith of course — it’s still super surreal that I am
working with him! But I also adore the work of Mamoru Hosoda, Jorge R.
Gutierrez, Glen Keane, Hayao Miyazaki, Shinichiro Watanabe, Brad Bird, Genndy Tartakovsky ... Haha, I will stop here because I could go on for a while!
Fave movie growing up: I think Kiki’s Delivery Service was kind of a
life-changing experience for me as a child. I remember being utterly mesmerized by all the magic in it and till this day, there are certain shots I can
imagine as clearly as if I were watching it. I must have forced my parents to
watch it with me easily 20-plus times!
Best career advice: It was, “Your timeline and your path do not have to look
like anybody else’s.” Right out of grad school, I was drowning in student
debt, working in the electronics section of a Target and feeling like a
failure because all of my classmates were getting studio art jobs. I thought
many times, “Maybe the fact that I haven’t managed to get a studio job like
they did means I am not cut out for this.” But I was very fortunate to have
a former teacher tell me this advice then — and I am so grateful I listened
to her.
Future plans: I want to continue to make shows that push the needle
forward. Working on both Rise Up, Sing Out and The Proud Family showed
me what it’s like to tell stories that challenge the usual narrative and that
celebrate BIPOC experiences in a deeply personal way. So, I am definitely
looking to make more content like that — and help other Black and brown
creators tell their stories as well.
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Patrick O’Keefe
Production Designer, Spider-Man: Across the Spider-Verse (Part 1), Sony
Pictures Animation
Age: 37
Birthplace: Toronto
School: Studied illustration at
Sheridan College; film design
at Emily Carr Institute.
First time I knew I wanted to
work in animation: My interest
has always been to tell stories,
and visuals are my strongest
form of communication. I did
not originally set out to work
in animation, but it is where
my path has led me.
Fave cartoons: I grew up
with Looney Tunes and ‘90s
Saturday morning cartoons
like X-Men and Batman. I was raised by The Simpsons: Sunday nights at
8 p.m. were like church. I saw all the Disney movies of the ’90s as they
dropped in, but it was The Nightmare Before Christmas that taught me
that animation could be weird.
Animation heroes: My earliest influences were my older brother and
all the art that was left by my grandmother, who was a painter and
life drawing instructor. Henry Moore, Titian, Dalí and the Dutch Masters were some of my first exposures to the world of art. In my teens,

I became very focused on film and began to discover the work of
cinematographers like Emmanuel Lubezki, Roger Deakins and Conrad
Hall, who are all still major influences.
What I love about my job: The ability to collaborate with so many
talented and interesting people is at the core of my love affair with
this job. I am blessed to work with a team that is so open to sharing
their ideas while also being so accepting of direction on how we can
push our ideas further.
Biggest challenge: The challenge of the sequel is somewhat due
to the success of the first film; we have been emboldened by the
reception of the first film and are pushing ourselves further. It’s both
exciting and terrifying, as creating anything new should be.
Best career advice: Understand and investigate the things that you
find interesting, they are the window to your own creations. Do not
worry about fitting in with your contemporaries. Learn to express
yourself. Be open to collaboration. Your goal is the pursuit of the most
appropriate and effective way to tell a story.
On Spidey fan reactions: They’re so eager to share their connection to
the first film and how it affected them, which is always welcome and
heartwarming to hear. There’s usually a barrage of questions about
Miles Morales and Gwen Stacy, what is Spider-Man 2099’s role? I love
our fans. They are so invested and excited which motivates me and
the team to make sure we give the fans what they deserve.
Future plans: I hope to further pursue my work as an illustrator and
eventually get a chance to direct my own stories when I feel they are
ready to share.

Karissa Valencia
Creator, Spirit Rangers, Netflix
Age: 30
Hometown: San Diego
School: University of San Diego for undergrad
and Syracuse University for grad school
First time I knew I wanted to work in animation:
I originally started out wanting to write children’s books and YA novels, because I assumed
you had to be able to draw to work in animation.
However, as soon as I figured out you don’t have
to, I was all in and there was no turning back!
Fave shows and movies growing up: I loved
Miyazaki films, Sailor Moon, Rocket Power, Hey
Arnold, Avatar: The Last Airbender. I also loved
Beauty and the Beast and made my poor parents
watch that movie a million times a day.
First job in animation: I was lucky enough to
start my career at Nickelodeon. I worked as a
“Nick-tern” for the amazing Talent Development
Department when I first moved to L.A. in 2014.
What I love about my job: For the majority of my
career (and even life outside of work) I’m often
the only Indigenous person in the room. Spirit
Rangers has been the exact opposite experience.
I’m surrounded by the most talented Indigenous
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writers, actors, artists, consultants, composers and more, who I get to
learn from every day and hear their stories.
Biggest challenge: I’m beyond proud of how
we’ve Indigenized our production. Taking the
time to speak with elders, involving language
speakers and culture bearers, or bringing in
authentic instruments and singers are a few
examples of how the team has gone above and
beyond to make Spirit Rangers extra special.
Animation idols: Like many, I really look up to
Hayao Miyazaki. Spirited Away was one of my
favorite movies growing up because it was the
beautiful combination of the modern world with
folklore. I’ve always been fascinated in how
those two come together.
Best career advice: From the time I was a script
coordinator, Chris Nee always told me that my
voice was important. With that encouragement,
I was able to ask myself what types of stories I
really wanted to tell and be true to myself as a
show creator. Now, I’m running a show about a
modern Native American family who believes
their culture is magic. It’s a show I always wished
I had as a kid. To any other aspiring writers out
there, keep being true to yourself!
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Rona Liu
Production Designer, Turning Red, Pixar
Age: 34
Birthplace: NanChang, China
School: Art Center College of Design
First time I knew I wanted to work in animation: I’ve been captivated
by the magic of animation since I first saw The Little Mermaid as a
young girl and would spend weekend mornings pausing each frame and
drawing them. I have always loved
drawing but didn’t know that animation was a career option until I was in
college.
What I love about my job: I’m excited every morning thinking about
the amazing friends at work I get to
collaborate with. While working on
Turning Red, there’d be moments I’d
feel emotional just thinking about
how beautiful and fresh the final film
is going to look. And the end result is
truly fantastic because of how well we

all worked together.
Toughest part of my job: The majority of Turning Red was made with
us working from home. Every person was affected by the pandemic and was juggling something uniquely to them. We worked hard
finding new ways of collaborating and connecting over Zoom. The
thing that benefitted us was the fact that so many of us have worked
together for years, and we had the trust and
bond to get us through this challenge.
Animation role models: Our director, Domee
Shi! I’m in awe of her vision and her boldness.
I cannot wait to see how she inspires a new
generation of filmmakers.
Favorite animations growing up: Sailor Moon,
SpongeBob, all of the Disney Renaissance films.
Turning Red and Ratatouille are two of my favorite Pixar films.
Best career advice: Take all of the portfolio
criteria with a grain of salt and put in the work
that inspires and excites you. Because if you’re
excited, then others will see and feel your
excitement, too.

Juston Gordon-Montgomery
you just hope you can be flexible enough to
navigate it.
Animation influences and idols: Nineties and
early 2000s Disney and Pixar probably had the
biggest influence and impact on me growing
up.
Fave show growing up: Seinfeld.
Best career advice: Bet on yourself!
Future plans: I’ve been fortunate enough to
have a show I pitched get greenlit at Cartoon
Network Studios. It’s something I’ve wanted to
do for a while, and I’ll be writing and showrunning on that for the foreseeable future.

Creator, Untitled New Show, Cartoon Network/HBO Max (details are hush-hush!)
Age: 30
Birthplace: Los Angeles
School: Otis College of Art and Design
First animation job: Production intern at
Film Roman
What I love about my job: The creative
freedom at my current job is particularly
gratifying.
The biggest challenge: I donʼt feel like
any one thing is the ‘biggestʼ challenge.
Everything is challenging to some degree,
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Vanessa Esteves
biggest challenge has been finding ways to connect creatively in a virtual environment. As we
continue to create and produce content remotely,
each new stage of development or production
brings with it the question of, “Well, how do we
accomplish this virtually?” This challenge has
forced us to think outside the box and get even
more creative in our solutions.
Best career advice: Regardless of your age, never
stop answering the question, “What do you want
to be when you grow up?”
Future plans: I will continue to co-showrun
Super Wish as we prepare for the premiere and
to share it with audiences, and I am working on
some additional exciting projects alongside the
talented teams at Nelvana. I also wrote a short
film that is currently in development, and I will
continue to create and develop series pitches
with my creative partner.

Creator/Showrunner/Exec Producer, Super Wish,
Nelvana
Age: 41
Birthplace: Toronto
School: Humber College (Film & TV Production)
Favorite shows & movies growing up: I was a
huge fan of the three coolest females in animation in the ‘80s: Jem, She-Ra and Rainbow Brite.
Fave movies: The Neverending Story and Return of
the Jedi.
Animation heroes: Jennifer Lee and Lauren Faust.
First animation job: I was the design coordinator
on Cyberchase.
What I love about my job: I love that I get to use
my imagination in all aspects of my day. As a kid,
my teachers would tell me to stop daydreaming
and pay attention, and now I daydream for a
living.
Biggest challenge: For the past two years, my

Dale Malinowski
Co-Executive Producer, Transformers: EarthSpark, Nickelodeon
Age: 36
Birthplace: Raised in Reading, Pennsylvania
School: Temple University, 2007
First time I knew I wanted to work in animation: I loved animation
and comics from a very young age. I would trace comic-book covers
and interior splash pages, I would draw characters I loved from the
shows I was obsessed with, and I would staple together drawings of
original characters I created to assemble their stories in DIY comic
books. I knew I wanted to be a storyteller as a kid but I didn’t know
how to convert my fantasy into a career. That path came into focus at
school, so I put in the work and followed opportunities that led me to
animation. Luck and timing played a role in my journey, too!
First animation job: Assistant to three current series executives
at Nickelodeon. I didn’t know what ‘current series’ was before the
interview, and I showed up sporting a black eye from a freak softball
collision — not a good look walking into a children’s entertainment
company. Still, those three executives took a chance and hired me.
They were phenomenal bosses and mentors who taught me everything about animation production. I was vocal about my passion for
writing and they encouraged me to pursue it. After a few years (and
many failed interviews), I landed a job as a script coordinator and
finally made it into a writer’s room. That was on Andy Suriano and
Ant Ward’s Rise of the Teenage Mutant Ninja Turtles, and it was a dream
come true.
Fave animated shows growing up: My favorite animated shows were
the ones whose characters lived in my toy chest: TMNT, The Real
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Ghostbusters, Batman, X-Men, and Transformers, to name a few.
What I love about my job: I love writing for these characters. The
Transformers are beloved, and contributing to their legacy is a
privilege. I smile every time Final Draft auto-fills ‘Optimus Prime’ in
the character field. I also love storyboard launch meetings. That’s the
production milestone where written material begins its transition
into a visual language. Discussions about character, intent, and how
to communicate “what it’s about” are always enlightening because so
many of my co-workers are masters of their craft.
Challenges: The job has
many challenges, but they’re
relative. We spend our days
(and nights and weekends!)
making animation for a kid
audience, so maintaining
perspective makes even
the toughest moments feel
surmountable.
Animation idols: I admire
everyone I’m working with
right now. Many crew members are the most talented
people I’ve never met!
Someday, we will all gather
and be merry — I will probably cry.
Best career advice: You are more important than your work. Take care
of yourself and ask for help when you need it.
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Ernie Rinard
many great artists that each have something
unique and vital to contribute.
Toughest part of the job: It’s always challenging to take an intangible idea like luck and
make it into a concept that we can visualize
— of course seeing this happen has also been
among the most rewarding.
Animation heroes: Walt Disney, Chuck Jones,
Ray Harryhausen, Phil Tippett, Tex Avery,
Eyvind Earle, John Lasseter, Brad Bird, Craig
Mullins, Glen Keane, Stan Lee, Hayao Miyazaki, George Lucas, Chris Miller, Phil Lord, Don
Hertzfeldt.
Best career advice: Do what inspires you. Always bring your sincerest efforts and biggest
contributions to everything you do. If you
have something to say, speak up, have fun,
work hard, and don’t give up!

Art Director, Luck, Skydance Animation
Age: 53
Birthplace: Long Beach, California
School: Art Center College of Design
First job in animation: Spider-Man: The
Animated Series.
Fave animated titles: TV shows: The
Flintstones, Looney Tunes, The Simpsons, The Ren & Stimpy Show, South
Park. Movies: Snow White and the Seven
Dwarfs, Dumbo, The Lion King, Toy Story,
Spirited Away, The Incredibles, Kung Fu
Panda, Coraline, Spider-Man: Into the
Spider-Verse,
What I love about my job: Luck requires
building a world that not only needs
to express the idea of ‘luck’ but have
something to say about what luck really
means. It’s wonderful working with so

Floriane Marchix
Art Director, The Bad Guys, DreamWorks Animation
Age: 37
Birthplace: Nantes, France
School: Studied advertising design at La Joliverie in Nantes, then at
L’École Européenne Supérieure de l’Image at Poitiers, where I studied a
little bit of animation. Becoming quite fascinated with it, I then decided
to try my luck studying Animation at Gobelins, l’École de l’Image.
First time I realized I wanted to work in animation: I’ve always loved
animation, but the process of making it my daily job took quite a
few years to mature. After I realized that advertising (my first love)
wasn’t exactly what I had expected, I knew that animation could be
a very fun alternative offering plenty of possibilities. I pursued this
road and at the end of my studies at Gobelins, I realized that I would
never be as good as some of my classmates and I had way more fun
designing the environments during the development stages of our
projects.
What I love about my job: I love the opportunity to be involved in
every tiny decision. Being able to witness the movie coming together. As an art director, it’s fantastic to be able to work with all those
different teams who are bringing their A-game to the table. It’s a very
humbling experience for sure.
Most challenging aspect of art directing The Bad Guys: It was a pretty
smooth show with a clear direction from the beginning and a lot of trust
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from our director and producers. We were headed into
a direction that the teams at
the studio were not familiar
with. It was a new style with
graphic intrusions, a more
anime rhythm, with a simpler
look at the same time. We
had to “bake” this look and
figure out a lot of issues while
dealing with a tight schedule.
We didn’t have a lot of room
for mistakes.
Animation heroes and favorite
works: Miyazaki and Brad Bird
for their fantastic sense of
storytelling. I loved Sleeping
Beauty, Nicky Larson, Ranma ½
and Tex Avery cartoons. Later on, Princess Mononoke was a huge revelation.
Best career advice: As an art director, the best advice I’ve received was that
it was alright to “not know,” everybody expects your answer in meetings
because it’s our role and it could be stressful. But it’s perfectly fine to let
the teams know that you need a minute to figure it out!
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Woonyoung Jung
Production Designer, The Sea Beast, Netflix
Age: 36
Birthplace: Seoul, South Korea
School: Art Center College of Design
First time I knew I wanted to work in
animation: After watching The Lion King in
a theater.
Fave shows and movies growing up: Aladdin and Dragonball Z.

First job in animation: DreamWorks Animation, as a visdev artist.
What I love about my: I get to create a
world and tell a story through visuals.
My biggest challenge: Having a strong
taste and vision for the project.
Animation idol: Hayao Miyazaki.
Best career advice: Acknowledge people’s
hard work.

Marty Broski
have worked on in my career so far. Despite the
challenges, it has given me the tremendous opportunity to be able to contribute to a show based on
such a well-known franchise with a solid fan base.
There are skills I have learned while working on this
project for two years that I wouldn’t have learned
anywhere else. Working on the series has been huge
in my creative growth.
Biggest challenge: The software is constantly evolving, so it is definitely challenging keeping up with
the latest technology. Every few years, a new and
better software comes out into the animation world.
Just as I’m getting a grasp of one, suddenly there is
another right behind it to learn!
Best career advice: Try and bring a fresh perspective
and focus on working hard and honestly every day.
I have come to understand that skill takes time and
understanding, and nobody should jump over a few
levels at a time. It’s also important to try and keep the
balance between life and work. Be patient with yourself, learn from animators around you, and eventually
you’ll get there.
Future plans: I’d love to work more in adult/young
adult animation, with shows that are more action
based.

Lead Animator, The Cuphead Show!, Lighthouse Studios/Netflix
Age: 29
Place of Birth: Poland
School: BA Hons Animation, IADT Dun
Laoghaire, Ireland
First job in animation: At Animoon in Warsaw, working on Bear Me YouTube series.
I knew I wanted to work in animation when:
The first time that I realized that animation
is a career was when I was 14 and had
just gotten into anime. I remember vividly
pausing the episode and thinking, “Wait, this
is just a sequence of drawings. I could do
that!”
Fave TV shows and movies growing up: The
first animated features that spiked my interest as a child were Mulan and Pocahontas. TV
shows were Sailor Moon and Avatar: The Last
Airbender.
Animation idols: I greatly admire the works
and skills of Spencer Wan, Anita Gaughan
and Ryan Woodward, for the ease and fluidity of their lines.
What I love about my job: The Cuphead
Show! is by far the most complex show I
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Matthew Bordenave
Director, Diabolical episode “Nubian vs Nubian,” Prime Video
Age: My first Game Boy had no backlight and 4 AA batteries years old
Birthplace: Los Angeles, City of Champions
School: Bourassa School of Design
I first knew I wanted to work in animation when: I knew when I
was watching a featurette on Batman: The Animated Series and they
started talking about storyboarding and I thought, “Oh, that’s a job?!” I
knew I just wanted to draw all day, but I just didn’t know how I could
do that as a career until I
saw the Batman animatic.
First job in animation: Ink
and paint artist for Young
Justice season two.
Fave TV shows growing
up: I love Dragon Ball Z,
I would watch that on
KCAL 9 at 6 a.m., then on
Telemundo, then Toonami. Huge fan of Avatar:
The Last Airbender, Justice
League Unlimited, Teen
Titans and Cowboy Bebop.
What I love about my job:
Working with the team
of artists and production
crew on making something that people hopefully enjoy. Waking up
and getting to draw all day is a hard thing to complain about. When

you’re on a good team with great artists and a great production staff,
who don’t get as many shoutouts as they should, it makes the job
really fun and enjoyable.
Biggest challenge: Taking an idea and bringing it to life isn’t easy, so
how do you execute the needs and wants of the director, the writer,
the producers, the showrunners and add the flavor you want into it on
a schedule that isn’t long enough. Schedules make the job challenging and it would be great if they were extended.
Animation idols: Can I say me, because who else is going to say me?
From Phil Bourassa to Tim Divar to Jeremy Polgar to Yoshihiko Umakoshi to Yutaka Nakamura to Toshihiro Kawamoto to Naohiro Shintani.
Most of my friends and colleagues are a great source of inspiration
for me so if I ever commented on your art or sent you a fire emoji, I’m
definitely inspired by what you do and who you are as a person.
Best career advice: Figure out what exactly you want to do in animation then learn everything you can about that job’s position. Once you
have done the learning part, just practice what you need to do for
that position. Show people what you can do and make sure that work
is easily accessible, so post on any platform where you know you can
get some eyes on it.
Future plans: Wake up and make plans, after I hit the snooze button.
I plan on continuing to team up with great people and make stories
that will entertain people for years to come. I also plan on getting
a show made, so if anyone is looking for a new hot show, I got ideas
ready. Maybe open up a school in my neighborhood and teach art
with those great people and have figure drawing classes with a DJ
spinning nothing but ’90s R&B music!

Ruolin Li
Director, Abominable and the Invisible City, DreamWorks Animation
Television
Age: 36
Birthplace: Urumqi, Xinjiang, China
School: Art Center College of Design in Pasadena, Calif.
I knew I wanted to work in animation when: Three terms into art
school when I found out people actually do indeed make a living in
the animation/entertainment industry in general. After graduating
from school, It took me a couple of years of doing concept art for video games to find my true calling, which is to do story for animation.
First animation job: Storyboard revision for the Nickelodeon’s 2012
Teenage Mutant Ninja Turtles series.
What I love about my job: Being able to collaborate from all disciplines of the production, getting direct feedback from the writers,
showrunners and executives, and helping the whole team bring their
vision and voices to life … The process of making the sausage, that’s
what I love.
Most challenging part: Finding the balance between satisfying the
team’s ambition of wanting to tell the richest story with the coolest
visual, and the budget and limitation of the production, such as asset
counts, effect counts, etc.
Animation idols: Glen Keane, Sergio Pablos, Robert Valley, Genndy
Tartakovsky, Eric Goldberg. But truthfully, everyone who contributes
to creating these fantastic worlds, so lived in and so vivid, taking the
most beautiful, unique part of the world and not only recreate it, but
transform it and elevate it into art form, is my hero.
www.animationmagazine.net
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Favorite animated shows & movies growing up: I grew up in China
in the ‘90s, so I didn’t watch too many American cartoons, except Tom
and Jerry. My favorite
American movies were
The Lion King, Iron Giant
and The Prince of Egypt.
There were more Japanese anime back then in
China, and my favorites
are Doraemon, Castle
in the Sky and Cowboy
Bebop.
Best career advice:
Always think a couple of
layers outside the scope
of your job, so you have
a better understanding of how your work
contributes to or affects
the overall production. Being a director, it’s even more crucial to look
ahead of the production pipeline so you know what to pay attention
to in your animatics. I attribute this advice to several mentors in my
career: Aliki Theofilopoulos, Jim Schumann, Jim Mortensen, just to
name a few. So many friends, coworkers, directors, teammates and
bosses over the years have dropped all kinds of wisdom, and I drink
them all up like a giant Slurpee.
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Wip Vernooij
Director, Two Little Toddlers, Submarine/Nuts & Bolts
Age: 38
Hometown: Utrecht, The Netherlands
School: Image & Media Technology at the University of the Arts
Utrecht (HKU); Post-Graduate Diploma in 2D Traditional Character
Animation (LAS) at the University of the Arts London
I knew I wanted to work in animation: As a kid, I was given a flipbook
from a scene in Aladdin and it blew my mind
— one side had the final color image, the
other the cleaned-up pencil frames. I jumped
straight down the rabbit hole after this moment. Animation felt like a natural extension
from the drawing and painting I already was
doing.
Fave TV shows and movies growing up: Jim
Henson and Disney films and series were a
huge part of my youth — The Muppet Show,
DuckTales, Aladdin, The Great Mouse Detective
and Sword in the Stone. I was also a massive
fan of Ren & Stimpy and the Dutch-Japanese
series Alfred J. Kwak.
First animation job: After my internship at
Amsterdam animation studio Lawson &
Whatshisname, I was taken on to work on
a few projects there. I did some cartoony

TVPaint animations for an insurance company and created 2D cut-out
rigs for a commercial with singing bears.
Animation heroes: This industry is brimming with talented people
who I have a great deal of admiration for, including Brad Bird, Hayao
Miyazaki, Genndy Tartakovsky, Masaaki Yuasa, Cordell Barker, Mamoru
Hosoda, Ralph Bakshi, Michael Dudok de Wit, James Baxter, Eric Goldberg, Craig McCracken and Lauren Faust. I could go on and on!
What I love about my new movie: I love the unique
design and look, the voice cast of real kids and
the music. On the face of it, it’s a really colorful
film, but it also packs some genuine heart and real
family moments (inspired by others and my own),
which I find so important for a story for a young
audience. That, and a cheeky talking and singing
animated goat being chased around town...
Biggest challenge: Juggling it all — the tight
schedule, the technical hurdles, finding creative
solutions to unexpected problems, all while still
aiming to create the best possible movie.
Best career advice: Stay curious and try to learn
from people outside your particular discipline —
it helps widen your perspective on film making
and storytelling and improve your own craft. Also,
remember making movies and series is a marathon,
not a sprint.

