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Coming to the end of their studies, students  
are at a crucial turn of their career path. Both a 
visionary and inspired by elders, students 
complete long years of learning to realise their 
passion. It is then time to feed the world with 
their creativity in a more accomplished way.

École des Nouvelles Images is one of those 
sacred place where you get to meet your inner 
self while preparing for working life. This higher 
learning institution is precisely at the heart of the 
challenges lying in the creative process. It 
accompanies human beings in the conciliation  
of their art with the technique and in connection 
with ever-evolving times. Learning to nurture 
ones sensitivity, to increase it, learning to adapt 
by letting oneself be guided by wise speakers,  
or by collaborating as a team through first film: 
these are essential qualities for any creative 
person to become a passionate professional and 
to transmit good stories that will make 
tomorrow’s students grow.
All of this can be felt in the work of École  
des Nouvelles Images students.

Having been this student yearning for experience, 
today it is an honour for me to meet future 
confreres on the doorstep of the vast world of 
animation.

After graduating in Applied Arts, Eléa Gobbé-Mévellec 
joined École des Gobelins in 2003.

Her first two short films, Madame (directed in 2006 
during her studies) and Escale (2010) were selected 
at Festival d’Annecy.

In addition to her work as a graphic designer on TV 
packaging and commercials for luxury brands, she 
also participated as an animator in short films such as 
Bang Bang! by Julien Bisaro, nominated in 2015 for a 
César award for best animated film, or Smart Monkey 
by Vincent Paronnaud (Winshluss) and Nicolas 
Pawlowski.

Eléa Gobbé-Mévellec then continued her career as a 
character animator for feature films such as Ernest et 
Célestine, Le Chat du Rabbin, Le Jour des Corneilles,  
Le Prophète or Avril et le Monde Truqué.

In 2016, she collaborated as a cartoonist on the 
animated series Lastman, adapted from the successful 
comic book Bastien Vivès, Balak and Michaël 
Sanlaville created.

In 2019, she made her first feature film alongside 
Zabou Breitman with the film Les Hirondelles de 
Kaboul which was part of Un Certain Regard selection 
of Cannes Festival.

Editorial
A word from Eléa Gobbé-Mévellec 
Jury President
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Each promotion leaves its imprint to our school, 
forging the values and shaping the mindset that 
will inspire its students’ future generations.  
This very peculiar year has not been an easy 
one. The COVID-19 pandemic has turned the 
world upside down, making our habits and 
certainties waver. In this estrange, frightening 
and troubled context, our school’s doors 
temporarily closed and the world was confined. 
We had to tap into our deepest resources, 
reinvent ourselves and be ingenious to make 
these films happen. Today we are proud to 
present you our films as a symbol of the unfailing 
investment that drives our students  
and the pedagogical team on a daily basis.

Beyond the technique, making a film is an 
intense human adventure. It is the expression  
of a strong artistic commitment and a great 
technical mastery. Loaded with poetry, humour 
and drama, these three short films display the 
expertise of our young directors. In their own 
way, they participate in the exploration and 
construction of this unique language that is  
CG Imagery. We wish you as much pleasure in 
discovering their films as we had in carrying 
them out.

Dear professionals, our graduates are now 
completing their educational curriculum and will 
soon embark on a new adventure. We entrust 
them to you. Like their film, they will travel the 
world and we count on you to reserve the best  
of welcomes and discover their talent.

Dear graduates, here and forever, your 
personalities remain part of the school’s spirit. 
We wish you all the best for the future and to 
thrive in your passion. We look forward to 
following your career and sharing the success 
each of you deserves.

Foreword
Julien Deparis
Director of École des Nouvelles Images
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A dreadful scream pierces through  
the silence of a sleepy residence.  

What happened? The investigation begins.

9

Charlotte Chouisnard

During my training at École des Nouvelles Images I particularly 
enjoyed working on the CFX part of the characters (character 

design, grooming and hair). I love creating Fur systems on 
animals and creatures so I would like to continue in this field 
later on.

