ABOUT

ASIFA was founded in 1960 in Annecy, France by a group of international
animators to increase world-wide visibility of animated film. ASIFA’s
membership includes animation professionals and fans from more than 50 coun-
tries.

ASIFA-East, based in New York City, is the Northeast chapter. We host
screenings, workshops, and panel discussions on all things animation, and our film
festival, which debuted in 1969, is the oldest animation-only festival in the US.

BOARD MEMBERS

President: Douglas Vitarelli, asifaeastpresident@gmail.com
Secretary: Liz Van Verth, secretaryasifaeast@gmail.com
Treasurer: Emily Compton, asifaeasttreasurer@gmail.com
Social Media Director: Emmett Goodman

Festival Co-Chair: Tristian Goik, asifaeastfestival@gmail.com
Festival Co-Chair: David Eisman

Technology Manager: Emily Compton, asifaeastwebmgr@gmail.com
Board Member: Josué Agustin Advincola

Board Member: Christi Bertelsen

Board Member: Ryan Castrillo

Board Member: Ray Kosarin

Board Member: Candy Kugel

Board Member: Bill Lorenzo

Board Member: Ronan Madden

Board Member: Hugo Segal

International Board Member: Douglas Vitarelli

ASIEA
EAQST

FIND US ONLINE

https://asifaeast.com
https://www.instagram.com/asifa_east
https://twitter.com/ASIFAEast
https://www.facebook.com/asifaeast

https://asifa-east.bsky.social

March 2025

laNYmator

THE ASIFA-EAST NEWSLETTER

)

Table of Contents

« President’s Message « International Report
« Julian Glander « Upcoming Events
« Evens Angulo-Duvil



PRESIDENT’S MESSAGE

The greatest baseball player to ever live has a .286 batting average. That means he
failed over 7 out of 10 times. But he showed up, kept at it and had enough success to
be inducted into the Hall of Fame.

I'm reminded of him every time we interview an animator for our newsletter be-
cause they show up, make mistakes, learn from them and continue to produce

As we all know, that idea that popped into your head one day takes an extraordinary
amount of patience, time and doggedness to complete. If you're anything like me,
you have a stack of ideas waiting to be started. A sketchbook with the simplest of
ideas and the beginnings of the form your film will take. Or maybe multiple folders
on a hard drive where you have started fleshing out an idea with writing, designing,
coloring, testing, etc. Possibly even a social media account where you’ve posted
some work in progress.

All that is great, but when you commit and finish something, that’s success. And
hopefully that success breeds more success.

This month’s issue profiles two successful artists in our region, Julian Glander and
Evens Angulo-Duvil.

Julian, an animator who has a successful commercial career that began in NYC, has
entered an elite club by finishing a feature.

Evens, a recent graduate of SUNY/Fredonia, has wanted his own animated series
since he was 7 and, after many years, has just finished the pilot.

Both of these artists showed up and that’s what we’re celebrating, again, in our
newsletter.

UPCOMING EVENTS

Bill Plympton's School of Animation

Hey, everyone, I’ve decided that it’s time once again to bring back the Plympton Animation School!
It was about three years ago when I last offered my super-popular set of Master Classes, but that was
during the pandemic and we had to hold the lessons remotely by Zoom.

Since I finished my latest animated feature, “Slide”, I have some free time to get back to teaching, and
I hope YOU can join me to learn the secrets of creating animated films. By the end of the course, you
should have your very own original animated short, which you can then enter in festivals or post on
YouTube.

I want to start the live classes on March 10 and finish on April 28, that will be eight 90-minute classes.
I will be drawing, showing films and talking about my experiences. I will answer questions and cri-
tique the work being done by the students.

Here’s a list of topics the classes will cover:

1. Introduction: concepts, ideas, influences, financing
2. Creating an outline & characters

3. Fundraising, budget & schedule

4. Storyboarding

5. Layouts & backgrounds

6. Animation & coloring

7. Editing, music & voices

8. Festivals, distribution, contracts, promotion

The price will be $1,500 for the eight classes. So please sign up by sending an e-mail to studio@
plymptoons.com and tell your friends to check out Bill Plympton’s Animation School. All students will
receive a diploma after the last class.