Ingrid Clemeno
Modeling Supervisor, Sonic Prime, WildBrain/Netflix
Age: 30
Hometown: Calgary, Alberta; moved to British Columbia about 10
years ago
School: Think Tank Training Center
First time I knew I wanted to work in animation: When I was little, I
enjoyed watching behind-the-scenes of how animated movies were
made, 2D and CG. I’ve always enjoyed video games and cartoons, but
never really thought that I could make a career out of it. In Calgary, I
went to university for biological science. While I was there, I just kept
thinking about how cool it would be to work in animation. So, I applied to the Think Tank Training Center in BC, and the rest is history!
Favorite shows and movies growing up: Growing up, I watched a lot
of anime like Sailor Moon and CardCaptors. I was also a really big fan
of Studio Ghibli films, of course.
First job in animation: Modeling PA at Nerd Corps. I was given smaller
props to start, like a party hat. Eventually the props led to building
sets and bigger environments, like forests and cities.
What I love about my job: It’s fun; we get to make cartoons! I enjoy
getting to work with all kinds of talented people and have made
some really good friends. I know how much of an impact shows and
movies made on me when I was younger. I remember when I first
started, our team received some fan mail from kids saying how much
they loved the show. I am very lucky to have a job that I am passion-
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ate about!
Biggest challenge: In
production, things always
come up. You have to be
able to think outside the
box and come up with
different solutions.
Best career advice: Be
your biggest advocate
and to always keep challenging yourself.
Future plans: Modeling
is where my heart is, and
there’s still a lot for me
to learn in CG. I’d like to
deepen my knowledge of
the different departments
in the pipeline, and how
each one works together
to create an amazing
show! Knowing what
happens behind-thescenes can help you troubleshoot problems down the road. It makes
you a better artist!
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Christian Linke
Co-Creator, Arcane, Riot Games/Fortiche/Netflix
Age: 34
Birthplace: Neumünster, Germany
First time I knew I wanted to work in animation: After seeing the early
Disney animated classics.
Favorite animated shows growing up: Dragon Ball Z and Captain
Tsubasa.
Animation idols: John Musker and Ron Clements.
First job in animation: Writing music for video game cinematics.

What I love about my job:
Watching the magic come
together every day.
Toughest part of my job: There
are only so many hours in a
day!
Best career advice: Focus less
on technical fidelity, more on
style. ◆

Alex Yee
Co-Creator, Arcane, Riot Games/Fortiche/Netflix
Age: 38
Birthplace: Akron, Ohio
First time I knew I wanted to work in animation:
The first time I watched anime.
Favorite TV show or movie growing up: Cowboy
Bebop, Ghost in the Shell, Princess Mononoke.
First job in animation: Writing for Arcane.

What I love about my job: Seeing the incredibly
talented artists at Fortiche bring the world to life.
Toughest part of my job: Killing darlings.
Animation idols: Osamu Tezuka, Hayao Miyazaki,
Shinichiro Watanabe.
Future plans: Arcane Season 2.
Best careeer advice: Don’t worry about being
perfect now, focus on being better tomorrow!

CREATE THE
EXTRAORDINARY HERE
Calgary is the place to build your animation or VFX studio.
Our competitive tax incentives, vibrant urban centre and
affordable living, not to mention the abundance of opportunity, is
why Calgary is turning heads globally as one of the best places to
live and work in the film and TV industry.

createincalgary.com
www.animationmagazine.net
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Save the Date!
Nov. 6-9, 2022
The Garland
N. Hollywood, Calif.
Your favorite, in-person animation event of the year will be back featuring the
opening-night awards gala and three days of star-studded
panels and networking parties.

Register now and get $400 off regular ticket prices.

www.animationmagazine.net/summit
april 22
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State of the art
Director Dan Scanlon’s (Onward) expressive
sketches inspired his team at Pixar.

Is This the Golden Age of Creative Feedback?
By Bernard Haux

P

ixar is known as a creative powerhouse, producing one acclaimed movie after another. In
my seven years at Pixar, the studio won six
out of its 14 Academy Awards. It was incredible to
witness. But what is Pixar’s secret sauce?
Many other well-funded studios have an impressive roster of creative luminaries, yet none share
this level of acclaim. While talent and a healthy
budget are absolutely necessary, there’s something
else that I believe is the key to this consistency.
Something rooted in deep respect and understanding of the creative process.
One might assume that many of Pixar’s ideas
were fantastic from the start, yet Pixar’s founder Ed
Catmull states that this is far from the truth: “We
believe that ideas only become great when they
are challenged and tested.” Furthermore, he points
out that he’s met several creative geniuses in his
career but not a single one could fully articulate
what it was that they were striving for when they
started. He puts it this way: “Early on, all of our
movies suck.” It is a time-consuming and laborious
process to get them from “suck to not-suck.”
The process of closing this gap is Pixar’s secret
sauce: A culture that allows fragile concepts to evolve
into a polished product. Efficiently iterating ideas
without letting production constraints suffocate them.
www.animationmagazine.net

‘Creativity has to start somewhere, and we are true believers in
the power of bracing, candid feedback and the iterative process —
reworking, reworking, and reworking again until a flawed story finds
its throughline or a hollow character finds its soul.’
— Ed Catmull, Co-founder of Pixar

The Atomic Unit of Creation

Establishing a Healthy Feedback Culture

To move an idea in the right direction, productive feedback cycles are key. At a company
like Pixar, this applies to everything: Every
story, concept art, character, prop, garment,
background, animation, effect and simulation
has gone through dozens if not thousands of
iterations. Even before a single Pixar frame
ends up on the screen, the studio has conducted tens of thousands of feedback sessions,
effectively improving every detail of every element.
Whether working alone or in a team, identifying weak points, pinpointing opportunities,
and gathering ideas for improvement, will undeniably lead to a higher quality result. Perfecting this iteration process, this “atomic unit
of creation” is what makes all the difference.

The first challenge for any production is to institutionalize a healthy culture that encourages a respectful review and feedback process. Pointing out
what isn’t working is not helpful in itself. A deeper
understanding of the original intention is fundamental, allowing us to provide actionable ideas on
how to improve upon it. Feedback needs to be
goal-oriented, well-formulated, and unambiguous
so that others can understand and leverage it.
Does this become time-consuming and costly?
For sure. But moving forward with an immature
idea will be vastly more expensive. More importantly, frequent reviews are needed to check in on
the health of an idea. If despite the most sincere
efforts, an idea fails to improve, it may be time to
kill your darling. It can feel incredibly slow at times,
but a healthy review process is always the most
efficient path to a successful product.
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State of the art
Finding the Right Fit

Art director Deanna Marsigliese (Luca) realized that
she wanted to work in animation at a very early age.

Art Is Never Finished, Only Abandoned

Navigating a Shifting Landscape

Budgets are the curse and savior for any artist.
Without them, artists would keep iterating until
things are perfect and then some. Production timelines ensure that every puzzle piece is “finaled” and
moved along at some point, ready to join the larger
ensemble.
To get the best results in a given time it’s critical
to optimize the review cycle, so it can happen frequently: Each cycle allows the artist to refocus,
reprioritize, and ultimately deliver the best possible
result. Having the right tools is nothing less than
fundamental in creating a healthy review process.
Tools used for collaborative review keep evolving with the times and circumstances; For visual
reviews, paper notebooks have been swapped for
tablets, pencils to stylus and laser pointers. However, physical proximity was typically viewed as essential up until the pandemic enforced rapid
changes to the game.
Studios had to adapt their existing review process to fit the remote-working circumstances at the
drop of a hat. This shift in priorities coupled with
the ongoing digital revolution has driven studios
to turn towards clever tech solutions, permanently
changing workflows from the inside out.

The revolution of the review process seems to
be here to stay, even for teams who are returning to
the office or considering a hybrid model. Tools
powered by cloud technology are not only capable
of replacing in-person reviews but also augmenting them, making the pipeline more flexible to
fluctuating needs.
Making sure everyone’s voice is heard and understood can become difficult when all communication
is done via calls and emails. This is further exacerbated by the fact that as the pandemic left businesses all over the world scrambling, the tools that many
in the industry tried to use initially were simply not
suited to the task. Sharing huge files via Dropbox or
attempting synchronized playthroughs on Zoom
caused additional time delays and frustration.
“Like most studios over the last year or so, we
had to quickly adjust to a hybrid way of working so
remote review tools have been incredibly useful.
When people have to work at home, or if somebody
is permanently remote, being able to watch the animation together and scrub through it together
was amazing,” says Michael Tucker, Producer at
Double Fine. “Especially now, remote review tools
help keep our team inclusive, regardless of what
the situation is moving forward.”
Writer-director Kemp
Powers (Soul) used
his own personal
experiences to shape
some of the characters
and their world.
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Recognizing that emails, video calls and tools
like Slack are simply not an efficient way to exchange visual feedback is the first step. Finding a
tool that suits the needs of the studio as well as
the artists is no easy feat, and involves a fair
amount of experimentation.
To keep them in their creative flow, tools need to be
intuitive, clearly organized and easy to navigate, enabling true visual communication with synchronized
playthroughs. On the technical side, any tools need to
integrate seamlessly into the existing pipeline.
For many studios, it’s not only the internal review processes that require consideration. External collaboration with artists and clients scattered all over the world is becoming increasingly
common within the industry, and that shift in
trends translates into a need to share files quickly
and securely outside of the premises.

Benefits of Adopting the Right Tool
Tech problems that disrupt the creative workflow cost time and money, often leading to overburdened teams, tightened deadlines and, perhaps
worse of all, subpar results. Reversely, a streamlined review process encourages collaboration in a
way that can truly unlock the creative power of a
team, even bringing back some of the missing
sparks that so easily get lost in a remote setting.
The positive effects of having the right tool for the
job are felt immediately. Not having to wait around
for files to upload, or revisit email chains to filter
through threads upon threads of comments frees up
valuable time for artists to focus on their art.
As Catmull points out, “Creativity has to start
somewhere, and we are true believers in the
power of bracing, candid feedback and the iterative process — reworking, reworking and reworking again until a flawed story finds its throughline or a hollow character finds its soul.”
What we can learn from Pixar is that this creative iteration is a sure-fire recipe for success.
The cloud may have just ushered in the Golden
Age of creative feedback: New, innovative tools
now enable any studio to foster a healthy feedback culture where artists can communicate at
ease — no matter where they are. ◆
Bernhard Haux is the co-founder of SyncSketch, a
real-time visual communication platform, recently
acquired by Unity. With over
25 years in the industry,
Bernhard has contributed to
features such as Up, Toy Story 3, Brave, Monsters University and Inside Out as a character modeler/rigger and
articulation artist, as well as
Emmy-winning VR projects.
www.animationmagazine.net
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One Giant Leap
Director Roland Emmerich and VFX supe Peter Travers take us behind the scenes of their latest epic disaster movie Moonfall.
By Trevor Hogg

D

uring the mid-1960s and early 1970s, the
Moon was the center of space exploration for NASA. Yet in the past couple of
decades, Earth’s closest celestial neighbor has
been ignored for a variety of reasons. However, the
Moon makes a big comeback in German filmmaker
Roland Emmerich’s (Independence Day) latest $140
million epic thriller.
Lionsgate’s new release Moonfall stars Halle
Berry, Paul Walker, John Bradley, Michael Peña and
Donald Sutherland, and reunites Emmerich with
his Midway team — in particular, production designer Kirk Petruccelli, visual effects supervisor
Peter Travers and special effects supervisor Guillaume Murray.
It took Emmerich and his team four years to develop this tale of the Moon falling out of its orbit.
“Moonfall is such a crazy story that we had to give
it some reality, which is always tough,” admits Emmerich, who was inspired by the book Who Built
the Moon? by Christopher Knight and Alan Butler.
“Luckily, we had our visual effects supervisor, Peter
Travers, whom we call ‘The Science Guy’.”
Emmerich says he doesn’t believe in repeating
himself. “Creatively, I’m going to places that I’ve
never been before, and that’s the 2001: A Space
Odyssey aspect. Technically, it was incredibly difficult to shoot this in 61 days under COVID-19.”
He adds it was important to come up with realistic obstacles that the characters have to overcome. “My movies don’t care about being super
realistic but need to have the feeling of believwww.animationmagazine.net

ability. We have two or three dialogue scenes that
are really good. It was a happy accident that I was
allowed to cast John Bradley.”

Staging the Crash
Originally, principal photography was to consist of 74 shooting days, but the costs incurred by
COVID altered that plan. "It's incredible, when you
think about it, that we shot this movie in 61 days.
Mostly we built it onstage because it's always easier and faster,” says the helmer. According to him,
35 sets were constructed on six stages at Grandé

Studios as well as MELS Studios, both in Montreal,
with four to five sets being shot per day.
Adding to the authenticity was an original
space shuttle cockpit brought in from a museum
in Florida. “We had to divide and take things out to
make it usable for all of the weightless scenes,”
states Emmerich. “That was the most complicated
stuff we did in the whole movie.” The director says
compared to previous projects, the majority of atmospherics such as snow flurries were done digitally rather than practically. It took four or five
months to do previs for Moonfall and its 1,700 vi-

‘My movies don’t care about being super
realistic, but they need to have the feeling of
believability.’
— Director Roland Emmerich

Disaster Dynamos: Around 600 artists from Pixomondo, Scanline
VFX, Framestore and DNEG worked on the movie with only assets,
not shots, being shared among the main vendors.
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Putting It Together: The VFX artists at Pixomondo digitally added
the space shuttle Endeavour and various street details to a pivotal
scene.

‘We have a ton of long shots because the scope and
scale are so big. This movie isn’t about quick cuts or
shots. It’s about the scale of this concept.’
— VFX supervisor Peter Travers

sual effects shots.
Around 600 artists from Pixomondo, Scanline
VFX, Framestore and DNEG worked on the project
with only assets, not shots, being shared among
the main vendors. “Montreal is one of the major
hubs for visual effects these days because they
offer these amazing tax rebates,” adds the director.
“I spent one to two hours each morning in Los
Angeles doing visual effects reviews over Zoom
and the internet.”
For VFX supervisor Peter Travers, the project
was a big opportunity to learn more about Earth’s
only natural satellite. As he tells us, “One of the
fortunate things about my job is that for every
movie, I get to dive into something and research
it. This time around, I learned about every aspect
of the Moon. I built an accurate version of the
Moon orbiting the Earth by using the Newtonian
fields in Maya. For the second step, I duplicated
the Moon and started messing with the physics to
see if I could get it to fall.”
In the movie, the lunar collision takes three
weeks to happen. “Fusing with the mass of the
Moon, I was able to get it to hit North America on
exactly the right day.” The simulation informed
certain things such as gravitational fluctuations
and the scale of the Moon for different shots. Travers notes, “The simulation was like a decoder
ring. It was fascinating discovering what the Moon
could do under these conditions. For example:
The orbit is elliptical, so the Moon would get a lot
closer in some areas, shoot farther out and then
april 22

get farther in. You don’t want to shy away from the
physics because the story gains collateral when it
comes to the fright or fear.”
The team used a certain level of restraint with
the camerawork to retain a sense of believability.
In addition, NASA data was utilized to create the
highly detailed Moon asset that could sustain
close-up shots with the same treatment being applied to the space shuttle Endeavour.
“The Endeavour was the biggest asset that we
had to share across the vendors, because it’s the
thing that gets us through the movie,” explains
Travers, who had to produce destruction simulations that were off the charts. “Most of the
heavy-duty Earth simulations were done by Scanline VFX, which is perfectly suited for this type of
thing. Every once in a while when the Moon gets
close to the Earth it supplies 2G gravity sideways.
Even though the gravitational conditions are supernatural, the particles behave properly within
that environment.”
The team used various techniques to recreate
the zero gravity environment. “We used a seesaw
platform — that was nice to get that feel. There is
definitely some wire work. Sometimes we would
do things in CG. There is no one definitive way.
Depending on the shot and action, the method to
get the zero-G effect could be totally different.”

“There is no one better than Roland in utilizing
technology,” he states. “He wrote the book on how
visual effects integrate with films. Roland wanted
us to get going on the previs right away. We did so
much work with angles, looked through the previs
with stunts and special effects and went, ‘How do
we do this shot?’ Some of the shots that don’t necessarily look like the hardest ones can be surprisingly difficult.”
LED panels were primarily used for lighting.
“We had rigged on cranes LED panels and were
constantly configuring them around our spacecraft out the windows. It got challenging because
sometimes there would be dialogue over the
course of a couple of minutes, while outside 10
significant changes or events are going on. We
had to prep ahead of time content that we would
do in Maya that would get fed into the LED panels. Then we would be cueing them almost editorially. In rare instances, you would directly see the
panels in camera.”
Unquestionably, the biggest design challenge
was the Moon, although ... “I can’t reveal what aspect of the Moon!” chuckles Travers. “It’s the best
part of the movie, and it’s so great for a visual effects supervisor. It’s really the wonder of it all.”
Travers points out that the number of visual effects shots is deceptive. “We have a ton of long
shots because the scope and scale are so big. This
movie isn’t about quick cuts or shots. Moonfall is
about the scale of this concept. The Moon is 3,400
kilometers (2,112 miles) wide. If something like
that was right up in the sky, it would take you so
long to absorb looking at it. Sometimes less is
more, but the shots ended up being a lot harder
because there was nowhere to hide!” ◆

What’s the Angle?
Travers points out that the extensive amount of
time spent in creating previs was indispensable.
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Lionsgate’s Moonfall is currently playing in
theaters around the world.
www.animationmagazine.net
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This month, we have the honor of sharing a day in the life of the amazing Mindy Johnson, CalArts teacher, historian and author of the acclaimed books Ink & Paint: The Women of Walt Disney Animation and
Pencils, Pens & Brushes: A Great Girl’s Guide to Disney Animation.

2

1
My days start with a brisk walk
around my neighborhood. Researching/writing are sedentary, so getting
outdoors, along with exercise/yoga
throughout the day, is vital.

Once back, it’s
a short
commute
upstairs to my
office with
breakfast in
hand, and time
for emails,
meetings and
lecture prep.

3
My research/writing continues with work on the collection of
a very early female animator/director I recently discovered.

4

Midday sustenance often lands
somewhere between late morning
to well into the afternoon.

6

I passed my negative
COVID test required for
Academy speakers, yay!

7

I arrive at tonight’s ‘office’
for ‘tech-check’ of The
Adventures of Prince Achmed
at the David Geffen Theater,
then happily sequester
backstage.

8

It’s always a joy introducing the brilliance of
Lotte Reiniger’s animation to new audiences!

5
I’m teaching online this
semester at CalArts, Drexel
University and other
campuses. It’s always a joy
to connect with my
students — even remotely!

9

Back home after a successful event, and at the computer
for some late-night writing! It’s way past my bedtime,
but there’s work to be done. I’m eager to present this
exciting discovery to the world soon, so stay ‘tooned’!
www.animationmagazine.net
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GROUNDBREAKING
A MAJOR MOMENT FOR ANIMATION.”
ACADEMY AWARD
NOMINEE

®

BEST ANIMATED FEATURE
ANNIE AWARD NOMINATIONS
TM

INCLUDING

B E S T F E AT U R E
FROM THE OSCAR ® WINNING HUMANS THAT BROUGHT YOU

THE MOST HONORED ANIMATED FILM OF THE YEAR

FILM.NETFLIXAWARDS.COM

FO R TH E C ELEBR ATI O N O F O RI G I N A LIT Y
“My favorite animated movie this year. ‘The Mitchells vs. The Machines’

REALIZES A BEAUTIFUL BOUNDARY FOR
ANIMATION THAT WE CAN PUSH PAST,
THAT WE CAN EXPLORE, THAT WE CAN LIVE IN.
It’s extremely important. I love this movie.”
GUILLERMO DEL TORO

“LORD AND MILLER

ARE LIGHT-YEARS AHEAD OF THE COMPETITION.”

ACADEMY AWARD
NOMINEE

®

EST ANIMATED FEATURE
BEST
WINNER

WINNER

NEW YORK FILM CRITICS ONLINE

CHICAGO

BEST ANIMATED FILM

BEST ANIMATED FEATURE

BEST ANIMATED FILM

WINNER

WINNER
N E VA DA FI L M C R ITI C S S O CI E T Y

CRITICS ASSOCIATION OF CENTRAL FLORIDA

WINNER

LAS VEGAS FILM CRITICS SOCIETY

BEST ANIMATED FILM

BEST ANIMATED MOVIE

BEST ANIMATED FILM

WINNER

WINNER

WINNER

AT L A N TA F I L M C R I T I C S C I R C L E

S T. L O U I S C R I T I C S A S S O C I AT I O N

BEST ANIMATED FEATURE

BEST ANIMATED FILM

BEST ANIMATED FEATURE

WINNER

WINNER
GEORGIA FILM CRITICS ASSOCIATION

HOUS TON FILM CRITIC S SOCIE T Y

KANSAS CITY FILM CRITICS CIRCLE

ONLINE FILM CRITICS SOCIETY

MUSIC CITY FILM CRITICS ASSOCIATION

BEST ANIMATED FEATURE

BEST ANIMATED FILM

BEST ANIMATED FEATURE

BEST ANIMATED FILM

BEST ANIMATED FEATURE

BEST ANIMATED FILM

WINNER

WINNER

NEW YORK FILM CRITIC S CIRCLE

NORTH CAROLINA FILM CRITICS ASSOCIATION

WASHINGTON DC AREA FILM CRITICS ASSOCIATION

DETROIT FILM CRITICS SOCIETY

WINNER

WINNER

WINNER
INDIE

CRITICS

WINNER

BOSTON ONLINE FILM CRITICS ASSOCIATION

AU S T I N FI L M C R I T I C S A S S O C I AT I O N

WINNER

WINNER

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FEATURE

WINNER

WINNER

OKLAHOMA FILM CRITICS CIRCLE

COLUMBUS FILM CRITICS ASSOCIATION

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FILM

WINNER

WINNER

WINNER

BEST ANIMATED FEATURE

BEST ANIMATED FILM

BEST ANIMATED FILM

WINNER

ONLINE ASSOCIATION OF FEMALE FILM CRITICS

WINNER

FILM

CRITICS

CIRCLE

WINNER

WINNER

WINNER

GREATER WESTERN NEW YORK FILM CRITICS ASSOCIATION

WINNER

WINNER

PHOENIX CRITICS CIRCLE

HAWAII

SOCIETY

SOUTHEASTERN FILM CRITICS ASSOCIATION

DISCUSSING

CRITICS

P H O E N I X FI L M C R I T I C S S O C I E T Y

ALLIANCE OF WOMEN FILM JOURNALISTS

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FILM

BEST ANIMATED FILM

FILM

CRITICS

FILM

BL ACK

PORTLAND CRITICS ASSOCIATION

FROM THE OSCAR ® WINNING HUMANS THAT BROUGHT YOU

THE MOST HONORED ANIMATED FILM OF THE YEAR

SCAN HERE to watch the ﬁlmmakers
of The Mitchells vs. the Machines in
conversation with GUILLERMO DEL TORO.
FILM.NETFLIXAWARDS.COM
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From Early Designs to Final Shots:
Clockwise from top left: Jorge R.
Gutierrez’s initial sketches inspired his
epic series Maya and the Three; the
essentials of the art form are taught in
a Savannah College of Art and Design
class; Mamoru Hosoda’s Belle was one
of the best-reviewed animated features
of 2021; students learn how to make
stop-motion animated shorts in a
Rhode Island School of Design class;
Belle character design art by Jin Kim.
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Guiding Lights
Five innovative animation classes reflect the essentials of the art form and the industry in 2022.
By Ellen Wolff

W

hile pandemic restrictions have impacted undergrad education in many ways, educators at premier animation institutions have
focused on making sure their key classes remain robust. They’ve responded by making the most of remote connections and hybrid
teaching techniques to keep their students inspired.