On the movie, I had a versatile role: modeling, texturing, 
layout, editing, sound, production planning. I was involved in 
the lighting, rendering and compositing of various sequences. 

Managing a lot of animals, with realistic lighting and fur was a 
real challenge to manage the film’s rendering schedule.

I am proud of the project we carried out and I hope to pursue my 
path with equally passionate professionals.

Contact
chouisnard@live.fr
+33 (0)6 50 93 11 16

Ninon Dodemant

I always liked imagining stories and creating characters. In MANAA 
(skills upgrade classes for applied arts) I understood animation 

would allow me to transform my passion in a professional career 
and this is why I decided to come to École des Nouvelles 
Images.

On this project, I mainly worked on character rigging, 
animation, previsualisation and layout. The dog rig was quite 
a challenge! I also did the animals’ facial rig which involves 

thinking about their expressions and looking for ways to 
reproduce them. During the previsualisation phase, working with 

the cameras and the editing pace was very interesting to 
punctuate with quotes from Hitchcock. Instilling human emotions 
in the animals was a great deal of fun.

I am passionate about animation and previsualisation so I intend to 
continue in these areas.

Contact
ninon.dodemant@gmail.com
+33 (0)6 13 89 74 47
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Baptiste Leclerc

Since I was a child I couldn’t let the pencils go off my hand. This is 
what brought me to École des Nouvelles Images. Early in my 

studies I was appealed by colours and textures and at the 
beginning of our production, I did some graphical research 
and explored the film’s atmosphere.

I enjoyed modeling various props, environments/buildings, 
giving those textures. During the making of our movie I had to 
make sure that the objects I created from zero came to life so 

I intensely researched the architecture and tested a lot props 
that could be useful in the film.

One of the most challenging parts was respecting the movie 
overall look without leaning towards my personal style. All in all it 
taught me to keep things simple and adapt easily to different 
aesthetics.

Contact
leclercbaptiste@gmail.com 
+33 (0)6 36 57 04 16

Solène Michel

As a child, I visited an exhibition on Animation where I understood 
that quickly flipping through several pages of drawings would 

make the image “alive”. It was at this moment that I decided to 
make it a career.

My strong interest for drawing naturally brought me to the 
characters design of our film and the elaboration of the 
storyboard. I followed up with the 2D animatics then the 3D 
previsualitation/layout and editing. I also participated in the 

characters’ rig and the animation. 

To build up our characters, it was important to take into account 
the 3D technical issues from the beginning. For the dog, we chose 
to simplify the skin folds and chops which gave us the stylization 
line to apply to the other characters. I realised the rig for the birds 
as well as the cat which was particularly complex given its 
flexibility and extreme poses.

I wish to work in animation and previsualisation and carry on 
feeding my passion for drawing through character design.

Contact
michel.solene.707@gmail.com
+33 (0)6 01 35 13 32

Le cri Team 11

Justine Parasote

I like 3D for its ability to gather many arts. I enjoyed working on 
this film, researching texturing and developing the assets and 

props. I collaborated on all the characters’ modeling and 
supervised their texture. Overall I developed the film’s artistic 
direction and conducted lots of research on the 
environments.

Thereafter, I would like to pursue my passion as a Surfacing 
Artist and more specifically in character surfacing.

Contact
parasote.justine@gmail.com

+33 (0)6 61 70 36 79
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Anouk Segura-Diaz

When I used to practice music, images always popped to my mind 
and this how I eventually turned to animation. And as time went 

by it became obvious I was mainly attracted by décors and 
environments creation.

At first I participated in the scenario writing then I 
concentrated on the décors work, managing scales and 
proportions. I then moved on to modeling and collaborated 
on texturing. I finished with lighting and compositing for 

which we got inspired with Caravaggio and Hopper paintings.

I have a generalist approach of 3D images creation and a strong 
taste for working on environments.

Contact
nanougraphie@gmail.com
+33 (0)6 59 41 07 26

Jimmy Magardeau 

Of all the projects submitted by École des Nouvelles Images, this 
project was the most attractive to me. I am very proud of my 

collaboration with the team and the first images I received 
impressed me greatly. 