If you can’t attend the classes in NYC on Monday nights, we will be offering an option to watch videos
of all of the classes for just $1,000. And if that’s not a viable option for you, we can schedule an indi-
vidual portfolio review by me for $300 that fits your schedule.

Payment can be made via Zelle or Venmo, please e-mail us for details.
This is a rare chance to learn the secrets of animation from a festival veteran, two-time Oscar nominee
and Annie Award Lifetime Achievement winner, someone who has directed nine animated features

and over 50 animated shorts.

See you there!
Bill Pvv
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FIGURE DRAWING

Thursday, Feb. 27 at 7:30 pm
Titmouse Studios
150 W 30th St, between 6th and 7th. 10th floor

] present
Figure Drawing

-~ Free for members
>, _$10 general admission

ASIFA International is offering 50 free
accreditations for the world's second oldest,

entirely devoted to animation, festival,
Animafest Zagreb in Croatia.

See our June 2024 issue for Robbie Gilbert's
review of this world class festival.

This year the festival will be held June 2-7.
Email asifaeastpresident@gmail.com if

interested by March 15.

LAGREB

JULIAN GLANDER
IN THE MIDDLE OF TWO PHILOSOPHIES
A conversation with Doug Vitarelli

Julian Glander is a 3D computer animator from Pittsburg who has just completed his
first feature film, Boys Go to Jupiter, which had its premiere at The 2024 Tribeca Film
Festival.

Nice to meet you.

Thanks for reaching out and then following up. We've been spread very thin this
year working on this movie and a lot of stuff has been just whizzing by me.

So I just have to thank Matthias for connecting us. Do you call him TraceLoops?

I call him Matthias, but I do think of him as TraceLoops. He's the best. We go all the
way back to when we were both kind of starting to do this stuff during the good old
days of Tumblr and the animation GIF culture that brought us both to animation.

So how'd you get started with animation? I read that you're mostly self-taught.

I went to school for creative writing and I started doing animation after school. I
was working at an ad agency and living in New York and just trying a lot of different
things. I was playing in bands, trying to write a novel and doing odd jobs and kind
of just slipped into animation.



During that time period, 2012 to 2015, I was trying to be an illustrator and in that
moment, illustration was changing a lot and animation was becoming a part of it.
And, you know, those two worlds used to be somewhat separate. Basically I started
a Tumblr account where I was sharing memes and stuff and then I started adding
some wiggle animation to that and a year later it became 15 second animations.
Maybe another year later, it was music videos and then over the course of 10 years
it went from that to short films to TV episodes to where we are now, which is a
87-minute feature film

What kind of band? Where'd you play?
I played guitar and sand. It was a post-punky new, wavy kind of band.

We played around New York for less than a year. Trying to be a musician is brutal.
You just take a beating every day. So after playing shows I was happy to just sit at the
computer for the rest of my life.

You live somewhere in Pennsylvania?
I'm out here in Pittsburgh.

So you went to college for creative writing and then you moved to New York to be
a writer?

I just did it. Graduated school in Boston and basically they just put you on a bus
and say you live in New York now. It was the Mad Men era and I wanted to work
in advertising. I worked at agencies for a couple years. I was working at this place
which was basically a guy that tried to start an ad agency out of his apartment.

A lot of what I did was walk his dog, move his car for alternate side parking. It was
not the industry for me but it's where I kind of learned what an art director was and
then what an illustrator was and it's even where I first met a couple animators.

I've got your website up now and you've all these tabs: animation, illustration,
games, comics, GIFs, tunes and I like the fact you have plants, dogs, clouds and
blobs.

When I was talking to Matthias, what I thought was really interesting was that
he's an artist but does animation and I would say the same thing about you.
Except that he’s not character based like a lot of us. And you’re character based
but not sophisticated, you have an outsider art fair type of vibe to me.

Can you tell us the journey of how you create all this amazing work?

Well I'll sort of go a little sideways on this, go back to what you said, which is
calling it sort of outside. I love that. I definitely think when you look at a lot of 3D
artists and really the 3D art community and culture as it is right now, there's a big
emphasis on technical mastery. Like getting really good at creatures and making
spaceships and really detailed stuff. But for me, I feel like once I had a grip on it, it
was more about developing a visual language that I could do a lot of different things
with so I'm not conscious of a Julian Glander style when I'm working.