Digital Tools Class
(Sheridan College)
Canada’s legendary animation college has
evolved dramatically since its founding in
1967. It has grown physically — now occupying three campuses in the province of Ontario
— and technically as well. Sheridan has built
upon its traditional animation reputation by
embracing digital technology to create a Digital Stream curriculum. To that end, students
pursuing a Bachelor of Animation degree will
find themselves in the required “Digital Tools”
class taught by Mario Positano.
A Sheridan graduate himself, Positano has
spent 26 years teaching and serving as a technical mentor on scores of student films. With each
new crop of students, he takes a ‘ground zero’
approach. “I assume they don’t know anything.
Some arrive with brilliant knowledge, while
some struggle as artists taking a technical class.”
“Primarily I teach them Toon Boom Harmony
both for hand-drawn animation and for a basic
introduction to rigged animation. We also do
some Premiere, After Effects,” he notes. Building
on the basics of frame by frame drawn animation, Positano teaches students how to composite their animation with backgrounds and camera moves. “Then they’ll do a similar process
with rigged animation, so they understand how
to apply animation through a pipeline and end
up with a finished scene,” he says.
Positano seeks to make his assignments
fun — like animating dance moves and putting characters in unique settings. “Recently
we did Western characters, which I loved,” says
the enthusiastic professor. He even dressed up
as a cowboy to lighten the mood.
Teaching via Zoom during the pandemic
has challenged his young — and often shy —
undergrads. “Some won’t come on camera,
or speak up, or even turn their cameras on!”
Fortunately, Positano explains, “Sheridan has
a ‘desire to learn’ online platform called Slate,
where they post their works-in-progress. Slate
has a discussion board where they comment
on each other’s work.”
2022

Sheridan professor Mario
Positano wore a fun cowboy
outfit for a class focusing
on animating characters
against a Western setting.

‘It’s interesting that Sheridan has stayed true to its roots in life drawing and
fine draftsmanship. People expect our students to be amazing artists, and
they don’t disappoint.’
— Mario Positano, professor, Faculty of Animation, Arts & Design

who knew Photoshop, and everyone’s hand
went up. Now it’s back to just a handful again.
Some students know Blender instead. It’s interesting that Sheridan has stayed true to its
roots in life drawing and fine draftsmanship.
People expect our students to be amazing artists, and they don’t disappoint.”
sheridancollege.ca
Toon.0: Students learn about the latest digital tools
used in animation studios at Sheridan Collage.

Positano thinks that the online classes necessitated by the pandemic will help prepare
his young students to collaborate in the distributed production models that continue to
evolve. He explains, “When we return to inperson classes, it will be nice to hang onto
what we learned does work.”
Given his extensive tenure teaching Digital
Tools, Positano has a seasoned view of how
imaging technology has evolved. “I find it fascinating that the trends are not consistent.
When I started teaching, few students knew
Photoshop. Then, around six years ago, I’d ask

3

Storytelling in Blender
(School of Visual Arts)
As the digital tools used in the animation
industry continue to evolve, experimental animation teachers like James Bascara find new
ways to bring them into the classroom. “Storytelling in Blender” is now being offered as
an elective at New York City’s School of Visual
Arts, centered on the freely downloadable,
open-source program Blender.
“This is a fundamental course to get students used to the idea of 3D space,” explains
Bascara, a 2011 SVA graduate himself. His interest in Blender mirrors his own journey into
www.animationmagazine.net
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animation, since his SVA degree and professional career have been in illustration. “I’m
an editorial illustrator who’s self-taught in
animation. Once I started making short films, I
got into film festivals and that momentum organically led me to try Blender. I’ve also used
it for illustration gigs as a way of modeling
assets and basic shapes where I wanted dimensional work. I like the idea of having CGI
mixed in with more hand-drawn stuff.”
That mix-and-match attitude is why the “Storytelling in Blender” class was co-created for
the BFA Animation and Computer Art programs.
Describing his eligible students, Bascara says, “I
would welcome sophomores and up. I imagine
if they have experience with Maya, they at least
know the principles of creating images on this
kind of platform. But the interface and nuances
of Blender might be new to them.”
The Blender course work covers building
and animating three-dimensional models and
environments, as well as two-dimensional
drawing, storyboarding, animating in 3D, compositing and video editing.
Bascara believes that many Blender class enrollees will arrive with a desire for world building. “The ability to create their worlds in 3D
space might open up some other possibilities,
and maybe even immerse them further into their
worlds. Blender provides a good space to experiment. I do feel it’s part of the industry skill set
now, and part of the visual language of 3D.”

As Bascara observes more and more illustrators and experimental artists embracing
Blender and importing elements from disparate sources, he expects it will become more
and more of a tool akin to Adobe’s suite. “It’s
a great time for software in animation … and
for art making in general,” he notes. “It’s all
opened now — like Pandora’s box!”
sva.edu

Animation Pre-production
(Ringling College of Art & Design)
If a single word could sum up the educational philosophy of Ringling, that word is, arguably, ‘collaboration.’ Pairs and trios of Ringling
students regularly have been honorees at the
Student Academy Awards, and the school’s curriculum has been specifically designed to foster
creative relationships. A prime example of this
is the class called “Animation Pre-production,”
which is taught to students in the spring semester of their junior year. It’s the class where students form working teams and develop the ideas
for what will become their senior thesis films.
“They actually have to sign up for this preproduction class as a team,” explains Paul

Downs, a 2001 alum of the Sarasota, Florida
college and 10-year faculty veteran. “On the
first day of this class, they bring in four different ideas to pitch to the faculty. It’s a lot
like the industry, where they present several
iterations of a story.”
“As faculty, we’re responsible for helping
them choose a film that they can finish. One of
the unique parts of Ringling is that they must
finish a film that’s approved by the entire faculty in order to graduate,” Downs remarks. “We
put a time limit and a character limit on their
film ideas. Students have giant dreams, but
they quickly realize that they’re responsible
for executing all of them.”
“I tell them I made a lot of mistakes when
I animated at Ringling,” he adds. “So they see
me as a former student.” But he has also animated at Blue Sky Studios, on franchises such
as Ice Age and Rio, and he tries to bring his
real-world experiences to bear. “I want them
to know what to expect from the industry.”
Downs likens Ringling’s faculty critiques to
dailies sessions, and the studio notes that students will handle in their careers. “They get used
to receiving constructive criticism as well as

‘I imagine if they have experience with Maya, they at least know
the principles of creating images on this kind of platform. But the
interface and nuances of Blender might be new to them.’
— James Bascara, Storytelling in Blender professor

Animating in Blender

www.animationmagazine.net

4

2022

Education & Career Guide

BETTER
IS TURNING VISION
INTO REALITY
When creativity is the core of who you
are, your ability to work with a team,
be adaptable, and build networks will
propel your journey and bring your
ideas to life. Your imagination is your own.
It changes your outlook, communicates
your confidence and connects your
passion and purpose to the world.
Better is education that is bold, different
and puts you first. You can learn more at:
animation.sheridancollege.ca
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Top Dog: Ringling student Alexander
Tullo’s Barking Orders won the Silver
Medal for Animation at the Student
Academy Awards.

‘We put a time limit and a character limit on their film ideas.
Students have giant dreams, but they quickly realize that they’re
responsible for executing all of them.’
— Paul Downs, Computer Animation Faculty

learning how to ‘plus’ each other’s work. They can
see how holistically everything works together.”
Ringling’s emphasis on collaboration was
obviously tested by the pandemic restrictions
on in-person classes. But, Downs asserts, “We
didn’t put the brakes on when the pandemic
hit. It was a short pivot to getting machines
to people working from home. Teaching has
been just as direct, because I’m able to draw
remotely on the students’ frames, and they’re
able to record and revisit faculty critiques.
We’ll probably stick with the model of doing
our full faculty critiques over Zoom.”
Whether the students work remotely or
in-person, the ultimate goal of this linchpin
Ringling class remains the same: When they
arrive at senior year, they will be ready to begin production of their films on Day One.
ringling.edu

“The senior degree project course has been
in existence since about 1983,” notes Subotnick, whose own highly personal, experimental animated films have been featured at film
festivals worldwide. Subotnick co-teaches the
full-year course alongside RISD teacher Amy
Kravitz, sharing responsibilities for develop-

ing the syllabus as well as critiques of individual student films.
The “Senior Studio: Animation” course requires that students develop, design, animate,
direct and produce their projects independently.
They receive weekly individual guidance from
instructors, along with two critiques by established professionals from the world animation
community. “There is no pre-production class
for this course,” says Subotnick. “Nor do the students need our approval for their projects.”
Even a cursory glance at past senior projects
reveals a diverse range of themes and techniques

‘Digital technology is integrated with physical media in our
department. There are students who work completely digitally,
but many students mix digital techniques with physical media.’
— Steve Stubotnick, Senior Studio Professor, RISD

Student at RISD

Senior Studio: Animation
(Rhode Island School of Design)
Providence, Rhode Island has long been a
destination for aspiring artists from around
the world, and a key reason is the stellar reputation of its faculty. Notable among them is
animation teacher Steven Subotnick, a 2017
Guggenheim Fellow who began teaching at
RISD in 1994. Subotnick, who’s also taught at
Harvard, has been teaching the “Senior Studio:
Animation” course at RISD since 2010.
www.animationmagazine.net
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— from highly graphic hand animation to full 3D.
“Digital technology is integrated with physical media in our department,” Subotnick explains. “There are students who work completely digitally, but many students mix digital
techniques with physical media.” For example,
he notes, “We’ve remained committed to supporting stop-motion animation.”
The one student/one film approach of this
class still faced challenges during COVID
times. Subotnick recalls, “The school was quite
good about pivoting to remote teaching, and it
worked well. Normally, we take the students to
the Ottawa International Animation Festival in
Canada, but of course we couldn’t do that. Yet
there were some silver linings. For example, we
found that we could invite more guests to speak
to the students because there was no travel involved. And our culmination show at the end of
the year worked very well online, so this year we
intend to have both an in-person and an online
version of the show.”
While RISD is admired for its fine arts reputation, Subotnick notes, “Our graduates work in
many areas of the animation field, including features, TV series, commercials, special effects and
games. Some start their own studios or become
fine artists or teachers. It is important to note
that ours is an undergraduate program, so our
students are still young when they graduate!”
risd.edu

Commentary Through Cartoons
(California Institute of the Arts)

Ann Telnaes at
her computer

‘I discovered in my 2020 class that several students were reading and sharing
so-called news items without verifying where these stories came from. If they find
something through social media, they have to back it up from a legitimate news site.
— Ann Telnaes, Character Animation Faculty

as a designer for Walt Disney Imagineering, and
has animated for studios in Los Angeles, New
York, London and Taiwan.
“In the first class I ask them to get in the habit —
if they’re not doing so already — of reading or listening to the news daily. They can get their news
online, in print, by radio or TV. The only rule is it
should be a legitimate news source — not links
through their social media feeds. I discovered in
my 2020 class that several students were reading and sharing so-called news items without
verifying where these stories came from. If they
find something through social media, they have to
back it up from a legitimate news site.”

Telnaes’ class also includes the history of
American editorial cartoons. “I include images
which would be considered inappropriate today,
which shows that context is important.”
One context that’s notable for Telnaes is the
rise of female students at CalArts — including
10 of her 13 students in 2020. Their standout
cartoons garnered recognition by the Association of American Editorial Cartoonists, and one
was featured in The Boston Globe. Telnaes may
be only the second female cartoonist honored
with a Pulitzer, but with classes like hers, she
likely won’t be the last.
calarts.edu ◆

While the prestigious animation programs at
CalArts are known for honing students’ film production prowess, they also offer some tasty ‘side
dishes’ on the menu of classes. One striking example at CalArts’ Valencia, California campus is
“Commentary Through Cartoons,” taught by the
Pulitzer Prize-winning Washington Post editorial
cartoonist Ann Telnaes.
Telnaes, who graduated from the CalArts
Character Animation program, first taught “Commentary Through Cartoons” in 2020. Her single
semester elective course is open to Character
Animation students at all levels, but Telnaes
also has the discretion to accept students from
other CalArts programs. “I believe there is one
Art major in the class this year,” she notes.
The course requires no prerequisites, and Telnaes is open to having her students create cartoons in the forms of graphic essays or animation, as well as single- or multi-panel drawings.
This openness reflects her own diverse background — Telnaes has used a variety of media in
her work and has published three books. What
makes her attuned to students in CalArts programs is that she also worked for several years
www.animationmagazine.net
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Animation
LCAD’s BFA program in Animation is dedicated to the mastery of fundamental cornerstones of
traditional character animation and storytelling.
Our program’s traditional film disciplines combined with an understanding of the current digital
demands of the animation industry make LCAD students formidable filmmakers and uniquely
creative storytellers.
Now enrolling for Fall 2020.

lcad.edu
2022
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Kick Off Your Animation Career Online!
The Los Angeles Film School’s Online Program Director Kenneth Norman gives us a brief tour!

C

an you tell us a little bit about the animation program at L.A. Film School?
The online Animation Bachelor of Science
Degree consists of three concentrations
focusing on computer-generated imagery
departments within the animation industry for film and games. The concentrations
are Character Animation, Environment and
Character Design, and Visual Effects. The
length of the concentrations is 36 months
long, but each concentration shares the
first 19 months to learn the foundational
knowledge along with the production pipeline used in the animation industry. The second half of the degree takes a deeper dive
into a particular section of the animation
pipeline, allowing students to develop their
skill set in an area they want to focus on.
What makes this program stand out from
other schools?
A couple of unique things about our online
Animation degree are that our staff consists of individuals who have worked in the
animation industry for a minimum of four
years. Our curriculum is designed based
on pipelines used in the industry. The way
our program is designed is another unique
thing about the animation degree. We teach

Art by Mintsnot Asmar

a flipped curriculum at the beginning of
the program with an emphasis on the final
output. We focus on camera, composition,
and render using production assets at the
beginning. The goal is to build confidence,
give students a stronger expectation of
what quality assets should be produced,
and demonstrate that they can create a
high-quality production asset.

tion, Visual Effects for Games and Film, and
Character Creation are among our students’
most popular courses in our animation degree program. Students love creating their
own personal vision for their characters, visual effects, and to be able to bring to life
their own stories in those courses.
What is the best advice you can give
those who are applying to the program?
Your health should always come first. Trying
to learn something new without a healthy lifestyle can significantly impact your concentration and brain. Your body needs food, nourishment, and sleep to absorb things properly.
The key to learning is to communicate
properly and be open-minded. Most students come from a standardized learning
background where they complete a project, accept the grade, and don’t follow up
on what they could have done better. They
should think of college as more of a mentorship and push to understand the relevance behind what they are learning. and
how it aids them in their personal goals.
Find an organizational and time management paradigm that works for you. I’d
suggest setting a particular time and place
to work in your home. Understand you’re not
perfect, and we all slip up. Learn from it and
course correct and rebalance your time.
Remember every school event and
people you meet is an opportunity. Surrounding yourself with people who have
similar interests will keep your motivation,
engagement high and they could be a help
to you after graduation.
Get to know your instructors and faculty,
they are the subject matter experts. The
instructors have worked in the industry and
know the reason behind what you’re learning.
That wisdom will take you further than just
having the knowledge of what the tool does.
Enjoy and embrace the artistic growth
process. Getting feedback sometimes can
be perceived as mentally frustrating or dis-

What are some of the most popular classes at the school?
The Story Driven Animation, Crowd Animawww.animationmagazine.net

Art by Taylor Freeman

couraging. Keep your focus and remember
feedback is to make you a better artist and
get you closer to your goal.
Can you tell us about the school’s career
placement opportunities?
The Los Angeles Film School has a Career
Development department that provides
assistance and resources that support students and graduates as they navigate creating and sustaining a successful career. The
Career Development Department works in
conjunction with students’ education curricula to prepare them with interpersonal and
professional skills, support their vocational
goals, and help to bridge the gap between
academia and the workplace.
What is your take on the employment picture for recent graduates?
I believe the job market is good and our
growing list of graduates are leaving the
school with the skill sets needed to be
successful in an entry-level role in their
field of study. We start aiding our graduates months before graduation to help
them work on the portfolio and the soft
skills needed to apply for a job. We are very
proud of our graduates and their portfolios
and will always support them even after
they leave the school. ❤
For more info, visit lafilm.edu/programs/
animation-online
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Animation Thrives at
Vancouver Film School
Head of School of Animation Colin Giles discusses the
program’s rich one-year diploma programs.

T

he 2D classical and 3D animation
and VFX courses offered at Vancouver Film School have drawn students
from around the world for the past three
decades. The School’s three one-year diploma programs (focusing on Classical Animation, Animation Concept Art, and 3D
Animation & Visual Effects) are led by longtime industry veterans and staffed with a
robust mentorship program of working industry artists across TV, film and games.

“VFS has graduated thousands of artists
over the past 30 years that are now working
and leading the industry around the globe,”
says Colin Giles, Head of VFS’s School of
Animation.
“We have an immersive, productionbased education model. It’s fast paced,
and our one-year intensive diploma programs give students direct training in
their field of choice. We have over 55,000

www.animationmagazine.net

“There is so much content being created and produced that
there is simply more opportunities across a wider spectrum of
the industry for graduates.”
— Colin Giles, Vancouver Film School’s Head of School of Animation

square feet of production space, a wide
scoping industry mentorship program,
a large full-time staff of experienced professionals, and a direct onsite relationship with
Canada’s leading performance capture studio Beyond Capture.
Currently, our 3D Animation &
Visual Effects program is VFS’s
most-popular.”
When asked about offering advice for potential students, Giles
responds. “Show us who you
are as an artist, your likes and
the types of things
that spark inspiration in you. We want
to see your creative
potential and personality first.”
He also points out that VFX
has quite a robust Mentorship
program that allows students to
network directly with working pros and three times a year.
“We offer our Online Animation Showcase in which students
and grads have the opportunity to meet representatives

12

from dozens of animation and VFX studios
across North America,” he points out.”
“Locally here in Vancouver, the animation industry has grown by about 300% in
some cases,” he concludes. “There is so much
content being created and produced that
there is simply more opportunities across a
wider spectrum of the industry for graduates.
The trend in this industry is that animators are
always getting hired, not only in animation but
in video games as well.”❤
To learn more, visit vfs.edu
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Drawn to Artistic Collaboration
Animation Dept. Chair Chris Gallagher offers an overview of SCAD’s prestigious program.
hris Gallagher is chair of the animation department at Savannah College
of Arts and Design (SCAD). When he
began at SCAD in 2017, Gallagher brought
along key industry experience, having worked
as a technical director at Sony Pictures on I
Am Legend, Spider-Man 3, and Surf’s Up, and
at Walt Disney Animation Studios on Moana,
Zootopia, Big Hero 6, Frozen, and Wreck-It
Ralph. He was kind enough to answer a few of
our questions:

C

What makes the SCAD animation program
stand out from other schools?
Chris Gallagher: From the day our students
step on campus, they are learning skills that
are 100-percent transferable to working in a
major studio. Our animation program is fully
aligned with industry expectations, while providing our students with the freedom to articulate their sense of who they are, artistically
and personally.
In 2019, we launched SCAD Animation Studios to make sure that our students are graduating and entering the industry having al-

ready experienced the collaborative working
conditions of a professional animation studio.
With SCAD Animation Studios, we don’t make
quote-unquote student films, we’re making
award-winning professional-level work. SCAD
Animation Studios is the ultimate collaborative experience. It is larger than an individual
course and it elevates students to their true
potential. I’m proud to say that we are the
first full-run university animation studio in the
country.
The SCAD animation program is regarded
globally as best-in-class for preparation in a
growing field that encompasses film, televiwww.animationmagazine.net

thing from illustration to motion media to sequential art to dramatic writing. Honestly, part
of being here is figuring out which lane best
suits you. So, if you’re reading this, and you’re
leaning towards doing it, I affirm your interest:
Apply to SCAD!

sion, interactive media, and video games. Our
SCAD curriculum covers the full animation
pipeline for 2D and 3D animation at both the
undergraduate and graduate levels. Our faculty is diverse, from international backgrounds
that embrace cultural differences in storytelling and embrace our common humanity.
At SCAD, we believe animation is one of
the most incredible things we can experience
as human beings. It’s powerful, intimate, and
playful. At the same time animation is fun,
ever changing, and evolving. There’s no better place to study animation than SCAD.
What are some of the most popular classes
at the university?
None are unpopular! But a few that top the
list are “3D Character Animation: Creatures
and Quadupeds (ANIM 353)”; “2D Animation:
Expressive Character Acting (ANIM 323)”; and
at the graduate level “Character Look Development” (ANIM 715). “Survey of Animation:
Professional Pathways” is a 100-level class,
but I’m pleased at its genuine popularity; students love learning about what’s possible in
terms of animation career options, realizing
they can be an animator, a character FX artist,
a digital modeler, a story and concept artist,
to name a few. Options breed enthusiasm.
What is the best advice you can give those
who are applying to the program?
Develop your portfolio. This is of course not
novel advice. That said, I think some high
school students may feel they don’t have sufficient work yet that applies specifically to
animation, and that that might be an impediment to them being accepted to SCAD. The
fact is, we’re looking for passion and dedication, and a willingness to learn. There are
other majors at SCAD that I consider to be
animation-adjacent, and that means every-

14

What kind of career placement opportunities do you offer students/graduates?
Animation, along with all other programs at
SCAD, has the full support of our dedicated
department called Career and Alumni Success (CAS). CAS is vital to the success of our
students, providing individualized mentorship, guidance, and support from the day of
enrollment through graduation and beyond.
It’s
proved
to be a game
changer
for
our students.
We have alumni working at
the
world’s
biggest studios including
Cartoon Network, Nickelodeon, Pixar,
and Walt Disney Animation
Studios. Every
year we host
SCAD
AnimationFest, a three-day festival with special
screenings, panels with titans of animation,
and special presentations. This event is an
opportunity for students and alumni to engage with industry professionals and explore
the best in animation, digital media, and visual
effects.
What is your take on the employment picture for recent graduates?
Now more than ever our students are getting
signed up in all quadrants of the entertainment industry. Companies from the animation
and game industry are constantly knocking
on my door asking to be introduced to our
sophomores and juniors, already looking to
sign them to contracts when they graduate. ❤
For more info, visit www.scad.edu
2022
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Animate new worlds at SCAD
From animation to gaming, SCAD offers superpowered resources
to level up your creative career. Join SCAD graduates at companies
like Pixar, DreamWorks, Cartoon Network, and more.

