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CLOSE UP: 10 ANIMATORS TO WATCH

Nina Gantz
MIXING MEDIA AND INNOVATIVE TECHNIQUES

Y ou know that feeling you get when you see 

a kitten that’s so cute, you want to squeeze 

it to death? That’s what Gantz was going for 

with “Edmond,” an aff ectionately twisted portrait of 

a cannibal who can’t help trying to eat those he loves 

most. “Edmond” was made during her second year at 

the U.K.’s National Film and Television School, where 

the Dutch-born illustrator invented a style in which 

she used her computer to draw facial expressions 

and other small details over footage of wood 

puppets that she manipulated one frame at a time.

“I choose my technique according to what fits 

the story best,” explains Gantz, whose discovery 

of Czech animators Jan Svankmajer and Michaela 

Pavlatova  taught her that the medium wasn’t strictly 

for kids. “‘Edmond’ is quite violent in a way, and wool 

brings this softness and warmth, in contrast with the 

cannibalism and horrific acts, like the blood coming 

out of the ear.”

The violence comes as a surprise at first, but it’s 

the short’s sincerity that proves its most gratifying 

twist — and no doubt explains the reception 

“Edmond” has received, earning both a BAFTA award 

(in the U.K., where the  Gantz now works for Blinkink 

Prods.) and best animated short at this year’s 

Sundance film festival.

 Now that she’s found a team of creative 

collaborators, she can’t wait to experiment with 

other ideas. “‘Edmond’ was just a try-out for that 

technique, but I think I can do so much better,” says 

Gantz, who dreams of combining stop-motion and 

live-action. — Peter Debruge 

Ian 
Jones-Quartey

FROM TV ANIMATOR TO GAME MASTER

Jones-Quartey has some advice for budding 

animators: “Don’t wait for permission to be an 

artist.” He’s living proof that that advice works. 

Jones-Quartey has created lots of animation for the Web, 

including several episodes of animated improv comedy 

“nockFORCE.” That led to him to taking a chance  and 

becoming  animation director for Adult Swim’s “The 

Venture Bros.”  He’s worked on such shows as “Secret 

Mountain Fort Awesome,” “Adventure Time” and “Steven 

Universe.” Now he’s developed Cartoon Network’s first 

original game, “OK K.O.! Lakewood Plaza Turbo,” based 

on a pilot he created for the network.    “There are lots of 

places that this world can expand to. It’s really exciting 

to get to explore it all.”                                      — Terry Flores

Adrian Molina
‘COCO’ GIVES ARTIST A BIG BOOST

When Adrian Molina read a description of Pixar’s 

upcoming feature “Coco,” inspired by the Dia 

de los Muertos festival, he knew one thing: he 

would do anything to work on it. So he decided to pitch 

helmer Lee Unkrich his ideas for the film. 

It was a bold move for a mere storyboard artist.  “The 

more we talked,” he says, “the more we realized our 

thoughts of how the story should be told were totally 

in sync.”  Unkrich was so impressed he made Molina 

co-director on the film. It was a huge leap . He’d won a 

storyboarding internship at Pixar while he was still at 

CalArts, then joined the studio.  

He found his love of story while  in CalArts’ character 

animation program . “My interests and my skill set 

lent themselves to storyboarding,” says Molina. “I 

enjoyed the design challenge and acting opportunity in 

animation, but I don’t think I excelled at it.”  

                                                                                    — Karen Idelson

Fletcher Moules
TESTS BOUNDARIES OF ANIMATION

“ ‘S tar Wars Episode II’ was filmed in Sydney, and 

I was fortunate enough to join the creatures 

department and have a tiny role as an extra,” 

says Moules, director of the widely popular “Clash of the 

Clans” commercials. “I thought ‘Well, I guess I can just 

end my career right here!’ ”

It was a full-circle moment for the little boy who was 

bit by the animation bug after walking out of a screening 

of “Return of the Jedi.” “I recall turning to my brother and 

saying ‘That’s what I want to do,”’ Moules says.

Moules didn’t know what that would entail, but 

he was fascinated by the idea of one day creating his 

own characters and worlds. That led to him eventually 

grabbing his dad’s camcorder and creating hokey 

stop-motion films with He-Man action figures in the 

background. 

“Record, pause, record, pause — stupid ’80s kids,” 

he jokes. “I should’ve used a Super 8 camera.” 

Early in his career, Moules  met Paul Berry, a lead 

animator on “The Nightmare Before Christmas.”

“He took the time to teach me all he knew 

about character animation,” says Moules. “His skill, 

passion and devotion to the art form were perhaps 

the biggest inspirations to my career.” Since then, 

Moules has held various positons, including working 

with physical puppets, motion graphic designer and 

directing 2D animation for Cartoon Network. 

He is slated to helm Sony Pictures Animation’s 

upcoming “Ghostbusters” animated movie. 

“I’d like to think I approach every project 

diff erently, one that requires something I’ve never 

done before,” says Moules. “I hate playing it safe.”

He is inspired from other animators as well. 

“So many times I’m at a crossroads on a project, or 

a certain moment isn’t working and I find myself 

asking, ‘What would Brad Bird do?’ , or ‘How would 

Genndy approach this?’ Genndy Tartakovsky’s unique 

timing and storytelling have been a huge inspiration 

for me. Sony Pictures Animation and Imageworks 

really kick ass when pushing the boundaries of CG 

animation.                           — Lamarco McClendon
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