So I remember that you had this idea back in school.

I started working on the pilot freshman year of college.
How long did it take you to finish?

Seven years.

Wow, good for you. So when you first started the business environment changed
considerably. How do you plan on getting it out there?

All T know is I wanted to create and didn't want to wait for an opportunity when I
have two hands myself. I feel like that's kind of always been my approach.

I recently got my LLC for my own animation studio. And the dream really is to have
my own little Independent Studio. Right now I'm watching as many videos as I can
on marketing.

I'm just trying to push it through on all my social media platforms, Instagram Tick
Tock, whatever way possible.

So I know you just finished and you have marketing, you have festivals, but have you
come up with any ideas for the next one?

It takes very, very little for me to be inspired.

I have plenty of ideas, It's just all about deciding which to choose next. And that's an
aspect of life, especially in art. Why not push myself to try and do this now because
I'm thankful for Untainted in so many ways. Starting this project and allowing my-
self to make many mistakes and along the process it allowed me to improve more.
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EVENS ANGULO-DUVIL
DIDN'T WANT TO WAIT FOR AN OPPORTUNITY

A conversation with Doug Vitarelli

A few years back Evens was a student of mine, and a classmate of Annastacia Hen-
ry-Ramos who we interviewed in May 2024, at SUNY Fredonia. He stood out be-
cause he had a desire to have his own animated series and, 7 years later, has finished
the pilot, Untainted. It was the concept of creating a show in his head and bringing it
to life that he gravitated towards.

Tell us when you wanted to have your own animated series.

I had the blessing and the curse to know at a very very young age what I wanted to
do when I was growing up.I know I wanted to get involved in animation and be my
own showrunner since the age of 10. I just remember on January 27, 2010, and I
remember the day because I wrote it down.

It was the premiere of this Nickelodeon show, Fanboy and Chum, Chum. This one
where it kind of clicked in my brain. I proceeded to go into my mom's library and
grab some empty binders and I just started drawing characters and writing episodes
and scripts based off of the characters I made.

Influences?

I listen to a lot of music. I make playlists on Spotify and if I have a certain project
in mind and I have trouble thinking of a scene I'll listen to a song and then that will
spark an idea.

Which musicians?

I like Erykah Badu. Rap wise Kendrick Lamar. In terms of storytelling and animated
series, I would say BoKack Horseman has a huge influence on me. From the writing
aspect, I think it's one of the shows where the writers took their time to make that
show.

It's the same way that someone who's writing a novel is not conscious that they're
working in English, you know, that stuff is sort of so background for me. Where I
kind of instinctively know what colors I want to look at and how I want things set
up. And then from there it's the jumping off point where I can focus on different
mediums and that's what's so juicy to me.

So having just finished making a video game, I take from that and apply it to a short
film or, Comics, illustration, poster design and music. And how can I put all of that
together in this 90-minute thing.

So you lived in New York for How many years-ish?
On and off, like a decade.
And why are you from Pennsylvania? Why did you move there?

I just love it. I was visiting a friend here and just let me give my little Pittsburgh
pitch, which is, it's a great city to be an artist.

It's very cheap. you're are not drowning in distractions, which was always my
problem in New York because going out every night and spending a lot of money
and also spending just a lot of energy.

For somebody who has a contained practice or works online it’s the perfect place

to live because there's an artistic community here, and it's beautiful. When people
think of Pittsburgh they think of smokestacks but it's actually a very green city and I
have met so many great artist friends. I'm in a subsidized artist studio right now.

I think I was basically just looking to get out of New York. It was sort of a darts on
the map sort of thing a few years ago and it's worked out really well.



I think you use Maya but there's a good chance you use Blender.
I use Blender.
I know they made a huge leap forward a few years ago with version 3.

I really started using Blender as my full-time tool more than 10 years ago. And I'm
one of these old heads who actually misses when Blender kind of sucked. When I
started production on Boys go to Jupiter in 2022 I had to basically lock into a certain
version.

It's actually like mind-blowing. Every couple of months it seems there's just a
completely game changing update on it. It's a community that has just spiraled into
something massive. Obviously, you're familiar with the movie Flow, which is now
like taking over the world. That's also a blender movie.

It's amazing.