99%

alumni employment *

Discover more at scad.edu/animation
* According to a recent study, 99% of Spring 2020 graduates were employed, pursuing further education, or both within 10 months of graduation.
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Designing a Brilliant Career
Hillier College of Architecture and Design offers a comprehensive focus on animation within its Digital Design
Program.
nimation at New Jersey Institute of
Technology is embedded as a part of
the school’s undergraduate Digital Design program in the Hillier College of Architecture and Design. Digital Design students begin
their studies working alongside other Design
majors (Interior Design and Industrial Design)
in the School of Art + Design’s foundation year.
The freshman foundation represents the first
year of a 1-2-1 educational structure.
Once they complete their foundation year
that includes courses in Color and Composition, History of Art + Design, and Communication in Art + Design using both traditional and
digital media, students concentrate on their
professional specialties in their sophomore
and junior years. Digital Designers inside Hillier
College or those who have not yet benefited
from the school’s broad-based Digital Design
education, who wish to focus more deeply in a
single area of interest, can take part in graduate study concentrations offered through four
stand-alone graduate certificates that build on
our core strengths in Digital Design.
Starting in the fall of 2022, fully online graduate certificates are available in Digital Arts,
Animation, Game Design and Interactivity, and
User Interface / User Experience. These 12
credit graduate certificates can be stacked
and combined with graduate level Digital Design studios for students seeking to earn a
30-credit Master of Science in Digital Design
or a terminal 60-credit Master of Fine Arts in
Digital Design.

A

Entering a Vibrant Virtual World

“We are committed to educate Digital Design students to build vibrant virtual worlds
and populate them with interesting characters
reflecting compelling stories through action,
narratives and rich sensory experiences,” says
John Cays, Associate Dean for Academic Affairs and Interim Director of the School of
Art+Design. “Character and Facial Modeling,
Visual Storytelling and Storyboarding and
Imaginary Worlds typically draw DD students
who are interested in the core value we provide.”
According to Cays, at the undergraduate level, the Digital Design program provides a firm
base and carefully constructed set of courses
from which students can explore any number
www.animationmagazine.net

of Digital Design topics and career paths. “We
understand that some students are not exactly
sure which direction they want to choose and
some are very clear about the career path they

Biomechanical CreatureChristian Menendez

want to pursue,” he notes. “We have also found
that some students who enter our design programs, certain about where their interests lie,
change their minds when they are exposed to
a wider set of options that include choices that
they find more engaging and an even better fit.
Many of our design students and graduates
work or have internships performing tasks as
varied as graphic design, visualization, animation, and/or compositing at firms like KWD,
GRAFX Co., SUSPECT vfx+design, Ntropic,
Method Studios, Enscape/Chaos, Katapult
Studio, Krakensoft, Slingo, Zynga, and more.”

The Hillier College faculty is made up of
industry professionals who have the unique
ability to combine theory and practice. “They
are often beta testers for new software, work
in the private sector as well and are often pioneers in ideas and planning for unique studio
work and experiences,” notes Cays. “They are
connected with outside industry professionals
working at the frontiers of design, entertainment and technology. The Hillier faculty are a
dedicated and caring group of educators who
mentor their students to think broadly and to
raise their levels of aspiration to meet today’s
rapidly evolving job market. Those teaching
our Digital Design majors also concentrate
in an array of specialties including advanced
design visualization and computer graphics,
AR/VR/MR/XR and immersive environments,
character design and animation, digital art,
game design, physical computing, robotics,
simulated interior and exterior environments
and user interface.”
The school’s faculty and staff maintain continuing relationships with alumni which helps
current students tremendously with job placement. “When there are jobs to be filled, they
come directly to us because they know how
our students have been taught, the software
they have used and what they are capable
of,” says Cays. “In addition, we host a designcentered gala every spring where current top
performing students and alumni have the opportunity to meet in person, share their needs
and their work and start the process of exploring opportunities for internships and job opportunities.”
Cays also points out that Hillier is the only
comprehensive design school in the New York
Metro Area that is part of a top-tier research
university. “That means that our faculty who
teach in the Hillier College are actively creating and working to add new knowledge in many
design fields,” he says. “Our students directly
benefit from learning in this environment situated at the cutting edge of design and technology. They are challenged each day to contribute to this creative and intellectual community
dedicated to building the future.” ❤
To find out more about the courses and
programs offered at the school, please
visit www.design.njit.edu
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Five Key Ingredients of a Great Education
Pixar animator offers his take on the essential components of higher learning.
By Eddy Okba

E

ddy Okba is
an animator
who is currently working at
Pixar on the studio’s 2023 release.
He has also worked
on
Illumination
films such as The
Lorax, Despicable
Me 2 and 3, Minions, Sing and The
Secret Life of Pets, as well as Spider-Man: Into
the Spider-Verse and The Willoughbys. In this
column, he offers some advice to students and
aspiring artists who would like to pursue a career in animation.

1. Your Work vs. Yourself
We’re putting a lot of ourselves in our craft
and part of what we
make is what we
are, but being a professional means you
have to put aside
your ego and be
open to feedback.
Your work is not you,
don’t be offended
by any critic. I remember I spent
hours drawing an
illustration of a
car, and my teacher
used a permanent
marker to circle and
cross-mark over it. It
was hard to see all
the work I produced
being spoiled in a
few seconds. But it
taught me that my work, despite all the time
and effort I put it on, is not me. Accepting criticism and moving forward from it, it’s actually
what every artist is experiencing every day
(and I drew a better car after that).

2. The Others
Opening yourself up and communicating
with others is a key as a professional. Workwww.animationmagazine.net

ing on an island and being too precious about
your work won’t help you get better. Let people know you and start building a great network. You will benefit from it — not only for
job recommendations, but sharing workflows,
tips and opinions will help you grow just as
well as hard work and passion.

3. Drawing, Why Not?
Despite technology and the new tools to
help the artists, drawing skill is still a very
valuable asset no matter what department
we’re targeting. Getting better at drawing
takes time so today is the best day to start.
You don’t need to be crazy good like Glen Keane, but good enough to express ideas quickly,
draw over screen and share your thoughts.
Practicing gesture drawing or caricature would
also help you to have an “eye,” a good observation of our world for a better understanding

It also allows you to discover fields that you
didn’t expect — and why not, make a career of
it, like I discovered animation by studying art.
But at some point, my advice would be to focus
your time and effort on what you want to do.
The animation world is very specialized with
specific people for each department or competence. As you’re getting closer to graduation or
thinking about applying for work, try to focus
your effort on only a few (if not one) disciplines.
A compilation of all your work at school, from
modeling to compositing, including rigging,
animation and lighting is not ideal. A dedicated
reel and a portfolio would be a great combo.
You’ll get plenty of time to explore and perfect
other subjects (even within a studio).

5. The Journey Begins

Graduation or course completion is actually a starting point; you will learn so much
more working
in the industry
with
professionals.
It’s
okay to not be
the best after
school. Entering the industry is in fact the
most challenging part. Don’t
close any doors
by
targeting
only the major
studios — there
are
amazing
artists everywhere, and you
A Bug’s Life: The car illustration Eddy Okba completed
will learn from
when he was a student taught him a lot about how to
use productive criticism to improve his work.
them throughout your whole
and approach of the visual arts. Most of the career (see point No. 2). It is very hard to start
schools have drawing classes but most of the your career (“You can’t enter the club, because
only members are allowed. How can I become
students drop it when they start their career.
a member?”) but don’t forget that people are
hiring graduates and juniors on potential, not
4. Focus on One Discipline
At school, you touch on different disciplines level. So it’s important to show your personal
and learn the many roles in the animation in- work and let them know that you are motidustry. It’s great to have an overview and be vated. The entrance is narrow, it will be wider
able to understand each part of a production. after the first step. ◆
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ONLINE
3D Training Institute
New York, NY, U.S.A.
3dtraining.com
Phone: (877) 746-4338; (212)
967-7777
Email: info@3dtraining.com

Academy of Animated
Art
Online
academyofanimatedart.com
Phone: (614) 657-6715
Email: headmasters@academyofanimatedart.com

Animation Apprentice
London, U.K.
www.animationapprentice.org
Email: info@animationapprentice.
org
Degrees/Certificates offered:
Online MA in Animation offered in
partnership with Buckingham New
University
Number of students in animation
program: 150
Cost of program: £3,000
Head of animation & admissions:
Alexander Williams
Time of year offered: Quarterly
Application deadline: Various
Equipment available: Students
provide their own hardware.

Animation Mentor
Emeryville, CA, U.S.
www.animationmentor.com
Phone: 1-877-326-4628
Email: admissions@animationmentor.com
Degrees/Certificates offered: We
offer a certificate of completion to
students who complete our 6th Core
Animation Course, Feature Animation Acting & Polish.
Number of students in animation
program: 500
Cost of program: Our six Core
Animation Courses each cost $2,499
USD.
Heads of admissions: Tim Evitt &
Mars Quiroz
Time of year offered: Year-round
Application deadline: Quarterly
application deadlines
Equipment available: Animation
Mentor students learn using our
proprietary online campus, exclusive
feedback tools, and real-world
production pipeline
Notes: While our headquarters are
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in Emeryville, CA, we’re an online
school and teach students from
across the globe. Established in
2005, Animation Mentor is the original, online animation school. Our
students learn directly from working
industry professionals – with more
instructors from major studios than
any other school – and get the oneon-one time they need to prepare for
a successful career in the Animation
Industry. Animation Mentor students
learn using our proprietary online
campus, exclusive feedback tools
and real-world production pipeline.
Animation Mentor has an alumni
community of over 5,000 students
in over 105 countries, now working
in world-class studios like Pixar,
DreamWorks, Industrial Light &
Magic, Laika, Weta and many more.

L i s t i n g s
AnimSchool
Provo, UT
www.animschool.edu
Phone: (801) 765-7677
Email: admissions@animschool.edu
Degrees/Certificates offered:
Accredited Certificates in 3D Animation, 3D Character (modeling and
rigging)
Number of students in animation
program: 400+
Cost of program: ~$11,600
Head of animation: Manuel Bover
Head of admissions: Joshua Little
Time of year offered: Quarterly
(January, April, July, October)
Application deadline: Two weeks
before term begins

CG Master Academy
Animation Resources
Pacoima CA
http://animationresources.org
Phone: (818) 492-4934
Email: sworth@animationresources.org
Education offered: Animation Resources is a 501(c)(3) non-profit arts
organization dedicated to providing
self study material to the worldwide
animation community. If you are a
creative person working in animation, cartooning or illustration, you
owe it to yourself to be a member
of Animation Resources.
Cost of program: $70-$95 membership
Head of animation: Stephen Worth
Head of admissions: Paul Anderson
Time of year offered: All year
Application deadline: None
Equipment available: Every other
month, Animation Resources shares
a new Reference Pack with its
members. They consist of ebooks
packed with high resolution scans,
video downloads of rare animated
films set up for still frame study, as
well as podcasts and documentaries
— all designed to help you become
a better artist.
Notes: About the Collection: The
Animation Archive database of
Animation Resources consists of
biographical information, images
and filmographic data culled from
a variety of sources. In a remarkably
short span of time, the collection
grew to contain over 6,000 digitized
animated films and over 125,000
high-resolution images. These
assets are searchable by keywords,
and all of the data is cross-linked
within the database structure.

(CGMA)
Online Worldwide
cgmasteracademy.com
Email: registration@cgmwonline.com

CG Spectrum
Worldwide
www.cgspectrum.com
Email: hello@cgspectrum.com
Degrees/Certificates offered: 2D
Animation, 3D Animation, Game
Art & Animation, Real-Time 3D
Technical Art & Virtual Production,
3D Modeling, Game Design, Game
Programming, VFX Compositing,
Houdini FX, Concept Art, Digital
Illustration
Number of students in animation
program: 230
Cost of program: $7,999
Head of animation: Scott Claus
Head of admissions: Elena Zavitsanos
Time of year offered: Monthly
intakes
Application deadline: 25th of each
month
Equipment available: Software is
provided by the school. Courses are
100% online so students must have
their own equipment.
Notes: CG Spectrum is an online
animation, VFX, digital painting and
game development school offering
specialized career training and
mentorship from film and game industry professionals. Ranked in The
Rookies Top 50 Best Creative Media
& Entertainment Art Schools in the
World, the school offers beginner to
advanced animation courses. Small
class sizes (four students max) or
1-on-1 private mentorship are available. CG Spectrum is a Toon Boom
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Authorized Training Center, Unreal
Authorized Training Center, Unreal
Academic Partner and a SideFX
Houdini Certified School.

Silver Drawing Academy

Online
www.pluralsight.com
Phone: (801) 784-9007

Los Angeles, CA
www.silverdrawingacademy.com
Email: info@silverdrawingacademy.
com
Degrees/Certificates offered: Character Design
Number of students in animation
program: 400
Cost of program: $29 - $998
Head of animation & admissions:
Stephen Silver
Time of year offered: Year-round
Application deadline: None
Equipment available: Online Learning Platform

School of Journalism

Studio Arts

Michigan State University
East Lansing, MI
https://comartsci.msu.edu/academics/academic-departments/journalism/undergraduate/bachelor-artsdigital-storytelling
Phone: (517) 432-2634
Email: sfox@msu.edu
Degrees/Certificates offered:
Bachelor of Arts in Digital Storytelling - Animation Concentration;
Animation and Comics Storytelling
in Media Minor
Number of students in animation
program: 300
Cost of program: In-state tuition,
full time: $14,914
Head of animation: Professor Stacey
Fox
Head of admissions: Ann Hoffman College of Communication Arts and
Sciences
Time of year offered: Year-round
Including Summer Session
Application deadline: Early Nov. 1,
Regular Feb. 1, Rolling after Feb. 1
Equipment available: All animation
courses are online. Most students
work from their own laptops. Labs
are available on campus with Maya
and Toon Boom software. Digital
Storytelling Majors with animation
concentration have access to sign
out digital filmmaking kits, editing
rooms and Broadcast studios.
Notes: Our focus is on providing students with a well rounded foundation
in animation. All animation courses
are online with each course offered
twice a year. Fall or Spring and every
Summer. 2D Animation, 3D Animation,
Stop-Motion Animation and Scoring
for Moving Pictures are offered for the
animation minor and concentration.
Individual animation courses and the
minor are open to any MSU student
with no prerequisites.

Los Angeles, CA, U.S.
www.studioarts.com
Phone: (323) 227-8776
Fax: (323) 227-8775
Email: admin@studioarts.com
Degrees/Certificates offered: Skills
Mastery Certificates in: Compositing
and Visual Effects, Computer Animation, Digital Illustration, Digital
Set Design, Graphic Design, Virtual
Production, VR/AR
Number of students in animation
program: 300+
Cost of program: Ranges from $400
per class to $7,500 for Skills Mastery
Program
Head of animation: Shish Aikat
Head of admissions: Eric Huelsman
Time of year offered: Four quarters
per year; Winter, Spring, Summer,
Fall
Application deadline: One month
prior to quarter start
Equipment available: Computer
workstations in classrooms All
instruction is online

CGTarian Animation &
VFX Online School
Vilnius, Lithuania
www.cgtarian.com
Email: info@cgtarian.com

Pluralsight

Vertex School
Austin, TX, U.S.
www.vertexschool.com
Email: admissions@vertexschool.
com
Degrees/Certificates offered: Animation Program, Game Art Program
Number of students in animation
program: 10
Cost of program: $6,742
Head of animation: Ryan Kingslien
Head of admissions: Jean-Marc
Verite
Time of year offered: Year-round
Application deadline: Next deadline
is April 25, 2022
Equipment available: Students
should have their own animation
software.
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Notes: All of our programs and
courses are online only. We do not
currently offer an in person location.

beginners and advanced students.
We focus on traditional skills and
their application towards digital mediums. Our motto is “Keep Creating!”

Visual Arts Passage
Online
www.visualartspassage.com
Phone: (323) 366-7053
Email: hello@visualartspassage.
com

UNITED STATES
Academy of Animated
Art
New York, NY
https://academyofanimatedart.com
Email: headmasters@academyofanimatedart.com
Degrees/Certificates offered: Certificate of Advanced Studies in Lighting
Number of students in animation
program: 200
Cost of program: $199-$1,999
Head of animation & admissions:
Jasmine Katatikarn
Time of year offered: Ongoing
Application deadline: Rolling
admission
Equipment available: Student
software licenses available.

Academy of Interactive
Entertainment
Lafayette, LA & Seattle, WA, U.S.A.
aie.edu
Phone: LA: (337) 205-6604; WA:
(206) 428-6350
Fax: LA: (337) 232-0790; WA: (206)
428-6354
Email: lafayette@aie.edu, seattle@
aie.edu

The Animation
Academy
Burbank, CA
www.theanimationacademy.com
Phone: (818) 848-6590
Email: theanimationacademy@
gmail.com
Degrees/Certificates offered: Certification of the completion of each
class. Certification of the completion
of our program, which takes about
a year.
Number of students in animation
program: 75
Cost of program: $495 to enter
Head of animation & admissions:
Charles Zembillas
Time of year offered: Year-round
Application deadline: Monthly
Equipment available: Our classes
are online. Students should be
equipped with traditional drawing
supplies and a digital device with
software appropriate for the course.
Notes: The Animation Academy has
been training artists since 1998
with great success. We specialize in
character design, production design,
intellectual property development
and animation fundamentals. Our
vocational program is excellent for
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Bloomfield College

Bloomfield, NJ
bloomfield.edu
Phone: (973) 748-9000 ext. 1230
Text: 973-874-1313
Email: admissions@bloomfield.edu

The Art Institutes
www.artinstitutes.edu
Campuses Nationwide & Online
Phone: (615) 874-1067; (888)
597-7665
online inquiries (877) 872-8869

Bowie State University
Bowie, MD
bowiestate.edu
Phone: (301) 860-4000 /
1-877-77-BOWIE
Email: webmaster@bowiestate.edu

ArtCenter College of
Design
Pasadena, CA
www.artcenter.edu
Phone: (626) 396-2200
Email: pressoffice@artcenter.edu
Degrees/Certificates offered:
2020-2021: Bachelor of Fine Arts
or Bachelor of Science offered in
11 undergraduate programs. Master
of Fine Arts or Master of Science
offered in seven graduate programs.
Minors offered in Business, Creative
Writing and Social Innovation.
Joint MS/MBA degree offered in
conjunction with Claremont Graduate University’s Drucker School of
Management.
Number of students in animation
program: 296 students (Fall 2020)
Cost of program: Undergraduate
(two term) Tuition: $47,334 per
year; Graduate (two term) Tuition:
$50,024 per year
Head of animation: Marlon Nowe
Head of admissions: Tom Stern aus
Time of year offered: Fall and
Spring
Application deadline: Fall Term:
February 1, Spring Term: October 1
Equipment available: Students will
use most industry standard tools.
Most projects are developed with
Unity or Unreal Engine. Students
use Perforce, Git, Trello and a lot
more tools.
Notes: Entertainment Design has
a priority deadline of February 1
for Fall, and October 1 for Spring.
The Concept and Animation Tracks
admit students in both the Fall and
the Spring. The Game Design Track
admits students in the Fall only.
After the priority deadline passes,
the department will decide whether
or not to continue accepting applications on an ongoing basis. Contact
the Admissions Office and we will
inform you if applications are still
being accepted for a specific term.
Once enrolled, Entertainment Design students take studio classes in
the Fall and Spring terms only. They
may take Humanities and Sciences
classes in Summer term.

The Bakshi School
Silver City, NM
thebakshischool.com
Phone: (575) 534-9291
Email: info@thebakshischool.com

Bowling Green State
University
Bowling Green, OH:
www.bgsu.edu/arts-and-sciences/
school-of-art/undergraduateprograms/digital-arts.html
Phone: (419) 372-2786
Fax: (419) 372-2544
Email: artschool@bgsu.edu
Degrees/Certificates offered: BFA in
Digital Art, BA in Digital Art, MFA in
Digital Art, Minor in Digital Art
Number of students in animation
program: 150-200
Cost of program: Resident tuition for
2021/2022: $12,547.20
Head of animation: Bart Woodstrup
Head of admissions: Rachel Blumer
Time of year offered: Spring/Fall
Application deadline: July 15
Equipment available: Our division has three 20-seat computer
labs: A PC-based 20-core/32GB/
Nvida Quatro p5000 3D animation
lab. A PC-based 18-core/32GB/
Nvidia Quatro k5000 imaging/
illustration lab with 22” 4k Cintiq
tablets at each seat. A Mac-based
12-core/32GB/AMD Duel AMD
FirePro D700 video lab.
We also have a fully-equipped
stop-motion animation studio with
10 iMacs running DragonFrame. The
lab is equipped to teach sand, paint
on glass, puppet, cut paper, object,
pixilation, rotoscoping, hand-drawn,
clay and mixed media animation.
Our software includes the latest
versions of: Autodesk Maya, 3DS
Max, MotionBuilder, ZBrush, Mudbox,
Adobe Creative Suite with Sapphire
Plugins, Corel Painter, Unity 3D,
Processing and Dragonframe stop
motion software.
Students have access to our staffed
Media Center, which provides
professional audio and video recording equipment (DSLR cameras, HD
camcorders, omnidirectional camera
and light kits), large-format printing,
and VR/AR gear.
We also have a Production Studio
equipped with Pro level lighting.
(Flash Packs, LEDs, Soft Box Lighting
and a small infinity Wall.)
Students also have access to our
integrated fabrication studio where
we have a plotter, multiple (6-8) 3D
printers, a CNC router, a CNC plasma
cutter and two Laser cutters.
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Brigham Young
University
Provo, UT
http://designdept.byu.edu
Email: designdepartment@byu.edu
Degrees/Certificates offered: BFA in
Animation, BS in Computer Science
with Animation Emphasis
Number of students in animation
program: 80
Cost of program: https://finserve.
byu.edu/students-parents/tuitionfees-deadlines
Head of animation & admissions:
Sam Nielson
Time of year offered: Fall semester
Application deadline: June 1
Equipment available: Various labs
and classrooms with workstation
grade computers, Wacom Cintiqs
and a variety of 3D and 2D software
for both animation and gaming.

California College of the
Arts
San Francisco & Oakland, CA
cca.edu
Phone: SF (415) 703-9500, Oakland
(510) 594-3600; (800) 447-1ART
Email: info@cca.edu

California Institute of
the Arts
Valencia, CA
http://calarts.edu
Phone: (661) 255-1050
Fax: (661) 253-7710
Email: admissions@calarts.edu
Degrees/Certificates offered: BFA and
Certificate in Character Animation;
BFA, MFA, Certificate and Advanced
Certificate in Experimental Animation
Number of students in animation
program: 165-170
Cost of program: 2021-22 annual
tuition $52,850
Head of animation: Maija Burnett
(Character), Maureen Furniss (Experimental)
Head of admissions: Chevonne
Totten-Garner
Time of year offered: September
through May
Application deadline: Preferred December; Regular - January (see
website)
Equipment available: Equipment
Cage offers a range of film and
digital equipment, from digital cinema
camera rigs to portable digital stopmotion kits to traditional film cameras,
allowing students to shoot on the
school’s various production stages, in
front of a greenscreen, at home or on
location. The Equipment Cage features
digital and film cameras, lighting
kits, portable motion control rigs,
microphones, digital sound recorders,
stereoscopic systems and installation
equipment. School facilities also include 2D and 3D animation computer
labs, stop motion shooting stages,
sound recording studio and mixing
theater, VR/AR lab, installation gallery
space, production sound stages and
post-production edit suites.

California State
University Fullerton
Fullerton, CA
fullerton.edu/arts/art
Phone: (657) 278-2011

California State
University Long Beach
Long Beach, CA
http://csulb.edu
Phone: (562) 985-4376
Email: soyeon.kim@csulb.edu
Degrees/Certificates offered: MFA,
BFA, BA
Number of students in animation
program: 180
Cost of program: $2,871 Undergrad.
$3,588 Grad. per semester (20212022)
Head of animation: Soyeon Kim
Head of admissions: Melissa
Ledesma
Time of year offered: Fall, Spring
Application deadline: November 30
Equipment available: Supporting
both traditional and digital animation and film productions. Computer
Labs equipped with Mac and 22”
Cintiq, running with professional
softwares. Wacom tablets and many
equipment items are available for
student check out, filming stations
with downshooters, DSLR camera,
VR camera & lighting, and sound
recording booth.