I mainly looked for musical timbres related to the “organic” 
aspect of the animation and searched for musical themes that 
could stick to the viewers’ memory.

I loved making this film’s soundtrack because it mixes a lot of 
universes I like. As for the human adventure it will be engraved 

in my heart forever.

Contact
jimmy.mag@sfr.fr
+33 (0)7 70 35 32 40
www.youtube.com/c/JimmyMagardeau

Le cri Team 13



14Le cri Character visual & look development

The dog: Roquefort

15

Solène Michel was in charge of the characters’ 
designs of the film. She had to simplify the 
shapes which is what led the artistic direction  
of the film. 
Justine Parasote modeled them in 3D 
afterwards and worked with Charlotte 
Chouisnard to find the right look 
development. 
Charlotte Chouisnard took care of the 
characters’ fur.



16Le cri Character visual & look development

The cat: Ronron

17

The canary: Jean-Jack

The pigeons: Paul-Edouard and Leo-Paul



18Le cri Look development environment

Modeling and texturing: Justine Parasote, Anouk Segura-Diaz, Baptiste Leclerc

19



20Le cri Storyboard/Layout

At first, Justine Parasote and Anouk Segura-Diaz took 
care of structuring the scenario, then Solène Michel  
and Ninon Dodemant helped to transpose those ideas  
into the storyboard. 
We sometimes had to make changes between the 
storyboard and the 3D in order to get a better 
composition.

21

The animation was done by Ninon Dodemant and Solène 
Michel and it was one of the biggest challenges of our film 
because we had to find the personalities of the characters 
while keeping their animalistic realism. They had to convey 
human expressivity too.



Le cri Rig

The rigs were made by Solène Michel and 
Ninon Dodemant.
Because of the amount of characters and their 
numerous actions, rigging was a great part of 
our film. 

We focused on the dog’s facial expressions as 
it is his main way of communication. 

The cat’s flexibility was a real challenge too.

23

The pigeons’ rigs were difficult to 
create as we had to reproduce the 
unfolding of their wings and tail 
without the help of an autorig. 
Therefore we chose to create two 
rigs: one for open wings and one 
for closed wings.



24Le cri Lighting/Compositing

Lighting and compositing: Charlotte Chouisnard, Anouk Segura-Diaz

25



26Le cri Process

Storyboard: Solène Michel
Previs and animation: Ninon Dodemant
Lighting and compositing: Charlotte Chouisnard

27



28Le cri Resume

Charlotte Chouisnard 

Education
2017 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
MoPA, Arles
2015 
ARIES, Aix-en-Provence
2014 
MANAA, Lycée Saint-Joseph-Les-Maristes, 
Marseille 
2013 
Bac L, Lycée Val de Durance, Pertuis

Experience
2018 
Internship at Mikros Animation 
Compositing
Astérix et la potion magique

Software
Arnold | Guerilla Render | Maya | Nuke | 
Photoshop | Substance Designer / Painter | 
Yeti | ZBrush 

Language
French | English

Contact
chouisnard@live.fr
+33 (0)6 50 93 11 16

Social network
www.linkedin.com/in/ 
charlotte-chouisnard-090a09118
www.vimeo.com/user49356022

Justine Parasote 

Education
2017 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
MoPA, Arles
2015 
Bac pro Art et Métiers d’art option 
Communication visuelle et
plurimédia, Lycée St Eugène, 
Massy-Palaiseau

Experience
2019
Intership at Tu Nous Za Pas Vu Studio 
(lookdev artist)
2015 
Intership at Point 11 (graphic artist)
2014 
Intership at Giga Concept (graphic artist)
2014 
Intership at Poussiere d’Étoiles (graphic 
artist)
2013 
Intership at Willaume Egret (graphic artist)
2013 
Intership with Michael Trubert (graphic 
artist)