So I don't have anything really to add to the Blender discourse. Everyone knows it's
awesome. I'm ride or die for Blender.

You stopped updating and just used your tools to the best of their ability.

I think going for that 100 million big studio perfection is a losing game because
there's always going to be somebody who has more money, more resources and a
bigger team than you.

And also it's like all that stuff looks like what the AI generated stuff looks like
now. So you know, doing things that are detailed and photorealistic, it's not even
impressive to anyone anymore. I really was thinking about this a lot about the
different pipelines that are available for an animated feature because what I kept
seeing, when I went to festivals, was the big studio. Huge budget movies that
were made with a very industrial pipeline. Specialist’s teams. Tons of resources.
You know, one person pencils the storyboards and another person colors in the
storyboards. One person lights, the hair, etc.

And then on the complete other end, none of the short films that I saw and love
were like that at all. They were all really scrappy and personal and made with one
person or a small team over however long it took with no money.

And I thought there has to be something in the middle. There has to be some way
for these two philosophies to meet. Why can't we just do what we're doing for our
short films? And because there was never going to be a version of this movie that
got made for 10 million dollars. There's too many things in it that are weird or not
appealing to a big family audience.

Some of this is artistic stuff and some of this was practical stuff where it's just about
seeing things through and getting them done.

I told you my age so you're gonna have to give me a second. What is Letterboxd?

Oh, you're missing out. It's where people log the movies they've watched.

Oftentimes the culture on it is very snarky so people write very pithy reviews. So
one of the most satisfying things of the release is just reading those like little snarky
little one-liners that people write about them.

It seems like such an avant-garde film in a way, like such an Indie film. I hope
that you find an audience.

Yeah, I think there's a certain kind of person who really wants to see it and
obviously at some point they'll get a chance, even if it's just on YouTube. I didn't
realize just how specialty it was until I started showing it to distributors.

So what's next is you're just going to try to get the film out there?

Well, I'm writing my next movie as well. I'm back in that my favorite place to be,
which is that sort of dreamy, anything is possible words on a page. But I'm gonna
take a really long time with this one, so nobody expect anything from me, okay?
And as a message to anyone reading this, I do need money. So I am available to
freelance.

It was really fun and a real pleasure to meet you. All right, and best of luck with
everything

Thanks.
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You married an artist. Do you have kids?

I just had a baby girl. Four months ago.
Congratulations! I have two sons, 24 and 20.
(This section, while not necessary, has not been edited out because of someone's vanity)
No. How old are you?

59.

You're not 50 fucking nine.

Yeah. Yeah, I am.

Wow. keep doing whatever you're doing.
Thank you.

(Now back to why we’re all here)

I have to say this is the number one responsibility. I don't really care about anything
anymore.

I'm very happy you finished this before you had a baby.

Well, it was a big motivator. If I don't do this movie before we have a baby I'm never
gonna do it. My wife was, I think, six months pregnant at the premiere. We got it in
there just in time.

Do you have any sort of distribution deal?

Kind of, we're working it out. Basically I'm hoping to get it in theaters this summer.
It's been more of an eye-opening process than I thought it would be. I thought it
would be very easy to just make it and that it would be on every movie screen in the
world and I'd get a billion dollars.

But in the meantime, it's just festival after festival. We had our little break for the
holidays and now I think it's in a different city or a different country every weekend
through the spring, and that'll probably keep going for an entire year, which is
awesome.

I can't go to all of them because I want to be home with the baby. But when they're
showing them, I'm like, sitting there on Letterboxd because it's 9:45 in Portland
right now, they just finished the movie and I'm gonna refresh and see if anyone
logged it, which is so toxic.

I remember that Matthias said that early on he realized he didn't want to go into
that sort of studio production because he would have less control over it.

So it sounds like one of the reasons you guys kind of bonded was that you have
a very similar ethos on production and that is having more control, more of a
voice.

Yeah, with Matthias, what I really see with his videos of him making his work is that
he really loves The sort of hypnotic Zen-like repetitious elements of the animation
process.

He really likes getting in that flow of production and for me there's something

in that for sure where it's like, I think coming from creative writing, it's like the
intimacy of being kind of the only person working on something. It's really alluring
to me.