California State
University Northridge
Northridge, CA
csun.edu
Phone: (818) 677-1200; (562)9514000
Email: admissions.records@csun.
edu

Cañada College
Redwood City, CA, U.S.A.
canadacollege.edu/digitalartanimation
Phone: (650) 306-3330; (650)
306-3100
Email: naasp@smccd.edu; info@
collegecanada.com

Chapman University
Dodge College of Film and Media
Arts
Orange, CA, U.S.A.
chapman.edu/dodge
Phone: (714) 997-6885
Email: dodgecollege@chapman.edu

Clemson University
Digital Production Arts
Clemson, SC
clemson.edu/dpa
Phone: (864) 656-5577; (864)
656-3311
Email: dpa@clemson.edu
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Cleveland Institute of
Art
Cleveland, OH
cia.edu
Phone: (216) 421-7000; (216)
421-7418

College of DuPage
Glen Ellyn, IL
cod.edu
Phone: (630) 942-2800; (630)
942-3000
Email: campuscentral@cod.edu

Columbia College
Interactive Arts & Media
Chicago, IL
iam.colum.edu
Phone: (312) 369-7750; (312)
369-1000
Email: admissions@colum.edu

Columbus College of
Art & Design
Columbus, OH
ccad.edu
Phone: (614) 224-9101
Email: admissions@ccad.edu

Daemen College
Amherst, NY www.daemen.edu/
academics/areas-study/visual-andperforming-arts/animation-bfa
Phone: (800) 462-7652
Fax: (716) 839-8229
Email: admissions@daemen.edu
Degrees/Certificates offered: BFA in
Animation; VFX Certificate
Number of students in animation
program: 80
Cost of program: $30,360 annual
tuition
Head of animation: Mike Jones
Head of admissions: Austin Brass
Time of year offered: Fall for first
year students, Fall/Spring for transfer students
Application deadline: Rolling
admission
Equipment available: Three stateof-the-art animation labs running
Maya, Harmony, Storyboard Pro, etc.
All lab workstations have 16” Cintiqs.
The senior lab has nine workstations
with 22” Cintiqs. Traditional animation desks 2D lab. Plus a greenscreen
room, sound lab, stop-motion lab.
Notes: A number of our graduates
are working for major animation studios throughout the United States.

Number of students in animation
program: 120
Cost of program: 35,000
Head of animation: Seth Lickiss
Head of admissions: Suzanne Rivera
Time of year offered: Year-round
Application deadline: Rolling application
Equipment available: We teach software from The Foundry, Autodesk,
Maxon and Epic Games who provide
software for the film & game industries. We also offer access to Adobe,
Real Flow, PFTrack and Deadline.
The DAVE School houses a variety
of hardware technologies that are
available to all of our students. We
offer workstations to a render farm
with nearly 4.0THz worth of processing power via nearly 1100 CPU
Cores and 3.1 TB of RAM. We are
constantly adding new technologies
and keeping up with industry trends,
enabling us to offer our students
access to tools that are used in
the industry. Some of the tools
available to our students include:
RED Scarlet, 3D Print Lab (five 3D
printers), large-scale render farm,
Motion Capture Studio (10-camera
Vicon motion-capture system — the
same type of system used in all the
big Hollywood visual effects films,
as well as AAA game titles for Xbox,
PS4 and PS5).

Delaware College of Art
and Design
Wilmington, DE
http://dcad.edu
Phone: (302) 622-8000
Fax: (302) 622-8870
Email: tsare@dcad.edu
Degrees/Certificates offered: AFA
(Associates): Animation, Graphic
Design, Illustration, Photography,
Fine Arts
Number of students in animation
program: 20
Cost of program: $25,770 annually
Head of animation: Tad Sare
Head of admissions: Randle Reed
Time of year offered: Fall
Application deadline: Rolling
Equipment available: MAC Labs,
Adobe Suite, Maya, Wacom, Tablets,
etc.

DePaul University
College of Computing and Digital
Media
Chicago, IL
www.cdm.depaul.edu
Phone: (312) 362-8381; (312)
362-83003
Email: admission@cdm.depaul.edu

The DAVE School
Orlando, FL
https://dave.nuc.edu
Phone: (407) 385-1100
Email: marketingdave@daveschool.
com
Degrees/Certificates offered: Visual
Effects Diploma, Visual Effects Bachelor’s Degree, Game Production Diploma, Game Production Bachelor’s
Degree, Motion Graphics Bachelor’s
Degree
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DigiPen Institute of
Technology
Redmond, WA
digipen.edu
Phone: (866) 478-5236
Fax: (425) 588-0378
Email: outreach@digipen.edu

Drexel University
Philadelphia, PA
drexel.edu
Phone: (215) 895-2400 /
1-800-2-DREXEL
Email: enroll@drexel.edu

East Los Angeles
College
Monterey Park, CA
elac.edu
Phone: (323) 265-8650

Edinboro University
Edinboro, PA
www.edinboro.edu
Phone: (814) 732-2000
Email: mgenz@edinboro.edu

Elite Animation
Academy
Orlando, FL
http://eliteanimationacademy.com
Phone: (407) 459-7959
Email: twest@eliteanimationacademy.com
Education offered: Job training skills
Number of students in animation
program: 300
Cost of program: $425 to $1,250
Head of animation: Gladys West
Head of admissions:
Todd West
Time of year offered: Year-round
Application deadline: None
Equipment available: Adobe Suite
Notes: Former Disney animators
instructing students ages eight to
17 and adults.

Fashion Institute of
Technology
New York, NY
fitnyc.edu
Phone: (212) 217-7999
Email: terry_blum@ftnyc.edu

Ferris State University
Big Rapids, MI
www.ferris.edu/business/digitalanimation-game-design
Phone: (231) 591-2420
Email: COB@ferris.edu
Degrees/Certificates offered:
Bachelors of Applied Science in
Digital Animation and Game Design,
Bachelors of Television and Digital
Media Production, Bachelor of
Digital Media Software Engineering,
Bachelor in E-Sports (Fall 2022)
Number of students in animation
program: 300
Cost of program: $12,740 per year
($455 per credit hour)
Head of animation: Mel Danes
Head of admissions: Angela Buy
Time of year offered: Fall, Winter,
Spring
Application deadline: Rolling
Equipment available: Seven
computer labs over two campuses
(Grand Rapids and Big Rapids), VR
studio, broadcast-quality TV studio
Notes: We will be moving to the
brand new Center for Virtual Learning (CVL) for the Fall 2023 semester.
With next-gen classrooms and labs,
an advanced Cyber Competition
Center, and cutting-edge esports
arena, the CVL will put you at the
center of a new era of education.

Emile Cohl Atelier
Los Angeles, CA
www.cohl.com
Phone: (323) 315-2323
Email: contact@cohl.art
Degrees/Certificates offered:
Certificate in Storyboard, Design
Certificate in Background Design
Number of students in animation
program: 60
Cost of program: Free!
Time of year offered: Spring & Fall
Application deadline: June 30 and
December 31
Equipment available: All licenses
are provided to each enrolled
student.
Notes: Emile Cohl Atelier is a social
impact video game design and animation educational institution. ECA
was founded in 2019 as a nonprofit
in collaboration with Ecole Emile
Cohl, a prestigious award-winning
French institution established in
1984. ECA allocates merit-based
scholarships to selected students
admitted to its inclusive and
rigorous program. In support of
intellectual breadth, Emile Cohl
Atelier provides technical and softskills training as well as inroads
to some of the fastest-growing
creative industries in Los Angeles
and worldwide.
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Animation Guild and Local 800
Art Directors Guild. For samples
of classroom demos please visit
YouTube (Phils Design Corner &
Fullerton College Digital Arts). Also,
free Friday gesture drawing group
with Entertainment Arts Student
League (EASL).

Forsyth Technical
Community College
Winston-Salem, NC
forsythtech.edu
Phone: (336) 723-0371

Fullerton College
Fullerton, CA
www.fullcoll.edu
Phone: (714) 992-7261
Email: pdimitriadis@fullcoll.edu
Degrees/Certificates offered: Entertainment Arts, Storyboarding, 3D
Animation, 3D Modeling & Texture,
3D CGI Generalist, Illustration
Number of students in animation
program: 700
Cost of program: $150 class /
$1,000 to $2,250 depending upon
certificate
Heads of animation: Phil Dimitriadis
& Frank Guthrie
Head of admissions: Rena Martinez
Stluka
Time of year offered: Fall/Spring/
Summer Session/Workshops
Application deadline: One month
before every semester
Equipment available: Digital Art
Lab: Mac & PC, 3D printers, Cintiqs,
photo equipment
Notes: Industry based instructors
with 60+ years of professional
experience. Members of Local 839

Full Sail University
Winter Park, FL, U.S.A. / Online
www.fullsail.edu
Phone: (407) 679-6333
Email: admissions@fullsail.com

Gnomon
Los Angeles, CA
gnomon.edu
Phone: (323) 466-6663
Email: admissions@gnomon.edu

Grossmont College
Digital Art Program
El Cajon, CA
grossmont.edu
Phone: (619) 644-7000

The Guildhall at
Southern Methodist
University
Plano, TX
smu.edu/guildhall
Phone: (214) 768-4278

Hampshire College
Amherst, MA
www.hampshire.edu/areas-ofstudy/animation-and-digital-art
Phone: (413) 559-5471
Email: admissions@hampshire.edu
Degrees/Certificates offered: Bachelor of Arts Degree (BA)
Number of students in animation
program: 32
Cost of program: $30,080 avg.
after aid
Head of animation: Christopher
Perry
Head of admissions: Eric Vettese
Time of year offered: Spring & Fall
Application deadline: www.
hampshire.edu/admissions/firstyear-students
Equipment available: Adele Simmons
Hall (ASH) - ASH 126: Computers: 17 Mac
Pros, Three 24” iMacs. Computers have
either 24” HD monitors OR 7” 1280x1024
LCDs. Software: Maya 2022, complete
Adobe Creative Cloud suite, Arnold, RenderMan, Nuke, Praat, Blender, Unity and Unreal
Engine. Access: General public, CS Students
have priority. Open lab hours 4-11 p.m.
every weekday, 12-11 p.m. on weekends.
ASH 125 (The “ndrome”): Computers: Four
24” iMacs, five Mac Pros and a quad-core
custom-built PC running Ubuntu. All
have 8GB of RAM except the iMac. One
of the Mac Pros has a 30” Cinema display,
two have a 22” Cintiq; the rest have HD
LCDs. Software: Designed primarily for
animation purposes, may include: Maya
2022, complete Adobe Creative Cloud
suite, Arnold Render, Nuke, Praat, Blender,
Unity and Unreal Engine. Access: During
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building hours, this room is open for use
by the general public, with priority given to
animation interns.
ASH ERP: Lab Computers: Four 24”
iMacs, five or six Dell desktops. Software:
Windows XP, Eprime, SuperLab, Office, other
ERP-specific software. Access: Cognitive
Science ERP Students.
Full Campus-Wide list here: www.hampshire.edu/it/labs-on-campus.
Notes: At Hampshire, students will: Actively
grapple with pressing questions and issues
starting in their first semester. Explore and
innovate freely across multiple methods
and practices and all fields of knowledge:
the arts, sciences, technology, social/
political inquiry and humanities. Develop
lifelong skills central to a liberal arts education: creative problem-solving, applied
critical thinking, entrepreneurialism and
agility for dealing with complexity and uncertainty. Integrate learning in and out of
the classroom through courses, workshops,
independent study, field study, community
learning, study abroad, internships, cocurricular activities and more.
Self-Designed Curriculum: No schools or
departments. No majors. Areas of study at
Hampshire are as broad as the imagination.
A student’s job when they get here isn’t
to declare a major, it’s to discover their
mission. Students choose faculty advisors
who support them in designing a custom
curriculum in pursuit of big questions,
challenges, or issues of the student’s
interest. Graduates emerge from Hampshire prepared to engage with complex
contemporary issues including the skills to
transition to multiple careers.
Divisional Structure: No freshman, sopho-

MEDIA STUDIES

mores, juniors or seniors. Students advance
through a divisional structure rather than
academic ranks. Each of the three divisions
requires a portfolio review, including narrative feedback from all courses, final papers
or projects, community-engaged learning,
other meaningful work, and a retrospective.
Hampshire careers are capped off by a
year-long thesis-like Division III project of
the student’s own design.
Narrative Evaluations: No grades.
Hampshire does not believe grades are
an accurate or effective measurement of
capacity, competency or progress. Instead,
students are evaluated through robust narrative feedback and evaluations provided
by peers and faculty members.

Laguna College of Art +
Design
Laguna Beach, CA
www.lcad.edu
Phone: (949) 376-6000
Email: cbrown@lcad.edu
Degrees/Certificates offered:
Bachelor of Fine Arts (BFA): Animation, Drawing + Painting, Drawing +
Painting with Illustration Emphasis,
Drawing + Painting with Sculpture
Emphasis, Entertainment Design,
Experimental Animation, Game Art,
Graphic Design + Digital Media,
Graphic Design + Digital Media with
Action Sports Emphasis, Graphic
Design + Digital Media with Illustration Emphasis, Illustration.
Number of students in animation
program: 190
Cost of program: $34,600/year

FASHION DESIGN

FILMMAKING

Head of animation: Dan Boulos
Head of admissions: Christopher
Brown
Time of year offered: Fall and
Spring
Application deadline: Rolling
Equipment available: State of the
art labs, software and equipment
Notes: Create convincing, featurequality animation of original characters that allows personality and
emotion to dictate unique acting
choices, expressions and movement.
Pitch stories clearly and succinctly,
showing an understanding of structure and character and the ability to
elevate the material by incorporating group critique. Demonstrate
effective communication skills
necessary for collaboration in group
productions. Demonstrate competence in filmmaking disciplines such
as directing, screenwriting, editing,
sound design and cinematography.
Character Design & Storyboarding
for Limited Animation | 2D Digital
Puppetry & 2D Paperless Animation
| Show Design & Series Design |
3D Modeling and Animation | StopMotion | New Media Authorship

Lansing Community
College
Lansing, MI
lcc.edu
Phone: (517) 483-1957; (800)
644-4522
Email: LCC-Recruitment@lcc.edu

GAME ART & DESIGN

Lesley University
Cambridge, MA
lesley.edu/animation
Phone: (617) 868-9600
Email: admissions@lesley.edu

Living Arts College
Raleigh, NC
livingartscreativity.com
Phone: (919) 488-8504; (919)
488-8500
Email: school@living-arts-college.edu

Los Angeles Academy of
Figurative Art
Van Nuys, CA
www.laafa.edu
Phone: (818) 708-9232
Email: contactus@laafa.edu
Degrees/Certificates offered: Bachelor of Entertainment Art, Bachelor
of Fine Arts, Certificate of Entertainment Art, Certificate of Fine Arts,
Diploma Fine Art Fundamentals
(Undergraduate), Diploma-1 year:
Drawing (Undergraduate)
Cost of program: $31,000 per year
Head of animation: Pete Michels
Time of year offered: Fall
Application deadline: Rolling
admissions
Equipment available: Students are
required to purchase their own
computers. Selected software is included in tuition. Student discounts
are available.

GRAPHIC DESIGN

The Los Angeles Film
School
Hollywood, CA
www.lafilm.edu
Phone: (323) 860-0789
Email: info@lafilm.edu
Degrees/Certificates offered: Campus: Associate of Science in Audio
Production, Associate of Science in
Film, Associate of Science in Music
Production, Bachelor of Science in
Animation and Visual Effects, Bachelor of Science in Audio Production,
Bachelor of Science in Entertainment Business, Bachelor of Science
in Film Production.
Online: Associate of Science in Audio Production Online, Associate of
Science in Music Production Online,
Bachelor of Science in Animation
Online, Bachelor of Science in Audio
Production Online, Bachelor of Science in Digital Filmmaking Online,
Bachelor of Science in Entertainment Business Online, Bachelor of
Science in Graphic Design Online,
Bachelor of Science in Media Communications Online, Bachelor of
Science in Music Production Online,
Bachelor of Science in Writing for
Film and Television Online.
Number of students in animation
program: 500+ between Campus
and Online
Cost of program: Campus:
$88,944.50; Online: $64,900
Head of animation: Campus: Joffrey
Black; Online: Ken Norman

ANIMATION

PSYCHOLOGY

SOME DREAM. OTHERS DO.

YOUR FUTURE
IN MOTION
AT WOODBURY

woodbury.edu/animation
Judy
| Chair,
Animation | 818.252.5186 | judy.kriger@woodbury.edu
(818)Kriger
252-5186
| judy.kriger@woodbury.edu
NASAD | National Association of Schools of Art and Design
WSCUC | Senior College and University Commission (formerly WASC)
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At Woodbury University’s School of Media,
Culture & Design, we believe you can do both.
Our Animation program prepares students for
success in the animation and visual effects
world and gives them the skills, confidence,
and connections they need to thrive.
About the Bachelor of Fine Arts
(STEM-designated) | BFA
• Consistently ranked among the top 20
programs on the West Coast by Animation
Career Review
• Our students learn from accomplished
industry expert faculty around the corner
from the world’s top animation and visual
effects studios
• Our mandatory industry-related internship
program means real work experience
before graduation
• Our alumni work for studios like Netflix
Animation, Walt Disney Animation, Cartoon
Network, DreamWorks, Nickelodeon, and
Sony Pictures Imageworks
Apply today and take the first step to the
career of your dreams.

www.animationmagazine.net
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Head of admissions: Ernesta
Mensah
Time of year offered: Monthly
Application deadline: Year-round
open enrollment
Equipment available: Animators
rely on high-performing gear and
software to bring their creations to
life. As an animation student, the
TechKit® becomes your fully-armed
battle station to design out-of-thisworld VFX and animations for film,
TV and video games. The Animation
TechKit® includes your own MSI
GE76 Raider laptop with Unreal
Engine, Python, Autodesk Maya,
Pixologic ZBrush and Nuke. You
will also receive the entire Adobe
Creative Suite, as well as a Wacom
16 Cintiq, Stealth Trooper backpack,
gaming mouse and headset.

Loyola Marymount
University
Los Angeles, CA
sftv.lmu.edu
Phone: (310) 338-2700
Email: sftv_info@lmu.edu

Lynn University
www.lynn.edu
Phone: (561) 237-7000
Email: admissions@lynn.edu

Middle Tennessee State
University
Murfreesboro, TN
www.mtsu.edu/programs/animation
Phone: (615) 898-5196
Fax: (615) 494-8694
Email: Kevin.McNulty@mtsu.edu
Degrees/Certificates offered: B.S. in
Animation; B.S. in Video and Film
Production, concentration in Motion
Design
Number of students in animation
program: 230
Cost of program: $9,472 instate/$29,144 out-of-state for academic year tuition; in-state tuition
available in certain states through
the Academic Common Market
(www.mtsu.edu/acm/programs.
php) and major discount offered to
qualifying students in the Regional
Scholars program (www.mtsu.edu/
financial-aid/scholarships/regionalscholars.php).
Head of animation: Kevin McNulty
Head of admissions: Linda Olsen,
Undergraduate Admission Director
(Linda.Olsen@mtsu.edu) or admissions@mtsu.edu
Time of year offered: We offer a
semester-based, four-year Bachelor
of Science degree.
Application deadline: Fall applications are accepted through July 1
(must submit all admissions materials by December 1 for freshman
guaranteed academic scholarships
and February 15 for transfer guaranteed academic scholarships for the
following fall). Spring applications
are accepted through December 15.
Equipment available: Three high-end

www.animationmagazine.net

computer labs (Boxx and Dell) dedicated
exclusively to animation, render farm,
24-inch and 32-inch Wacom Cintiq Pros,
new XR stage (utilizing Disguise VX2
Media Server and Mo-Sys Startracker),
Blackmagic Pocket Cinema 6K Pro cameras, 4K cameras, DSLR cameras, light kits,
drone cameras, audio kits, greenscreens,
HTC Vive, Oculus Rift, PlayStation VR,
Hololens, Magic Leap, Virtuix Omni, largescale LED video wall systems, video/film
production studios, Autodesk Maya, Toon
Boom Harmony, Autodesk Mudbox, Arnold,
RenderMan, Adobe CC software, Unreal
Engine, Unity, Red Giant Suite, Cinema 4D,
Redshift, Substance Painter, Substance
Alchemist, Substance Designer, Krita,
Davinci Resolve Studio, Final Cut Pro, Avid,
Ross XPression CG & Graphics System, and
SyncSketch.
Notes: MTSU’s Animation program was
one of the first in the nation and is ranked
among the best in the U.S. at a public
school or university. An on-campus ACM
SIGGRAPH Student Chapter is only one of
16 in the world. Other relevant student
organizations include the MTSU eSports
varsity league, VR-AR Club, Film Guild
and Cinema Club. Students have full
access to LinkedIn Learning, faculty-led
extracurricular programs, collaboration
with outside clients, opportunities at
worldwide competitions and conferences,
student film screenings, and portfolio
reviews. The program is NASAD and SACS
accredited.
MTSU alumni have worked for the
likes of Walt Disney Animation Studios,
DreamWorks Animation, Blue Sky Studios,
Industrial Light & Magic, Activision
Blizzard Entertainment, Titmouse, Weta
Digital, Warner Bros. Entertainment,
ShadowMachine, Sony Pictures Imageworks, Netflix Animation, WB Games, Sony
Interactive Entertainment and Rhythm
& Hues, including on an Oscar winner.
Students progress through advanced
digital tools and techniques for careers
in 3D animation, 2D animation, motion
graphics and visual effects in films, series,
video games and more.
Rated among the best colleges in the U.S.
by Princeton Review, MTSU is located in
the Nashville metropolitan area.

Minneapolis College of
Art and Design
Minneapolis, MN
mcad.edu
Phone: (612) 874-3700; (800)
874-6223
Email: info@mcad.edu

New Jersey Institute of
Technology
Newark, NJ
https://design.njit.edu/school-artdesign
Phone: (973) 596-3080
Email: esi.a.sapara-grant@njit.edu
Degrees/Certificates offered: BA
Digital Design, MS Digital Design,
MFA Digital Design. Certificates
in: UI/UX Digital Design, Digital
Arts, Animation, Game Design and
Interactivity.
Number of students in animation

program: ~100
Cost of program: www.njit.edu/
admissions/tuition-costs
Head of animation: Glenn Goldman
Head of admissions: Stephen Eck
Time of year offered: Academic year
Application deadline: Rolling
admissions for Fall and Spring
Equipment available: Animation
labs, VR technology, motion-capture
studio, physical fabrication spaces
and various software needed to
design, create and animate.
Notes: NJIT’s Hillier College of
Architecture and Design is a comprehensive design school, in a toptier research university, dedicated
to creative design and making in
physical and virtual worlds.

Software, VUE e-on
Notes: Production Courses: Introduction to Animation Techniques,
Intermediate Animation Production,
Experimental Animation and Advanced Animation Production.
Craft Courses: Drawing & Design for
Animation, Storyboarding, Producing for Animation; Stop Motion
Animation, Action Analysis I & II,
Motion Design & Titles, Introduction to 3D Computer Animation, Life
Drawing: The Figure, Life Drawing:
Anatomy, Animation: From Pitching
to Pipeline to Production, Special
Topics in 3D Computer Animation,
Introduction to Visual Effects, Visual
Effects & Compositing.