Software
Arnold | Blender | Guerilla Render | 
Illustrator | InDesign | Maya | Photoshop | 
Premiere Pro | Substance Designer / 
Painter | Z Brush

Language
French | English

Contact
parasote.justine@gmail.com
+33 (0)6 61 70 36 79

Social network
www.linkedin.com/in/ 
justine-parasote-27b143149/

Solène Michel

Education
2017 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
MoPA, Arles
2013 - 2015  
Licence of Art History and Archeology, 
Toulouse II
2013 
Bac S, Lycée Bellevue, Albi

Experience
2019 
Shotdown internship (ENSI) 
2019 
Parade short movie, 30 sec (ENSI) 
selected in the FILMETS Badalona Film 
Festival 2019
2017 
Citia new year wishes video

Software
DaVinci Resolve | Maya | Photoshop 

Language
French | English | German (beginner)

Contact
michel.solene.707@gmail.com
+33 (0)6 01 35 13 32

Social network
www.linkedin.com/in/ 
solene-michel-aa1555142/
www.vimeo.com/user66125264
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Anouk Segura-Diaz

Education
2015 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
Preparatory Class Art, Villa Thiole, Nice
2015 
CRR Music Conservatory, Nice
2011 
Bac STAV, Campus Vert d’Azur, Antibes

Experience
2019 
Intership at Cirkus, New Zealand

Software
3ds Max | Arnold | Cubase | Guerilla 
Render | Marvelous Designer | Maya | 
Nuke | Photoshop | Reaper | Redshift | 
Substance Designer / Painter | ZBrush

Language
French | English (intermediary) | Spanish 
(basics) | Korean (rudiments) 

Contact
nanougraphie@gmail.com
+33 (0)6 59 41 07 26

Social network
www.linkedin.com/in/ 
anouk-segura-diaz-791746137/
www.vimeo.com/nanougraphie 

Baptiste Leclerc

Education
2017 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
MoPA, Arles
2015 
Bac L, Lycée Théodore Aubanel, Avignon

Experience
2019 
Internship at Tumblehead Animation 
Studio, Viborg, Danemark
2019 
Hors course internship (ENSI) 
2019 
Piaf short movie, 30 sec (ENSI)

Software
DaVinci Resolve | Guerilla Render | 
Marvelous Designer | Maya | Photoshop | 
Reaper | Redshift | Substance Designer / 
Painter| ZBrush

Language
French | English | Spanish

Contact
leclercbaptiste@gmail.com 
+33 (0)6 36 57 04 16

Social network
www.linkedin.com/in/baptisteleclerc/
www.vimeo.com/3261751082

Ninon Dodemant

Education
2017 - 2020 
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017 
MoPA, Arles
2015 
MANAA, Lycée Marie Curie, Marseille
2014 
Bac L, Lycée Vauvenargues,  
Aix-en-Provence

Experience
2019 
Internship, Androids Associés, Paris
2019 
Shotdown internship (ENSI) 
2019 
Piaf short movie, 30 sec (ENSI)
2018 
Baby Boom short movie, 1 min (ENSI)
2017 
Citia new year wishes video

Software
After Effects | DaVinci Resolve | Marvelous | 
Maya | Motion Builder | Photoshop | 
Premiere Pro | Substance Designer / 
Painter | ZBrush

Language
French | English | Italian (basic) | Korean 
(beginner)

Contact
ninon.dodemant@gmail.com
+33 (0)6 13 89 74 47

Social network
www.linkedin.com/in/ 
ninon-dodemant-0b2149162
www.vimeo.com/user82773383
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Two explorers in search of a forgotten 
treasure disturb the romance between 

an octopus and his beloved.

33

Alexandre Manzanares

After obtaining my High School diploma, I set up my own graphic 
design company in France and then worked in New Zealand. 

Based on this experience, I decided to resume my studies in the 
field of cinema which attracted me since a very young age.  
To prepare for École des Nouvelles Images, I joined an 
advertising studio in Frankfurt, Germany, where I first worked 
in concept and design, then storyboarding and direction.  
This allowed me to join the school in the 3rd year.