What I love is that sort of three in the morning, nobody knows what I'm working
on. Nobody even knows that this movie is being made. It's like, well, what if a movie
could be like a novel where one person just chipped away at it and put in every
single detail? Exactly how they wanted to? I don't know if it's freedom or control or
what but it's when I'm absolutely the happiest. When it's just me, and there's no art
director over my shoulder, but also nobody that I'm directing. Where I'm just kind
of one with the work.

Any influences? I noticed, there was an artist that seems to be a direct influence
of yours, David OReilly.

It's funny. When I started doing animation, everyone kept pointing me to David
OReilly. I haven't thought about him in a while. He was a huge figure on the internet
in the 2010s for sure.




Okay. So you didn't say, “I want to be like him”, but you just sort of happened to
be like him, I guess, because you took a similar path of creating your own work.
And also a Lo-Fi kind of feel.

I definitely see the connect. I think we're definitely coming from the same place.
I met him a few times, very nice guy. When I was starting my career, the people I
wanted to be like, it was not necessarily people who were visually similar or even
doing the same thing but I really liked.

Like Miranda July, Spike Jones, Mark Mothersbaugh. People, who could really just
bounce around and maybe had a core project, but then didn't feel bound to it at all.
Like how Dave Eggers was someone who I just loved. I love the idea of, I'm gonna
write a novel now and then I'm going to do a movie next and etc, etc.

I actually, I reached out to Miranda July. I wanted her to do a voice in the movie and
she ended up not being able to do it but she gave me notes on the script that I used,
which I love. So she has a special thanks for the movie.

I noticed that you had some big names. How did you get the voice acting? And
financing? But I guess it starts with the story. Where did the story come from?

The financing was easy because there was none. We just did it really Scrappy.
Everyone was kind of doing me a massive favor on this. My best friend, she came on
as my producer and basically that just meant anything that needed to be done, she
did.

So just pick one person from the cast to pick Sarah Sherman, because you
mentioned her. The story was just that we had been friends on Twitter for a while.
We had both worked for this worker owned Socialist streaming service called
MEANS TV so I had known her work before SNL and I think she had seen a couple
posters I did for them. And I just basically, I messaged her and said, “Will you come
into the booth for an hour and do a role in the movie?” She was like, “Yep, sure.”
She obviously has an immense unbelievable level of energy because she will do
SNL, and then go off and do two more shows in Brooklyn, the same night.

But she's the real deal and like that for most of the cast, mostly people that I had
some really nebulous connection to and I begged them to do it and tried to make it
as easy as possible for them.

It's amazing how generous other creatives are.

That was actually one of my biggest takeaways from the whole process was almost
everybody. who did voice acting on it, really showed up. Jack Corbett, who plays the
main character, I sent him the script a week before we recorded and he came in with
notes on everything, printed the script, had character notes on everything. I had
asked him not to do that because I was feeling so guilty about even making people
come in for SAG-AFTRA. JaneaneGarofalo, same thing. She had notes and so does
not have to be that person. Where she is with her career is a legend, she really could
have phoned it in but nobody did. And my takeaway is when I start taking on client
work again, I want to be like that for my clients. I want to be able to

be like that for my clients. I want to be able to have enthusiasm, show up early, not
drag my feet through things and be excited and also take direction.

Because as a controlling person, I could not sit in a booth and have someone tell me
to do something over and over the way these voice actors do. I mean that is really a
skill.

How long did the whole movie take?
Four years.

Alot of it was just on the script. I'd go after dinner and write for basically two hours
every night and could have done that forever because I just love doing it.

At some point I said, “Okay, it's time to make the movie” and we recorded all the
actors in summer of 2023 and then the movie was done for Tribeca, summer of
2024. So just a year of really intense production.

Wow, that's amazing. Did you do client work at that time or did you just
concentrate on the movie for a whole year?

I wanted to concentrate on the movie for a year but I ran out of money so I worked
on the book (I Want To Be A Vase) with Julio (Torres) while I was writing the script
and he basically had to do the movie because it would have made it really awkward
if he had said, no.

I took a break for a month to do a project for a TV network that has not been
announced. It'll come out at some point, but I don't want to get in trouble. Probably
the biggest expense was not working for a year.

And so my wife was really supportive there. She was working up off of this grant
called Creatives Rebuild New York, so we had this universal and basic income for
artists which was incredible.