Northern Michigan
University

New York Film
Academy
New York, NY
nyfa.edu
Phone: (212) 674-4300; (800)
611-FILM
Fax: (212) 477-1414
Email: film@nyfa.edu

New York Institute of
Technology
New York, NY
www.nyit.edu/programs/digital_art_design
Phone: (212) 261-1508; (800)
345-6948
Email: admissions@nyit.edu

New York University
Tisch School of the Arts
UGFTV-Animation
New York, NY
http://tisch.nyu.edu/film-tv/
animation-area
Phone: (212) 998-1778
Fax: (212) 995-4062
Email: dean.lennert@nyu.edu
Degrees/Certificates offered: Bachelors in Fine Arts
Number of students in animation
program: 1,165 students
Cost of program: $62,062
Head of animation: Dean Lennert
Head of admissions: Patricia Decker
Time of year offered: Fall/J-term/
Spring/Summer
Application deadline: Early Decision I - November 1, Early Decision
II - January 1, Regular Decision
- January 5
Equipment available: Hardware:
Cintiq Pro 13” and 16”, Mobile
Studio Pro 13” and 16”, Canon 7D
cameras w/ lenses, Lowel omni light
kits, Inkie lights, Fluid head tripods,
Oculus Headsets w/ controllers,
Samsung Gear VR headsets.
Software: Adobe Creative Cloud CC,
Toon Boom Harmony 20, Toon Boom
Storyboard Pro 7, Dragonframe, Autodesk Maya, ZBrush Pixologic, Nuke
Foundry, Houdini Online services
(Houdini FX), Cinema 4D Studio.
Plug-ins: Marvelous Designer, Trapcode, Plexus, Paint & Stick, Unreal
Engine Epic Games, V-Ray Chaos
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Marquette, MI
https://art.nmu.edu
Phone: (906) 227-2194
Email: art@nmu.edu
Degrees/Certificates offered: BFA
Art and Design, BS Art and Design,
BA Art and Design (Digital Cinema
and Computer Art)
Number of students in animation
program: 24
Cost of program: $6,000-$8,500/semester for full-time course load
Head of animation: Stephan Larson
Time of year offered: Fall/Spring
semesters
Application deadline: Aug. 20; Jan. 4
Equipment available: Apple computers; student-issued Apple laptops.
scanners, digital cameras, video
cameras, DSLR cameras, pre-press
printing, large format printing (44”
wide), wacom tablets, greenscreen
studio, digital lighting studio,
Adobe CC Suite, Maxon Cinema 4D,
ZBrush, Keyshot, Unity3D.

Phone: (412) 392-3452; (412)
391-4100
Email: jtrueblood@pointpark.edu

Pratt Institute
New York, NY
pratt.edu
Phone: (718) 636-3600
Email: info@pratt.edu

Rhode Island School of
Design
Providence, RI
www.risd.edu
Phone: (401) 454-6233; (410)
454-6100
Email: fav@risd.edu

Ringling College of Art
and Design
Sarasota, FL
www.ringling.edu
Phone: (941) 351-5100
Email: admissions@ringling.edu

RMCAD
Lakewood, CO
www.rmcad.edu
Email: admissions@rmcad.edu
Degrees/Certificates offered: BFA
2D Animation, BFA 3D Animation,
BFA Game Art
Number of students in animation
program: 602
Cost of program: $693/credit hour
Head of animation: Sean Brown
Head of admissions: Brian Belliveau
Time of year offered: Year-round
Application deadline: First week of
May for Fall 2022
Equipment available: www.rmcad.
edu/academics/course-materials/
animation

Otis College of Art and
Design

Rochester Institute of
Technology

Los Angeles, CA
www.otis.edu
Phone: (310) 665-6800, (800)
527-6847
Email: digitalmedia@otis.edu

Rochester, NY
www.rit.edu/artdesign/school-filmand-animation
Email: bjlppr@rit.edu
Degrees/Certificates offered: BFA,
MFA
Number of students in animation
program: 160
Cost of program: $52,030
Head of animation: Brian J. Larson
Head of admissions: Marian Nicoletti
Time of year offered: Fall/Spring
Application deadline: Jan. 15
Equipment available: Mac Labs with
Cintiqs, PC Labs with Cintiqs, sound
stage, Pro Tools Editing Suite, virtual
production capabilities.
Software including Maya, Unreal,
Substance Painter, Toon Boom (Center of Excellence), Adobe Creative
Cloud, TVPaint.
17 x 17 x 20 foot cove cyclorama
wall painted chroma key.
MAGIC Spell Studio with Mac, PC
and VR Labs as well as 7,000 sq. foot
professional sound stage.

Pennsylvania College of
Art & Design
Lancaster, PA
pcad.edu
Phone: (717) 396-7833; (800)
689-0379
Email: admissions@pcad.edu

Platt College
San Diego, CA
platt.edu
Phone: (866) 752-8826; (626)
300-5444
Fax: (619) 265-8655
Email: info@platt.edu

Point Park University
Pittsburgh, PA
www.pointpark.edu/cinema
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SAE Expression College
Emeryville, CA
expression.edu
Phone: (510) 654-2934
Email: expression@sae.edu

San Francisco State
University
School of Cinema
San Francisco, CA
https://cinema.sfsu.edu/minor
Phone: (415) 338-1629
Fax: (415) 338-0906
Email: cinema@sfsu.edu
Degrees/Certificates offered: Minor
in Animation, two-year program
Number of students in animation
program: 40
Cost of program: 7,484 yearly tuition
Head of animation: Martha Gorzycki
Head of admissions: ugadmit@
sfsu.edu
Time of year offered: Fall and
Spring
Application deadline: December
15, 2022
Equipment available: Three Mac
labs, one Cintiq Mac lab, five stopmotion rooms, two sound effects
libraries, foley & sound recording
room, two sound mixing rooms,
soundstage with greenscreen.
Software: TVPaint, Maya, Blender,
Mudbox, ZBrush, Dragonframe,
Adobe Creative Suite, ProTools,
DaVinci Resolve. Equipment: DSLR
cameras, greenscreens, audio kits,
lighting kits.
Notes: Many graduates of our twoyear program are employed at the
major film studios of Pixar, Laika,
Disney, ILM, and DreamWorks. Many
are employed at commercial studios
in various entertainment, gaming, streaming, television, online,
publishing, museum and scientific
industries.

San Jose State
University
San Jose, CA
sjsuai.com
Phone: (408) 924-4340; (408)
924-1000
Email: design@sjsu.edu

Savannah College of Art
and Design (SCAD)
Savannah & Atlanta, GA | Lacoste,
France | SCADnow Online
www.scad.edu
Phone: (800) 869-7223
Email: admissions@scad.edu
Degrees/Certificates offered: BFA,
MFA, MA
Number of students in animation
program: 1,615
Cost of program: $34,470 undergraduate; $35,325 graduate
Head of animation: Chris Gallagher,
Chair of Animation
Head of admissions: Steve Mineo, VP
of Admission
Time of year offered: Year-round
Application deadline: Rolling
admission
Equipment available: Software: Adobe
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CS5, Autodesk Maya, Autodesk MotionBuilder. Scripting taught in both majors
using Python and MEL.
Facilities: Vicon Blade motion-capture
studio, dedicated Cintiq homework
labs, Maker lab for fabrication with 3D
printing and soldering stations, recording
stage with 12-bay Foley stage, recording
booth and isolation booth in view of a
20-seat classroom and Pro Tools sound
board; Avid editing classroom; TV and
film studio with greenscreen synch wall,
professor’s projector and freight elevator
for large sets.
Animation software: Dragonflame,
Shotgun, Toon Boom Harmony, Toon Boom
Storyboard Pro.
Animation facilities: 45 traditional drawing desks, stop-motion fabrication room
and shooting stages (10 at Savannah, six
at Atlanta), Stratasys fused deposition
printer and PolyJet 3D printer.
Notes: Create new worlds with animation:
Be a powerhouse in an industry that
spans film, TV, video games, AR/VR and
more Illuminate fantastical realms and
characters that launch careers, bring joy to
fans, and take the world by storm. Named
a top animation program in the U.S. year
after year by Animation Career Review,
SCAD provides every resource to help you
develop your signature style in 2D, 3D and
stop-motion animation, digital modeling,
rigging, lighting and look development. As
you work with top companies and peers,
you’ll become a pro at collaboration — just
like in the real world.

School of Visual Arts
New York, NY
http://sva.edu
Phone: (212) 592-2100
Email: admissions@sva.edu
Degrees/Certificates offered:
Undergraduate: Bachelor of Fine
Arts in Animation & BFA Computer
Art, Computer Animation and Visual
Effects; Graduate: Master of Fine
Arts in Computer Arts
Number of students in animation
program: BFA Animation: 398; BFA
Computer Art, Computer Animation
and Visual Effects: 336; MFA Computer Arts: 102
Cost of program: Undergraduate tuition: $22,500 per semester
(full-time registration is considered
12-15 credits); Graduate tuition:
$25,200 per semester. Department
fee: BFA Animation: $1,200 per
semester; BFA Computer Art, Computer Animation and Visual Effects:
$1,460 per semester; MFA Computer
Arts: $1,700 per semester
Heads of animation: Hsiang Chin
Moe, Chair of BFA Animation; Jimmy
Calhoun, Chair of BFA Computer Art,
Computer Animation and Visual Effects; Terrence Masson, Chair of MFA
Computer Arts
Head of admissions: Matthew Farina
Time of year offered: Fall semester
Application deadline: BFA Programs:
Rolling admissions; MFA Computer
Arts: January 15
Equipment available: Software: Adobe

Pro Tools, DaVinci Resolve, VDMX, Dragonframe, plus an array of video and audio
effects plugins.
Facilities: Computer labs with Wacom
Intuos and Cintiq tablets, greenscreen
production room with motion capture and
the VR equipment; sound mixing room,
recording booth with foley pits, and render
farm and color grading suite.
Equipment: 4K video production cameras,
DSLR cameras, extensive camera lenses,
lighting and audio equipment. Stop-motion lab for fabrication and staging. MFA
students have access to the SVA Visible
Futures Lab featuring digital fabrication
tools including a 3D scanner, 3D printers,
laser cutter, UV printer and CNC router.
Notes: SVA alumni are employed by
prestigious studios including 9 Story
Media Group, Aardman Nathan Love,
Artjail, Apple, Augenblick Studios, BigStar
Motion Design Bento Box Entertainment,
Buck, BuzzFeed, Cartoon Network, Cartoon
Saloon, Cartuna, CBS, CNN, Cinesite,
Comedy Central, Disney Feature Animation, Disney TV, DreamWorks Animation,
Facebook, Framestore, Golden Wolf,
Hornet, Industrial Light & Magic, Illumination Entertainment, Laika, Mighty Oak,
Nickelodeon, MTV Netflix Animation, Nice
Shoe, Pentagram, Pixar Animation Studios,
Psyop, R/GA, Rockstar Games, Sesame
Workshop, Skydance Animation, Shadow
Machine, Sony Pictures Animation, Ted-Ed,
The Mill, The Molecule , Titmouse, Viacom,
Volvox Labs, Warner Bros.
Others have opened their own animation
companies, such as Plymptoons, Titmouse
and Augenblick studios. Named “Top
Animation School in the World” by the
Rookies, SVA students have earned awards
in major international competitions including Student Academy Awards, Emmy’s
Awards, College Television Awards, Adobe
Design Achievement Awards, YouTube
Award, Prix Ars Electronica, SIGGRAPH,
Electronic Theater and Art Show, Webby
Awards, ISEA and the Leonardo Awards for
Excellence. Student works have appeared
in Cannes, Tribeca, Sundance, Annecy,
Ottawa and New York festivals, among
many others.

School of Visual Arts
Division of Continuing Education
New York, NY
sva.edu/ce
Phone: (212) 592-2050
Email: ce@sva.edu
Degrees/Certificates offered: Individual courses only
Cost of program: Varies by course
Time of year offered: Fall, Spring &
Summer semesters

Thomas Jefferson
University
Philadelphia, PA
www.jefferson.edu
Phone: 215-951-2913; (856)
853-4717
Email: Jason.Kirk@jefferson.edu

Universal Arts School
Hollywood, CA / Valencia, Spain /
Online
ua.school
Phone: (424) 231-4053 / +34 6766
25243
Email: info@ua.school / spain@
ua.school

University of the Arts
Philadelphia, PA
http://uarts.edu
Email: admissions@uarts.edu
Degrees/Certificates offered: BFA
Animation, BFA Game Art, BFA Film
& Animation
Number of students in animation
program: 167
Cost of program: $48,350
Head of animation: Christopher
McDonnell - Animation; Erik Van
Horn - Game Art
Head of admissions: Angela JonesOBrien
Time of year offered: Fall/Spring
Application deadline: Rolling
Equipment available: Software:
Adobe Creative Suite, Autodesk
Maya, Toon Boom Harmony and
Storyboard Pro, Dragonframe,
Houdini. Cintiq computer labs,
5,600-square-foot Center for Immersive Media featuring a motioncapture stage and VR workstations,
3,500-square-foot digital and
traditional Makerspace, stop-motion
studios, downshooters/traditional
animation stands, sound design labs
and recording studios, equipment
room with cameras, microphones,
and other current A/V equipment
needed for production.

University of California
Los Angeles
School of Theater, Film & Television
Animation Workshop
Los Angeles, CA
animation.filmtv.ucla.edu
Phone: (310) 206-8441; (310)
825-421
Email: info@tft.ucla.edu

University of Central
Florida
Smorgasbord
Productions Animation
Collaboration
Los Angeles, CA
smorgasbord.tenzeroseven.com/
class
Phone: (323) 825-1306
Email: projects@smorgasbordproductions.com

Suite, Autodesk Suite, Toon Boom, TVPaint,
Nuke, Houdini, REDCine-X, Foundry Suite,
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Orlando, FL
https://svad.cah.ucf.edu/academics/
emerging-media
Phone: (407) 823-2676
Fax: (407) 823-6470
Email: svadadvising@ucf.edu
Degrees/Certificates offered: BFA
Emerging Media: Character Animation Track; Experimental Animation
Track. MFA Emerging Media: Animation and Visual Effects Track.
Number of students in animation

program: 249 (Character Animation:
59; Experimental Animation 164;
Animation & Visual Effects: 26)
Cost of program: Resident: $212.28
per credit for tuition and fees
($105.07 per credit tuition only);
Non-Resident: $748.89 per credit
for tuition and fees ($105.07 per
credit tuition only)
Heads of animation: Cheryl Briggs
(Character Animation/Animation
& Visual Effects), Matthew Dombrowski (Experimental Animation)
Head of admissions: admission@
ucf.edu
Time of year offered: Fall, Spring
Application deadline: Undergraduate: May 1, Track February 15;
Graduate: January 15 Priority, May
1 Final
Equipment available: Undergraduate
Labs: 35 iMacs with 13” Cintiqs, 30 PCs,
dual 27” 4K monitors with 22” Cintiqs.
2D Animation Lab with desks and downshooters donated from Disney Feature
Animation. Graduate Lab and Research
Spaces: Mac Pro or Dell workstations with
dual 28” 4K monitors and 22” Cintiqs,
Disney Animation desks retrofitted for
the Cintiq.
Software: Adobe CC, Maya, Nuke, Houdini,
Substance, Mari Modo, Brush, Toon Boom
Harmony, TVPaint, Stop Motion Pro,
DragonFrame
Notes: Our alumni are employed by prestigious studios including: Walt Disney Animation Studios, Pixar Animation Studios,
Weta Digital, Framestore, Lightbox, MPC,
Titmouse, Netflix, Genius Brands, Reel
FX, Nickelodeon Animation Studios, Blur
Studios, Epic Games, Electronic Arts, Riot
Games, Turtle Rock Studios, and Blizzard
Entertainment or creating simulations
for organizations including the U.S. Navy,
NASA, DISTI and Lockheed Martin.

University of Silicon
Valley
San Jose, CA
usv.edu
Phone: (800) 264-7955; (408)
498-5100

University of Southern
California
School of Cinematic Arts
John C. Hench Division of Animation
+ Digital Arts
Los Angeles, CA
https://animation.usc.edu | https://
cinema.usc.edu
Phone: (213) 821-4396
Email: animation@cinema.usc.edu
Degrees/Certificates offered: BFA
in Animation & Digital Arts, MFA
in Animation & Digital Arts, Minor
in Animation & Digital Arts, Minor
in Science Visualization, Minor in
3D Animation in Cinematic Arts,
MA+P Interdivisional Media Arts &
Practice PhD (interdivisional).
Number of students in animation
program: 170
Cost of program: https://classes.usc.
edu/term-20221/tuition-and-fees
Head of animation: Teresa Cheng
(Chair)
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Head of admissions: Susan Park (Dir.
of Admissions)
Time of year offered: Fall admission
only
Application deadline: Freshman
(first year) applicants & Transfer
Applicants - December 1; Graduate
applicants - November 15
Equipment available: Cintiq lab, IMAX
theater, motion-capture stage, professional
grade sound production facilities, VR
goggles, industry standard 2D and 3D
animation software.
Notes: Faculty include top industry professionals from TV and feature animation,
visual effects, motion graphics and design
studios. Animation students collaborate
with other film students within the
School of Cinematic Arts and across the
USC campus with the Thornton School of
Music, the Roski School of Art and Design,
the Glorya Kaufman School of Dance, the
Viterbi School of Engineering, the School
of Dramatic Arts and the School of Architecture on creative projects. Students have
opportunities to interview with recruiters
from major studios on Studio Day, an
annual career event. Graduates work at
Pixar, DreamWorks, Netflix, Sony Pictures
Animation, Disney, Cartoon Network,
Nickelodeon, Digital Domain, The Third
Floor, Motion Picture Company, Oculus VR,
Buck, Logan, Elastic and Blizzard.

Vertex School
Orange County, CA
vertexschool.com

Webster University
School of Communications
St. Louis, MO
webster.edu/communications
Phone: (314) 968-7154; (314)
968-6900
Fax: (314) 963-6924
Email: admissions@webster.edu

Woodbury University
Burbank, CA
https://woodbury.edu
Phone: (818) 767-0888
Email: info@woodbury.edu
Degrees/Certificates offered: BFA in
Animation
Number of students in animation
program: 100
Cost of program: Undergraduate
tuition (per semester), 12 –18 units
- $21,696. More than 89% of Woodbury University students receive
some form of financial aid, with the
average student financial aid grants
during the 2020-2021 academic
year totaling over $21,738.
Head of animation: Judy Kriger
(Chair), judy.kriger@woodbury.edu
Head of admissions: Sabrina Taylor,
sabrina.taylor@woodbury.edu
Time of year offered: Fall and
Spring semesters
Application deadline: Rolling admission with priority deadlines: Fall,
March 1 and Spring, November 1
Equipment available: Computer labs
with Dell and Mac workstations
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with Cintiq tablets, stop-motion
stages, industry-standard 2D, 3D,
stop-motion and time-based media
software, DSLR cameras, lighting
kits, 4K and surround sound projection system in campus theater.
Notes: Our alumni are employed by
prestigious animation and visual
effects studios, including: Walt Disney Animation, Netflix Animation,
DreamWorks, Cartoon Network and
Nickelodeon. Woodbury University’s
Animation program is NASAD and
WSCUC (formerly WASC) accredited.
Students prepare for the profession
with our industry-related internship
requirement. Our program is STEMdesignated.

CANADA
Capilano University
North Vancouver, BC
www.gradshow.com
Phone: (604) 983-7516
Email: animation@capilanou.ca
Degrees/Certificates offered:
Animation Fundamentals (summer)
Certificate, 2D Animation & Visual
Development 2YR Diploma, 3D
Animation for Film & Games 2YR
Diploma, Visual Effects for Film,
Streaming & Immersive Media 2YR
Diploma
Number of students in animation
program: 25 per cohort, 250 total
Cost of program: Tuition varies. See
website for specific costs: www.
capilanou.ca/programs--courses/
Head of animation: Glenn Sylvester,
Chair
Head of admissions: Hiten Amin,
BBA Associate Registrar, Recruitment
and Admissions
Time of year offered: September
to April (Animation Fundamentals:
July/August)
Application deadline: Portfolios due
by March 11, 2022
Equipment available: Students have
their own workstations (not shared)
days, evenings and weekends. Workstations include: computer, 22” - 24”
Wacom Cintiqs, 2nd monitor. Other
equipment available: VR Oculus
Quest headsets, motion-capture lab,
latest versions of software, including TVPaint, Harmony, Storyboard
Pro, Adobe Creative Cloud, Maya,
Houdini, Nuke and more.
Notes: The campus is located on
the edge of the beautiful North
Shore mountains, 30 minutes from
downtown Vancouver. Residence is
available. Capilano University is a
public institution and has offered
animation programs since 1995.

CG Masters School of
3D Animation & VFX

LaSalle College
Vancouver

New Westminster, BC
https://cg-masters.com
Phone: (604) 553-2462
Email: info@cg-masters.com
Degrees/Certificates offered:
One-year 3D Animation & VFX
Production Diploma; 12-week 3D
Foundations Certificate
Number of students in animation
program: 10
Cost of program: $37,900.00 CDN
domestic; $39,900.00 CDN international
Head of animation: Nicholas
Boughen
Head of admissions: Vickie Boughen
Time of year offered: Three intakes
per year
Application deadline: Varies
Equipment available: Each student
has a workstation assigned to them
on campus during the term; various
equipment for digital photography
class including 4K Black Magic
Production Camera.
Notes: The cost for the 3D Foundations Certificate program is $7,500
CDN for both domestic and international students. Currently all classes
are on site. If applicants have previous experience, they may qualify for
an Upgrade Scholarship.

Vancouver, BC
www.lasallecollegevancouver.com
Phone: (866) 717-8080
Email: admissions@lasallecollegevancouver.com
Degrees/Certificates offered: Bachelor of Science in Game Programming; Diplomas in 3D Modeling for
Animation & Games, Animation Art
& Design, VFX for Film & Television,
Game Art & Design, Visual & Game
Programming
Number of students in animation
program: 61
Cost of program: www.lasallecollegevancouver.com/future-students/
tuition-fees
Head of animation: Robert Stefanson, Program Director – Media Arts
Head of admissions: admissions@
lasallecollegevancouver.com
Time of year offered: January, April,
July, October
Application deadline: Rolling
admissions
Equipment available: Cintiq
interactive pen displays, render
farm computer cluster, virtual reality
suite, soundstage with greenscreen,
online editing suite, computer labs.
Software: Maya, Nuke, Premiere,
Photoshop, Mudbox, RenderMan,
Arnold, Toon Boom Harmony, Mari,
Substance, ZBrush, Houdini, After
Effects, Unity 3D, Unreal Engine 4,
Steam, Twine, Perforce, Unreal Editor,
Git software.

Collège Boréal
Sudbury, ON, Canada
collegeboreal.ca
Phone: (705) 560-6673, (800)
361-6673
Email: info@collegeboreal.ca

Emily Carr University of
Art + Design
Vancouver, BC, Canada
ecuad.ca
Phone: (604) 844-3800
Email: admissions@ecuad.ca

InFocus Film School
Vancouver, BC
https://infocusfilmschool.com/3danimation-program
Phone: (604) 915-6900
Email: info@infocusfilmschool.com
Degrees/Certificates offered:
Diploma
Number of students in animation
program: 10
Cost of program: $21,950
Head of animation: Darvin Manwah
Head of admissions: Clarence
Sponagle
Time of year offered: Spring / Fall
Equipment available: PC, Autodesk
Maya

Centre NAD
Université de Québec à Chicoutimi
Montréal, QC, Canada
nad.ca
Phone: (514) 288-3447
Email: info@nad.com

ISART Digital
Montréal, QC, Canada
www.isart.com
Phone: (438) 382-7466
Email: contact@isartdigital.ca
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Adobe Creative Cloud, Adobe/Substance Painter, Toon Boom Harmony,
Toon Boom Storyboard Pro, Nuke
(Foundry), Maya, ZBrush, Monkey Jam
& Audacity (Freeware)
Hardware: Industry-standard Intel
based desktops with Nvidia Quadro
production graphics cards, dedicated
render farm for 3D rendering using
RenderMan and Arnold, Wacom tablets and Wacom styluses (on request
from office).

NBCC MIramichi
Campus
Miramichi, NB, Canada
www.nbcc.ca
Phone: (506) 778-6000; (506)
460-6222
Email: collegeworks@nbcc.ca

Seneca College
Toronto, ON, Canada
senecacollege.ca
Phone: (416) 491-5050
Email: admissions@senecacollege.ca

Sheridan College
Oakville, ON, Canada
www.sheridancollege.ca
Phone: (905) 845-9430; (905)
459-7533
Email: admissions@sheridancollege.ca

Think Tank Training
Centre
Max the Mutt College of
Animation, Art &
Design
Toronto, ON
maxthemutt.com
Phone: (877) 486-6888
Email: info@maxthemutt.com
Degrees/Certificates offered:
Diplomas: Animation Diploma Classical & Computer Animation &
Production; Concept Art Diploma Animation & Video Games; Illustration & Storytelling for Sequential
Arts Diploma
Certificate: Fine Art Portfolio
Development Summer Intensive
Certificate Program
Workshops: Various workshops for
learners of all levels and ages (including camps and classes for kids)
as well as teens and adults, including
Professional Development courses.
Number of students in animation
program: 85
Cost of program: $11,850 ($14,000
international)
Head of animation: Brad Ferguson,
Director of Animation
Head of admissions: Max Rhoden
Time of year offered: Diploma
Programs: Sept. - April, Summer for
Certificate Program, Year round for
Workshops
Application deadline: Ongoing
enrollment
Equipment available: Software:

North Vancouver, BC, Canada &
Online
tttc.ca
Phone: (604) 990-8265, (888)
990-8265
Email: info@tttc.ca

VANAS
Vancouver, BC
www.vanas.ca
Phone: (604) 612-1171
Email: info@vanas.ca
Degrees/Certificates offered: Ten
diploma programs: 2D Computer
Animation, 3D Computer Animation,
Advanced 3D Modeling, Animated
Short Films, Concept Art, Digital
Matte Painting, Effects Animation, Esports Diploma, Video Game
Design, Virtual Reality Design.
Three Certificate programs: Introduction to Digital Arts, Writing for
Animation, Professional Careers for
Artists (www.vanas.ca/global/jointdiploma-programs)
Number of students in animation
program: 600
Cost of program: $1,500 - $24,000
Head of animation: Calvin Leduc
Head of admissions: Ryan Silver
Time of year offered: Fall, Winter,
Spring and Summer
Application deadline: Ten days
before each start date
Equipment available: System
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Requirements: Students are
responsible for supplying their own
computer software and hardware.
Academic discounts are available to
our students.

Vancouver Film School
Vancouver, BC
http://vfs.edu
Phone: (604) 685-5808
Email: cgiles@vfs.com
Degrees/Certificates offered: 3D
Animation & Visual Effects, Classical
Animation, Animation Concept Art
Number of students in animation program: Over 300 students
graduate annually across our three
programs.
Cost of program: 3D Animation &
Visual Effects ($35,950), Classical
Animation ($25,950), Animation
Concept Art ($25,950)
Head of animation: Colin Giles
Head of admissions: Gija Williams
Time of year offered: 3D Animation
& Visual Effects (January, February,
May, June, August, October), Classical
Animation (January, February, May,
August), Animation Concept Art
(February, June, August, October)
Application deadline: Dependent
on the program, the student and
portfolio requirements; up to as
long as one year in advance of the
program’s start date.
Equipment available: Throughout
the course of the program, VFS
provides students access to all
equipment required to execute their
projects and their vision. Our eight
state-of-the-art campuses offer a
270-degree greenscreen, a VFX resource center, two 75-seat screening
rooms/lecture halls, a 1:1 student
computer ratio, a Wacom Cintiq lane,
scheduled time in Beyond Capture’s
world-class performance capture
studio (on campus) and 24/7 access
to all industry-standard software.
Notes: For over 30 years, VFS‘s
School of Animation has been
graduating artists who now
influence the industry across the
globe. Alumni work across a wide
spectrum of industries including CG
animation, VFX, gaming, television,
advertising, theme park design
and publishing. Our alumni have
also founded numerous studios
around the world and have created
a number of television series that
have aired on major networks &
streaming services.

Vancouver Institute of
Media Arts (VanArts)
Vancouver, BC
www.vanarts.com
Phone: (604) 682-2787
Fax: (604) 687-2789
Email: info@vanarts.com
Degrees/Certificates offered: Oneyear diplomas are offered in 2D/3D
Character Animation, Game Art &
Design, Visual Effects for Film &
Television (see website for complete
details of study). Fully online ver-
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sions of Game Art & Design and
Visual Effects for Film & Television
programs are also offered.
Number of students in animation
program: 60
Cost of program: Canadians:
$26,750 CAD - $32,750 CAD;
International: from $33,750 CAD $38,750 CAD
Head of animation: Wayne Gilbert
Head of admissions: Alex Rusu
Time of year offered: March and
September
Application deadline: Rolling admissions (4-6 months before start date
prefered but exceptions can apply)
Equipment available: Students in all
programs have their own personal
workstation for the year. Animation
programs/hardware we use: Maya,
Toon Boom Harmony, Huion Kamvas
tablets, animation desks, pencil test
& scanning station, sound booth.
Game Art & Design: Maya, ZBrush,
Unity, Unreal, MotionBuilder, facial
motion capture. Visual Effects: Maya,
Nuke, Houdini, Katana, RenderMan,
V-Ray, greenscreen, DSLR cameras/
camera rigs, lighting, studio space.
Notes: For our 27th year in business,
in the spring of 2022 VanArts is excited to move into a newly renovated space where all in-person classes
will be held. We are neighbors with
several large video game and visual
effects studios in Vancouver’s False
Creek neighborhood. All VanArts
instructors have professional studio
experience with employers such as
Disney, DreamWorks, Electronic Arts,
ILM, Sony Animation, Digital Domain,
Bioware, Mainframe Studios, Bardel
Animation, Titmouse, Capcom,
Vertical Motion, Image Engine, Zoic
Studios and many others.

EUROPE
Aardman Academy
Bristol, U.K.
academy.aardman.com
Email: academy@aardman.com

The Animation
Workshop
Viborg, Denmark
http://animationworkshop.via.dk
Phone: +45 8755 4900
Email: studieplads@via.dk
Degrees/Certificates offered: Bachelor of Arts in Character Animation;
CG Arts; Graphic Storytelling
Number of students in animation
program: 225
Cost of program: Free for E.U./E.E.A.
Nationals. For non E.U./E.E.A.
Nationals: EUR 5,000-7,200 per
semester depending on Education
and semester.
Head of animation: Lotte Kronborg
Time of year offered: Summer
Application deadline: March 15
Equipment available: Relevant
hardware and software

Animum Creativity
Advanced School

BAU Design College of
Barcelona

Málaga, Spain / Online
www.animum3d.com
Phone: +34 952 330 270
Email: hello@animum3d.com

Barcelona, Spain
www.baued.es
Phone: +34 93 415 34 74
Email: info@bau.cat

ARTFX School

Bellecour École

Montpellier, Lille & Paris, France
https://artfx.school/en/
Phone: Montpellier +33 (0) 4 99 77
01 42 | Lille +33 (0) 3 62 84 02 35 |
Paris +33 (0) 1 85 76 68 80
Email: communication@artfx.fr
Degrees/Certificates offered: 3D
Animation: Five-Year curriculum
(English or French) - French RNCP
Level 7 Degree*. Visual Effects (CGI
/ Virtual production): Five-Year curriculum (English or French) - French
RNCP Level 7 Degree. 2D Animation:
Five-Year curriculum (French only) French RNCP Level 7 Degree. Video
Game: Five-Year curriculum (English
of French) - French RNCP Level 7
Degree.
Cinema - School 24: Three- or
five-year curriculum (Only in Lille
/ French only). Programming for
VFX and Games: One- or three-year
post-graduate curriculum, accessible
to students with previous studies in
programming.
Number of students in animation
program: 876
Cost of program: Foundation Year:
5,300€. 1st Year: 7,200€ in Montpellier & Lille; 7,700€ in Paris.Years
2-5: 8,200€ in Montpellier & Lille;
8,700€ in Paris per year.
Head of animation: Carine Poussou
Head of admissions: Marc Sellier
Time of year offered: SeptemberJune
Application deadline: May 2022
Equipment available: Fully equipped
digital lab room (computers, Cintiq
tablets) and art labs. Render farm
for CG rendering. Professional shooting equipment (photography, film,
lighting, sound recording). Grading/
editing suites. Movie theater (Lille /
Montpellier). Shooting studio (Lille /
Montpellier).
Notes: French RNCP Level 7 Degree
: Equivalent to a master’s degree,
recognised by French authorities.
European ECTS credits are provided
for most of our curriculums. More
information on ArtFX website.

Lyon & Rhône, France
www.bellecour.fr
Phone: +33 478 929 283; +33 988
288 127
Email: info@bellecour.fr

Arts University
Bournemouth
Poole, Dorset, U.K.
aub.ac.uk
Phone: +44 1202-533-011
Email: hello@aub.ac.uk

Ballyfermot College of
Further Education
Dublin, Ireland
www.bcfe.ie
Phone: 00353 1 626-9421
Email: info@bcfe.cdetb.ie
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Buckinghamshire New
University
High Wycombe, England, U.K.
bucks.ac.uk
Phone: 01494-522-141; +44 330
123 2023
Email: admissions@bucks.ac.uk

CDCFE
(Coláiste Dhúlaigh
College of Further
Education)
Dublin, Ireland
www.cdcfe.ie
Phone: 01 848 1400; + 353 1848
1400
Email: coolock@cdcfe.cdetb.ie

ECAS (École
Cartoucherie Animation
Solidaire)
Bourg-Lès-Valence, France
www.ecas.fr
Phone: +33 4 28 08 02 06
Email: info@ecas.fr
Education offered: Eight-month
course in 3D animation; the curriculum covers 3D character design,
learning animation software, preparing backgrounds and working in a
creative team, as well as art history
classes on the world of animation
and its key classical works. In late
2021, TeamTO and House of Cool
expanded the curriculum to include
a course on Storyboarding.
Number of students in animation
program: 30 in animation / 15 in
storyboard
Cost of program: Free of charge
Head of animation: Carole Toledo
Head of admissions: Ludovic Guerin
Time of year offered: Eight months
Application deadline: TBC
Notes:
ECAS is a non-profit,
free-of-charge animation school
established by TeamTO in 2018.
The training program is open to
candidates with no previous qualifications or experience, selected
entirely on the basis of their natural
ability and talent, assessed through
a simple on-line test accessible with
a browser, smartphone or tablet. The
top 100 contenders are then subjected to further, more sophisticated
testing and a personal interview to
select the final 30 candidates.

ESMA
Lyon / Montpellier, France
http://esma-3d.com | www.esmaartistique.com
Phone: Lyon: +33 (0)4 78 37 22 32 /
Montpellier: +33 (0)4 67 63 01 80
Email: contact@esma-artistique.
com / contact@esma-montpellier.
com
Degrees/Certificates offered: CG
Animation & FX Master Degree
Number of students in animation
program: 1,000 (300 at Lyon)
Cost of program: 7,380 euros per
year
Head of animation: Florence Putzola
/ Baptiste Lebouc
Head of admissions: Isabelle Teissedre / Nathalie Repiquet
Time of year offered: September to
June over four years.
Application deadline: Applications
can be submitted throughout the
year. (June 2022 at Lyon)
Equipment available: Computer
rooms equipped with professional
software; auditoriums; video projectors; large TV screen connected to
the teacher’s workstation; lighted
tables; photographic equipment:
camera, mobile photo studio; postproduction software installed on
all computer stations; Renderfarm
Production pipeline.

Escape Studios
London, England, U.K. / Online
www.pearsoncollegelondon.ac.uk/
escape-studios.html
Phone: +44 (0)203 441 1303; +44
(0) 203 733 7172
Email: admissions@escapestudios.
com

Filmakademie BadenWuerttemberg
Animationsinstitut
Ludwigsburg, Germany
animationsinstitut.de
Phone: +49 7141 969 82851
Email: study@animationsinstitut.de
Degrees/Certificates offered:
Diploma
Number of students in animation
program: 100
Cost of program: 1500 euros per
semester for international students
Head of animation: Andreas Hykade
Head of admissions: Beate Pfennigwerth
Time of year offered: Fall
Application deadline: February 15
Equipment available: Animationsinstitut offers facilities with state-of-theart technology. All students have
their own workstation (Windows, OSX,
Linux) with all current software packages as well as special project-based
solutions. Full HD, Digital Cinema
and 3D Stereo are standard formats.
The students have an OptiTrack
motion-capture system, Ncam system,
VR headsets, as well as a 3D printer at
their disposal. They also have access to
all of the Filmakademie’s infrastructure (film studios, equipment pool, etc).
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IDEA Academy
Rome, Italy
www.idea-academy.eu
Email: info@idea-academy.it
Education offered: We are a private
institution that does not release
degrees. We do however make sure
our students have outstanding
portfolios and we actively help them
out in launching their professional
career.
Number of students in animation
program: 10
Cost of program: 1750€ per module
(three modules total)
Head of animation: Anthony Christov
Head of admissions: Andrea De
Dominicis
Time of year offered: Fall to Summer
Application deadline: Before the
beginning of each module
Equipment available: For our
animation students we offer Toon
Boom Harmony Pro and Syncsketch
licenses during the duration of the
course.
Notes: We offer both 2D animation
and visual development programs.

IDEA Academy
Rome, Latium, Italy
www.idea-academy.eu
Phone: 0039 0642013420
Email: info@idea-academy.it

L’IDEM Creative Arts
School
Le Soler, France
lidem.eu
Phone number: +33 468 92 53 84

Programs, Máster Avanzado in: 3D
Animation, 2D Animation, 3D Modeling, VFX, FX with Houdini, Video
Games, Illustration & Concept Art,
Motion Graphics.
One- to Four-Month Specialized
Training Courses: Rigging, Layout
for Film, 3ds Max, Lighting, Nuke,
Composition in Nuke (Advanced),
Production for Animation, Creature
Design, Vehicle & Weapon Design,
Environment & Matte Painting,
Character Design, After Effects,
Cinema 4D.
Two-Month High-Specialization
Courses: Animation, Rigging, Lighting, Set & Props.
Number of students in animation
program: 15 face-to-face students
and five online students (per class).
290 total students in 2022.
Cost of program: 8,000€ per year
Head of animation: Enrique Gato
Head of admissions: Juan Nieto
Time of year offered: September
to August
Application deadline: No deadline.
Equipment available: Workstation
NVIDIA GeForce AMD Ryzen Threadripper 24 core and two RTX 3090
de 24GB. PC Azken with AMD Ryzen
3,70 GHz, Ram 32 GB and RTX 1060
GB. PC Azken with Intel Core i7 AMD
Ryzen 3,40 GHz, Ram 16 GB and RTX
1060 GB. PC Azken AMD Ryzen 3,70
GHz, Ram 16 GB and RTX 2060 GB
Wacom Cintiq. 3D printer.

Luca School of Arts
Genk, Belgium
luca-arts.be
Phone: +32 89 30 08 50; + 32 2
250 11 00
Email: info.cmine@luca-arts.be

ISART Digital
Paris, France
www.isart.com
Phone: +33 1 48 07 58 48
Email: information@isartdigital.com

Lightbox Academy
Madrid, Spain
www.lboxacademy.es
Email: comunicacion@lboxacademy.es
Degrees/Certificates offered:
Two-Year Training Programs (from
elementary to advanced), Doble
Máster in: Animation, 3D Modeling,
VFX, Illustration & Concept Art, Motion Graphics, Video Games.
One-Year Training Programs (from
elementary to advanced), Máster
Superior in: 3D Animation, 2D Animation, 3D Modeling & Animation,
3D Modeling & VFX, VFX, Motion
Graphics, Illustration & Concept Art,
Video Games.
Five-Month Elementary Training
Programs, Máster in: 3D Animation, 2D Animation, 3D Modeling
with Maya, Organic Modeling
with ZBrush, Blender, VFX, FX with
Houdini, Video Games, Unity, Unreal,
Illustration & Concept Art, Storyboard, Motion Graphics.
Five-Month Advanced Training
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Lucerne School of Arts
and Design
Emmenbrücke, Lucerne, Switzerland
http://hslu.ch/animation
Phone: +41 41 248 6464
Email: animation@hslu.ch
Degrees/Certificates offered: Preparation Course, BA in Animation, MA
in Animation
Number of students in animation
program: 30/Year BA, 8/Y MA
Cost of program: appr. 2.000CHF/Y
Head of animation: Prof. Juergen
Haas
Head of admissions: aufnahmeverfahren-dk@hslu.ch
Time of year offered: Fall Semester
Application deadline: Feb. 18, 2022
Equipment available: 2D: TV Paint
and Toon Boom, 20 workstations.
CGI: Almost all software available,
focus in Blender, 25 workstations;
40 Cintiqs. Stop Motion: Workshop
and studios for at least five sets,
motion control. Sound studio, foley
pit, greenscreen studio.

Met Film School
London, U.K.
metfilmschool.co.uk

Phone: +44 20 8280 9119
Email: info@metfilmschool.co.uk

Pi, Despicable Me, Zombillenium, Star
Wars: The Last Jedi, Thor: Ragnarok,
Doctor Strange, Dark Mirror and many,
many more.

MoPA
Arles, France
ecole-mopa.fr
Phone: +33 (0) 4764 18322
Email: contact@ecole-mopa.fr
Degrees/Certificates offered: Ecole
MoPA offers a five-year state-accredited advanced diploma in 3D animation
divided into two Study Cycles.
Study Cycle 1 (three years) provides acquisition of artistic and
cinematographic foundations and
3D skills/mastery of the animated
film production process. Drawing,
sculpture, character design, film
analysis, storyboard, scriptwriting,
video, rigging, sound design, acting
for animation, animation software
(ZBrush, V-Ray, Nuke, Substance, Marvelous, etc.). Cycle 1 culminates in
the production of a solo one-minute
film by each third year student.
Study Cycle 2 has students specialize
in the fourth year on image production
or 3D animation and they deepen their
skills in those areas with tools such
as Maya, Arnold, Yeti, Speedtree and
Houdini. The fifth year graduation films
are completed in groups, a project that
spans the academic year. MoPA student
films are regularly selected for and
awarded prizes in international festivals such as Siggraph, The Academy
Awards, VES Awards, Monstra, etc, with
the 2020 graduation film Louis’ Shoes
notably recently winning the Student
Academy Awards.
Number of students in animation
program: 250
Cost of program: EU students:
between 5,800 euros to 8,210 euros
per year depending on the cursus
year. Non-EU students please enquire directly for up to date fees.
Heads of animation: Anne Brotot
Head of international admissions:
Catriona Murray
Time of year offered: Academic
year starts September and ends in
June/July
Application deadline: Entrance
exam pre-registrations generally open in Nov./Dec. and sessions
continue into Jan./Feb.
Equipment available: The students
at MoPA have studio-like equipment. Each student has a computer,
loaded with 3ds Max, Maya, Nuke,
Substance, Houdini, Marvelous and
more. A render farm adds to the calculating power necessary to produce
student works. Screening/conference
room, sound recording master suite,
image mastering suite, visual and
plastic arts studio.
Notes: Recent MoPA alumni are
currently working as: Houdini FX
artist, animator, lighter/compositor,
character animator, character rigger,
creature FX, FX lead, look developer,
storyboard artist, concept artist, previs, surfacing artist, TD, et al. Alumni
have worked on productions like
Man of Steel, His Dark Materials, The
Grinch, The Swallows of Kabul, Life of
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National Film School
Dun Laoghaire Institute of Art,
Design and Technology
Dublin, Ireland
iadt.ie
Phone: +353 1 239 4000
Email: info@iadt.ie

National Film and
Television School
Beaconsfield, England
https://nfts.co.uk
Email: info@nfts.co.uk
Degrees/Certificates offered: MA
Directing Animation, Model Making
for Animation Diploma
Number of students in animation
program: 12
Cost of program: Fees for January
2023 will be confirmed in June.
Head of animation: Robert Bradbrook
Head of admissions: Registry
Department
Time of year offered: January
Application deadline: July 7, 2022
Notes: Led by some of the most
talented artists from across the
animation industry, the course
combines art school philosophy
with state-of-the-art film school
facilities. Students create their projects within a workshop environment
that inspires experimentation and
creativity. You will gain the skillset
required to write, direct and animate
films, graduating with a portfolio of
outstanding work that will provide
a showcase for the relevant techniques and knowledge required for
successful employment.
All forms of visual storytelling are
encouraged and nurtured; giving
you the opportunities to work
across traditional and digital media
including drawn 2D, 3D, stop-motion
and life-size pixilation. Students
feel empowered to push boundaries; confident in finding their own
unique voice, while exploring
original new animated techniques
and fresh approaches to storytelling.
Our Model Making for Animation
Diploma is the only U.K.-based
model making course located in a
dedicated film studio environment.

Odd School
Lisbon, Portugal
odd-school.com
Phone: + 351 21 820 6397
Email: comunicacao@odd-school.
com

Pulse College
Dublin, Ireland
www.pulsecollege.com
Phone: +353 1 478 4045
Email: admissions@pulsecollege.com

Plymouth College of Art
Plymouth, Devon, U.K.
www.plymouthart.ac.uk
Phone: 01752 203434
Email: hello@pca.ac.uk
Degrees/Certificates offered: BA
(Hons) Animation & Games, Film &
Screen Arts, Film Studies, Fine Art,
Graphic Communication, Illustration.
BA (Hons) in: Commercial Photography, Costume Production, Craft
& Material Practices, Creative
Technologies, Fashion Communication, Fashion Design, Interior Design
& Styling, Media & Cultural Studies,
Museum Studies, Painting, Drawing
& Printmaking, Photography, Sound
Arts, Textile Design.
Number of students in animation
program: 30
Cost of program: From £9,250 per
year
Head of animation: Martial Bugliolo
Head of admissions: Carolyn
Deeming
Time of year offered: September
and January
Application deadline: Multiple
Equipment available: Immersed in
a working animation and game arts
studio, you’ll be surrounded with
industry-standard 2D, 3D and stopmotion equipment and software such
as VR-ready Alienware computers for
3D renders, Wacom Intuos Pro tablets
and large Cintiq drawing tablets.
We offer regular one-to-one tutorial support throughout your study,
while lectures from visiting industry
experts enable you to make the transition from student to professional.
Recent visits include Industrial Light
& Magic, Dot To Dot Productions,
BAFTA-winning King Rollo Films and
Aardman Animations.
You’ll be encouraged to use all
of the resources available to you
– including the 6,000 pieces of
kit that are free to hire from our
exceptionally well-stocked Equipment Resource Centre. Our Careers
& Enterprise office provides support
from a dedicated team who are
purely focused on developing creative opportunities. And this doesn’t
stop when you graduate – we want
to keep in contact and help support
you through the first two years of
your career.
Students in the School of Arts
+ Media make full use of our
industry-standard dedicated studio
spaces – including our infinity cove,
greenscreen, and specialist sound
studio (with Foley pit and vocal
recording booth) – plus our stopmotion suite, our darkrooms, and
plenty of individual edit suites, all
up-to-date with the latest industrystandard software.

RITCS
Royal Institute for
Theatre, Cinema and
Sound
Brussels, Belgium
www.ritcs.be/nl/animatiefilm
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Email: animatiefilm.ritcs@ehb.be
Degrees offered: Bachelor in Audiovisual Arts: Animationfilm (three
years); Master in Audiovisual Arts:
Animationfilm (one year)
Cost of program: 300€ - 1,000€
Head of animation: Frits Standaert
Head of admissions: Katrien Fauville
Time of year offered: October 2022
- June 2023
Application deadline: Session 1:
June 19, 23:59h – Session 2: August
21, 23:59h - https://toelatingsproef.
ritcs.be/ui
Equipment available: 2D animation:
Traditional pen and paper (first part
of the first bachelor); Cintiqs and
TVPaint. 3D animation: Maya and
Blender. Stop-motion: Dragonframe;
camera, lights, studio. General:
Adobe Suite, life drawing and graphic design, concept & scenario, basic
compositing, etc.
Additional notes: Info Day 2022
on Saturday, March 19 from 10:0016:00. Antoine Dansaertstraat 70,
1000, Brussels. – Digital open door
sessions: www.ritcs.be/nl/infomomenten-2022.

RUBIKA
Valenciennes, France
https://rubika-edu.com
Phone: +33 3 61 10 12 20
Email: contact@rubika-edu.com
Degrees/Certificates offered: Fiveyear degree of Digital Director in 3D
Animation (equivalent to a Master
degree). Diploma certified by the
French State at Level 7 of the RNCP.
Number of students in animation
program: 235
Cost of program: 8,250€ / year
(three years of Bachelor) - 9,500€ /
year (two years of Master) Heads of
animation: Pierre Lebert (Bachelor) /
Philippe Meis (Master)
Head of admissions: See website
Time of year offered: From September to June + internship period in
the summer (depending the year
of study)
Application deadline: February 2022
Equipment available: All the equipment necessary for the learning are
provided by the school (PC, software,
renderfarm, etc.)

The Strzemiński
Academy of Art Łódź
Łódź, Poland
int.asp.lodz.pl
Phone: +48 42 254 74 08
Email: sw@asp.lodz.pl

University for the
Creative Arts (UCA)
Farnham, Surrey, U.K.
www.uca.ac.uk
Phone: Undergraduate & Postgraduate: +44 (0)1252 416110 |
International & E.U. Applicants: +44
(0)1252 892838
Email: admissions@uca.ac.uk |
internationaladmissions@uca.ac.uk
Degrees/Certificates offered: Anima-
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tion BA (Hons), Games Animation BA
(Hons), Virtual & Augmented Reality
BA (Hons), Visual Effects BA (Hons).
All accepting entry for 2022/3.
Number of students in animation
program: 183
Cost of program: £9,250 per year
(2022/23 academic year) for U.K.
students, £16,950 for International
students.
Head of animation: Lesley Adams
Head of admissions: Sarah Simms
Time of year offered: Various –
degrees begin in September.
Application deadline: May 22, 2022
for September 2022 entry and
January 26, 2023 for September
2023 entry.
Equipment available: Animation
facilities include stop-motion studio
with Dragonframe capture software,
Canon DSLRs and professional camera stands, and stages pre-rigged
with grips, stands and lights. Studios
feature individual workstations,
light boxes, Wacom tablets, line
testers and batch scanners. Macs
have the full Adobe Creative Suite
as well as Toon Boom and Maya CG
software, while there’s also sound
and editing suites on campus.
Notes: If you are looking to make
your mark as an animator, illustrator
or computer animation artist, UCA’s
BA and MA animation degrees will
help you get there. You might see
your future as a director, storyboard
artist, book illustrator or character
designer – whatever your ambitions
in this dynamic field, our courses
will give you the tools and confidence you need.
As you study, you’ll link up with
students on other courses to collaborate on exciting projects and
competitions, and benefit from the
knowledge and wisdom of visiting
lecturers and industry experts. Working in our state of the art suites and
studios, you’ll use the latest software and innovations to create your
work. Over the years, UCA has taught
some of the biggest names in the
industry, including BAFTA-winner
Grant Orchard, Golden Globe winner
Chris Butler and the co-creator of
Peppa Pig, Mark Baker.

University of
Gloucestershire
Cheltenham, U.K.
www.glos.ac.uk
Phone: +44 (0)1242 714700
Email: ifriend@glos.ac.uk

University of
Luxembourg
Competence Centre
Esch-sur-Alzette, Luxembourg
www.competence.lu/bda
Email: bachelor@competence.lu

U-tad

http://u-tad.com
Email: info@u-tad.com
Degrees/Certificates offered: On
Campus: BFA in Animation (Spanish
or English), BA in Game Design
(Spanish or English), BFA in Digital
Design, BS in Computer Science
(Spanish or English), Double BS in
Computer Science and Mathematics, Double BS in Computer Science
and Physics. MA in 3D Character
Animation, MA in Compositing for
VFX, MA in Rigging and CFX, Expert
Course in Character Design, MA
Production Direction for Animation,
VFX and Videogames, MFA in Game
Art, MA in Game Design, MS in
Game Programming. BS in Graphic
Computing, Simulation, VR and AR,
MS in Big Data.
Online: BFA in Animation, BS in
Computer Science, MA in 3D Character Animation
Number of students in animation
program: 650
Cost of program: US$11,000 per
year
Head of animation: José Antonio
Rodriguez
Head of admissions: José García
Romero
Time of year offered: Fall
Application deadline: September
2022
Equipment available: Traditional
and digital art labs. Traditional
Drawing classrooms and Sculpture
Studio, 120 Cintiqs, mocap equipment, VR Labs, Photography Studio.
Software includes Adobe Suite, Autodesk Maya, Flash, Photoshop, Unity,
Unreal, Nuke, ZBrush and Shotgun,
Microsoft Office.
Notes: Located in Madrid, capital
of Spain, U-tad was opened by the
founders of Pyro Studios and Ilion
Animation Studios in 2011. It is a
higher education institution focused
on educating students for the creative and technological industries.
We rank in the top six worldwide
and number one in Spain in game
education per Gameschool rankings,
and top 10 in Software Engineering
in Spain per SEDEA rankings. We
have a practical education model
based on project development. We
have 1,500 students in the different
areas and 250 teaching faculty,
of which 80% are active industry
professionals.
Our students have won over 100
awards in five years, including Annie
Award winner for Best Production
Design María Pareja (Wolfwalkers)
and Best Animator Annie nominee
Andrés Bedate (The Willoughbys). 12
Playstation Awards, four SXSW, two
Game Lab Awards and six Fun &
Serious Awards. Our students work
in major companies like ILM, Disney,
Sony Imageworks, MPC, Double
Negative, Animal Logic, Weta, Ubi
Soft, Splash Damage, Epic Games,
King and many key entertainment
companies.

University of Technology, Arts and
Design
Madrid, Spain
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Vigamus Academy
Rome, Italy
vigamusacademy.com
Phone: +39 366-413-9390; + 39 06
6177 4482
Email: academy@vigamus.com

Effects, high-end PC labs with Cintiq
monitors for 2D Animation and
drawing, sound recording studio, 18
camera Motion-Capture Studio, Animation Studio for industry projects.

North Metropolitan
TAFE

AUSTRALIA &
NEW ZEALAND
Griffith Film School

Griffith University
Brisbane, Queensland
www.griffith.edu.au/study/degrees/
bachelor-of-animation-1179
Email: international@griffith.edu.au
Degrees/Certificates offered:
Bachelor of Animation, Bachelor of
Animation with Honors. Master of
Screen Production
Number of students in animation
program: 280
Cost of program: 31,000AUD per
year for internationals.
Head of animation: Dr. Peter Moyes
Head of admissions k.moller@
griffith.edu.au
Time of year offered: Trimester 1
intake (March)
Application deadline: No set deadline; enough time for visa, travel
and orientation.
Equipment available: Four computer labs running Windows on Mac
hardware; Wacom tablets; software:
Adobe Suite, Toon Boom, Maya, etc.;
motion-capture facility; stop-motion
facility; soundstage; audio record/
edit suites. We are a Toon Boom
Center of Excellence (free home
licenses for students).

Media Design School
Auckland, New Zealand
mediadesignschool.com
Phone: +64 9-303-0402
Email: info@mediadesignschool.
com

North Metropolitan
TAFE
Joondalup, Western Australia,
Australia
www.northmetrotafe.wa.edu.au
Email: enquiry@nmtafe.wa.edu.au
Degrees/Certificates offered:
Advanced Diploma of Screen and
Media (Animation & Visual Effects),
Diploma of Screen and Media (Animation & Visual Effect), Certificate
IV in Screen and Media (Animation
& Visual Effect), Certificate III in
Screen and Media (Animation)
Number of students in animation
program: 60
Cost of program: AUS $15,000
Head of animation: Tanya Beeson
Head of admissions: Tom Drummond
Time of year offered: January and
July
Application deadline: Sem. 1 - January 5, 2022 | Sem. 2 - June 8, 2022
Equipment available: High-end PC
labs for 3D Animation and Visual

Perth, Western Australia
www.northmetrotafe.wa.edu.au
Email: enquiry@nmtafe.wa.edu.au
Degrees/Certificates offered:
Diploma of Screen and Media
(Animation & Game Art), Advanced
Diploma of Screen and Media
(Digital Art & Animation), Advanced
Diploma of Screen and Media (Game
Art & Design)
Number of students in animation
program: 140
Cost of program: Approx. AU$5,000
for local students
Head of animation: Ryan Goggin
Head of admissions: www.northmetrotafe.wa.edu.au/apply-and-enrol
Time of year offered: February or
July intakes
Application deadline: December
Equipment available: PC labs, Cintiq
displays, digital content creation
software (Maya, ZBrush, Unreal
Engine, Unity, Substance Painter,
Photoshop, After Effects, Toon
Boom Harmony, Fusion & Da Vinci
Resolve)

Rising Sun Pictures in
conjunction with the
University of South
Australia (UniSA)
Adelaide, South Australia
www.rsp.com.au/study-with-rsp/
study-with-rsp
Phone: +61 8 8400 6400
Fax: +61 8 8400 6401
Email: learn@rsp.com.au
Degrees/Certificates offered:
Graduate Certificate in FX and
Lighting (accredited through UniSA),
Graduate Certificate in Compositing
and Lighting (accredited through
UniSA), VFX Specialization as part
of the UniSA Bachelor of Film and
Television (spend the last year of
the degree training at Rising Sun
Pictures), Hard Surface Modeling
(elective course as part of UniSA
Bachelor of Film and Television),
Look Development and Lighting
(elective course as part of UniSA
Bachelor of Film and Television)
Number of students in animation
program: 36 - 90 per semester
Cost of program: Refer to UniSA
website for undergraduate and postgraduate course costs: https://study.
unisa.edu.au/pg/vfx
Head of animation: Anna Hodge,
Manager of Education and Training
Head of admissions: Dr. Josh McCarthy: https://people.unisa.edu.au/
josh.mccarthy
Time of year offered: February
(Study Period 2) and July (Study
Period 5)
Application deadline: Refer to the
UniSA admissions website: https://
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study.unisa.edu.au/apply
Equipment available: Courses are
delivered at the Rising Sun Pictures
studio, so students utilize the Linux
Operating System and the following
industry standard software: Maya,
Houdini, Nuke, Silhouette, 3DEqualizer, Substance Painter, Arnold
Renderer, Shotgun, Wacom tablets.

Swinburne University of
Technology
Melbourne, Australia
www.swinburne.edu.au/animation
Email: askgeorge@swin.edu.au
Degrees/Certificates offered: Various levels of courses in the areas of
Games and Animation: Bachelor of
Animation, Bachelor of Games and
Interactivity, Bachelor of Games and
Interactivity/Bachelor of Animation
(Double Degree), Advanced Diploma
of Screen and Media (Animation),
Diploma of Screen and Media
(Animation), Certificate IV in Screen
and Media.
Number of students in animation
program: Various
Cost of program: Various; see
degree/course webpages for cost
details.
Head of animation: Steven Murdoch
Head of admissions: www.swinburne.edu.au/courses/applying
Time of year offered: Varies by
course/degree; the primary student
intake commences March. Application deadline: Various; see admissions website.
Equipment available: Windows
and Mac workstations, Wacom
Cintiq technology labs, stop-motion
animation studio and fabrication
workshop, render farm, motion-capture and volumetric capture studios.
Up-to-date industry standard
animation and creative software. A
broad range of animation, film and
creative equipment available for
free student loan.
Swinburne is an Adobe Creative
Campus, Wacom Authorized Training
Center and Toon Boom Center of
Excellence.

MESOAMERICA
& CARIBBEAN
Excelsior Community
College
Kingston, Jamaica
www.ecc.edu.jm
Phone: (876) 928-5070
Fax: (876) 938-0747
Email: socs@ecc.edu.jm; info@
ecc.edu.jm

The University of
Trinidad and Tobago
Port of Spain
https://utt.edu.tt
Phone: (868) 759-3777

www.animationmagazine.net

Email: info@animaecaribe.com
Degrees/Certificates offered: BFA In
Digital Media Arts with specialization in animation, game art and
music technology.
Number of students in animation
program: 20 per year
Cost of program: 10,000 US per year
Head of animation: Camille Selvon
Abrahams
Head of admissions: Corisia Warner
Time of year offered: September
Application deadline: Open
Equipment available: Cintiq Lab,
Green Screen Studio, Stop Motion
Lab, Render Farm
Notes: The Bachelor of Fine Arts
(BFA) in Digital Media Arts program
has been developed for students
with a passion for Animation
or Music Technology who want
a hands-on, industry-oriented
program, supported by a curriculum
that is geared toward the international industry, values our national
and regional cultural context and
has a strong practical emphasis. It
will provide a pathway to new opportunities and encourage students
to acquire critical skills locally. The
students of the programme will be
equipped to independently perform
idea development, design, execute,
produce, and complete the delivery
of complex media projects for local
and global mass media, utilizing
industry standard practices and
procedures.

University of the West
Indies
Jamaica
www.mona.uwi.edu
Phone: (876) 977-0898
Fax: (876) 977-1597
Email: carimac@uwimona.edu.jm
Degrees/Certificates offered: BFA
Animation
Number of students in animation
program: 30
Cost of program: US$6,500 per year
for three years
Head of animation: Chevonnese
Chevers Whyte
Head of admissions: Dr. Donovan
Stanberry
Time of year offered: September
and January
Application deadline: January for
September start and November for
January start
Equipment available: Computers, Cintiq drawing tablets, Intuos
drawing tablets, industry-specific
software
Notes: The BFA in Animation at the
School of Media and Communications at the University of the West
Indies, Mona is a generalist program.
Students are exposed to drawing
courses, 2D animation, 3D animation
and motion graphics.

Westbridge University
Mexico City, Mexico & Online
westbridge.edu.mx
Phone: +55 4161-1501; (650)
285-3200
Email: rp@westbridge.edu.mx;
mdelaorta@gmail.com

ASIA
Academy of Interactive
Entertainment
Sydney, Melbourne, Canberra,
Adelaide & Perth, Australia
aie.edu.au
Email: international@aie.edu.au

Azpire Education
Society
Pune, Maharashtra, India
www.azpireeducation.com
Phone: (911) 210-6555
Email:
info@azpire.org

De La Salle College of
Saint Benilde
Manila, Philippines
www.benilde.edu.ph
Phone: (632) 230-5100; + 63 2
8230 5100
Email: info@benilde.edu.ph

Email: info.zicapune@gmail.com
Degrees/Certificates offered:
Certified Courses of Zee Learn’s Zee
Institute of Creative Art. We also offer Degree programs in Animation.
Number of students in animation
program: 10-15
Cost of program: 30,000 to 300,000
Head of animation: Ms. Deepti B
Head of admissions: Mrs. Ashiwni F
Time of year offered: All year round
Equipment available: State of
the art Training Classrooms with
projectors, Online Lectures on Zoom
platform.

SOUTH
AMERICA
Animation Campus
Montevideo, Uruguay / Los Angeles,
CA, U.S.A. / Vancouver, BC, Canada
campus.uy
Phone: +598 2712-6799
Email: info@campus.uy

Art&Cia Animation
School
Meireles, Brazil
arteciacursos.com
Phone: +55 85-3023-7201; +55
85-98820-7775
Email: contato@arteciacursos.com

-

The Graduate School of
Advanced Imaging
Science
Chung-Ang University
Seoul, Republic of Korea
www.cauanimation.com
Phone: 400-44187566
Email: mcader@cau.ac.kr

Multiple Campuses, India
inurture.co.in
Phone: +91 80-4257-6666
Email: admissions@inurture.com

Lasalle College of the
Arts
Singapore
lasalle.edu.sg
Phone: +65 6496-5000
Email: admissions@lasalle.edu.sg

Ngee Ann Polytechnic
School of Film & Media Studios
Singapore
www.np.edu.sg
Phone: +65 64608430; +65 6466
6555
Email: sch-fms@np.edu.sg

Zee Institute of
Creative Art, Pune
Pune, Maharashtra, India
www.zicapune.com
Phone: (911) 210-4555
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São Paulo, Brazil
www.melies.com
Phone: (115) 573-1095
Email: joao.boldrini@melies.com.br
Degrees/Certificates offered: Onsite
and online programs: Undergraduate -3D Animation, Games, Design.
Post-Graduate - 2D Animation,
Visual Effects, Game Art, Executive
Production.
Number of students in animation
program: 600
Cost of program: US$4,500/year
Head of animation: Joao Luis
Boldrini
Head of admissions: Robert Schues
Time of year offered: February and
August
Application deadline: January and
July
Equipment available: Computers
and tablets for each student.
Notes: Providing professionals for
the industry since 2005, Melies contributes to the animation industry
because of our main goal: “Teach
the most highly skilled professionals for the job market.”

ORT University Uruguay
School of Communication & Design
Montevideo, Uruguay
fcd.ort.edu.uy
Phone: +598 2902-1505

BIOS
School of Design & Communication
Montevideo, Uruguay & Online
biosportal.com
Phone: +598 2710-3373
Email: edco@bios.edu.uy

Duoc University Chile
iNurture Education
Solutions

Faculdade Melies

Santiago, Chile
www.duoc.cl
Phone: +2 2999-3862
Email: duoc@duoc.cl

MIDDLE EAST &
AFRICA
Learn 3D
Johannesburg, South Africa
learn3d.co.za
Phone: +27 11 262 5115; +27 11
326 1520
Email: info@aie.ac

Minshar for Art
EIC-TV
International Film School of San
Antonio de los Baños
San Antonio de los Baños, Cuba
Phone: +53 47-383152
www.eictv.org

Tel Aviv, Israel
www.minshar.org.il/animationstudies
Phone: (972) 368-7090
Fax: (972) 368-7090
Email: animation@minshar.org.il ◆

The listings section of this school guide was
compiled using direct information emailed to
Animation Magazine by participating schools
around the world. If you'd like to be included
in the 2023 edition of the guide, please
email schools@animationmagazine.net. The
information found in this guide is updated
by submission on the magazine's website at
www.animationmagazine.net/schools.html.
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Autonomous Animator
By Martin Grebing

How to Stay Focused in College
C

reative drift. Procrastination. Day- professionally, people will perceive and treat
dreaming. Idling. Dilly-dallying. Party- you accordingly, which further cements this
ing. Social gatherings. The list goes on quality in your consciousness.
Toggle Switch. Turn off or on your music.
and on. But one thing is certain, if you are a
student studying full time for a career in ani- If you are losing focus, try turning on some
mation, it is very easy to get distracted and music. If you already have music playing but
give into the temptation to slack or let your can’t focus, try changing the music selection
mind wander toward areas of nonacademia.
Mike and Sulley learned
valuable lessons about the
Here are some tips on how to reimportance of focusing on
gain your focus and sharpen your
their goals during their time
scholarly skills when temptations
at Monsters University!
of distraction sets in or your mind
(Image: Pixar)
starts to drift:
In-Sight, In-Mind. Post your
study schedule for the day on the
wall in front of you. Calendar reminders via email or your app of
choice is nice, but your study goals
and project deadlines — both short
term and long term — need to be
instantly visible all the time, staring you back in the face. Your goals
need to be out in the open day and
night, requiring no effort whatsoever to review.
Mind Cleanse. Take a breather.
Stand up, stretch, walk briskly, do
some jumping jacks or a quick exercise of your choice for one or two
minutes while keeping your mind
completely off school. When you
come back to your dorm room, desk
or studio space, shake it off, refocus
and continue.
Power Lunch. Take lunch seriously. Force yourself to take an
hour lunch every day where you get away or turning it off all together.
Maximize Your Day. If you get all your studyfrom your classes, out of your dorm or studio,
and go somewhere far removed both mentally ing and homework done early and have a few
and physically. While on lunch, call or meet a hours to spare, take some much deserved siesta time — but save some of this surplus to
friend to socialize and enjoy your break.
Dress Like You Mean It. Wear a suit. I typi- review and refresh your curriculum. Maybe
cally avoid suits like the plague, but once in a even endeavor to start a personal animation
while, even if you live alone, it can help give project. However, don’t overload your plate,
your academic mind a professional jolt. This because your normal school workload will
acts on a psychological level that can help undoubtedly keep you busy. But maximizing
make you feel obligated to act and perform each day will in turn maximize your learning,
professionally as if you were in an office en- your growing and your chances of landing a
vironment. Plus, when you take lunch dressed job once you graduate.
2022
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Navigate Speed Bumps. If you run into a
dead end at every turn and are spinning your
wheels trying to accomplish what seems like
the simplest of tasks, move on. Sometimes,
temporarily going around a speed bump and
coming back to it later is a better option than
letting it eat up a large portion of your day,
making you very frustrated and
letting it greatly impair your productivity.
Unplug. Under no circumstances should you have a browser
window open while studying or
doing projects unless it’s directly,
specifically required for the task
at hand. This goes doubly-so for
social media. Log out of all your
social networks and turn off all
corresponding notifications and
alerts.
Caffeine Can Be Your Friend.
Feel like you’re starting to drag?
Grab a cup of your favorite green
tea, extra dark chocolate, coffee
or iced tea. Caffeine can help you
focus, but use in moderation as
an overdose can make you jittery and anxious, making it that
much harder to focus.
Sleep Tight. Take your rest as
seriously as you take your favorite class. No matter how much
caffeine or guarana extract you
consume, it can’t make up for
sleep deprivation. Your mind and
body need to rest approximately
eight hours (even creative individuals like you) every night to ensure maximum performance the next day.
Keep this list handy, perhaps posted next to
your daily schedule, so the next time you feel
the urge to drift, you’ll have a resource immediately available that can help you re-focus,
be productive, and get the most out of your
college experience!
Martin Grebing is the president
of Funnybone Animation Studios. He can be reached at
funnyboneanimation.com.
www.animationmagazine.net
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