Passionate about scuba diving, I naturally chose this theme  
for our film. One of the challenges of the film was to keep a 

clear legibility in the service of humour while enriching the image 
with details. In addition to directing, I really enjoyed working in all 
3D aspects of the character look development and structuring  
the film’s lighting as well as compositing. 

Therefore, I would like to pursue my professional life in one of 
these four departments.

Contact
contact@alexandremanzanares.com
+33 (0)6 18 22 15 33

Philipp Merten

My first introduction to Animation was through classic cartoons 
and shows from the 90s. Out of the several countries I lived in,  

I mainly grew up in Mexico. Early on I realised that cartoons and 
animated films were the common denominator despite 
differences in culture, language and customs. In 2015, I took 
the plunge and moved to France to study Animation at MoPA 
finally joining École des Nouvelles Images in 2017 where  
I chose to specialise in Animation. 

My main role on this film was that of an Animator. I was also 
involved in the research process, from concepts to storyboards, 

layout and rigging. The greatest challenge was that of learning 
how to maintain a creative mindset when fully immersed in highly 
technical tasks. On the whole, working on these characters was  
a great learning experience for me.

In addition to my skills in CG Imagery, I want to branch out and 
explore other mediums such as traditional 2D and visual effects.

Contact
merten.ph@gmail.com
+33 (0)6 32 57 68 82
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Silvan Moutte--Roulet

Drawing and animation fascinate me since I was a child.  
I discovered cinema thanks to my mother who was a projectionist. 

My first favourite animated features were the films by Studio 
Ghibli. After obtaining my High School diploma, I decided  
to join MoPA in 2015 and then École des Nouvelles Images  
to specialise in Animation.
 
As I was born on the Mediterranean shores, this film was  
a great opportunity to reconnect with the sea. On the film,  

I mainly worked as an Animator, but I also did some research 
on the visual development (storyboard, layout, character design 

and concept art) as well as rigging. The octopus was quite a 
challenge in every aspect, yet it was rewarding to solve all the 
problems it could bring through the whole production.
 
I wish to pursue my journey in Animation while continuing to draw 
and to develop graphic universes.

Contact
silvan.moutte@gmail.com
+33 (0)7 81 22 91 27

Guillaume Cosenza

Aged 13, as I was passionate with cinema, I went for an internship 
at the animation studio Tu Nous Za pas Vu Productions. I was 

instantly seduced by the creativity, the technique and the team 
spirit that make the richness of the 3D world. I joined the MoPA 
School straight after my High School graduation and then  
I followed at École des Nouvelles Images.

This short film allowed me to confront myself with the 
cartoon universe which is very different from what I usually 

do. In modeling, I spent a lot of time looking for simple and 
pure forms that allow a good legibility of the story and of the 

characters’ movements. During the second part of the year  
I worked on Houdini in order to find the visual of our FX.  
We wanted them to reinforce the jokes and stay in a cartoon 
graphic style.

Although I specialised in modelling, 3D sculpting and 
photogrammetry, I am currently continuing my training in special 
effects and procedural modeling to broaden my 3D skills.

Contact
g.cosenza@nouvellesimages.xyz
+33 (0)6 38 74 05 32

Treasure Team 35

Dorian Spiess 

Musician since young age, I started with violin practice then 
trained on guitar and piano. My varied curriculum is now finishing 

with a Master’s degree in “Musique Appliquée Aux Arts Visuel” 
at Lyon 2 Unversity.

In love with fantasy universes, I became passionate for film 
music through Howard Shore’s musical work for The Lord of 
the Rings. Sensitive to its score and thematic construction, 
composition imposed itself on me as a logical continuation in 

my career. This inspired my work on this short film. Obviously, 
it is not about being alike but rather about developing two 

evolving themes while finding a unique sound aesthetic.  
This translates into the search for instruments and sounds that 
underline the musical coherence.

Today I am essentially interested in musical composition for 
animated films or series, both for the diversity of the universes 
proposed and for the musical development possibilities.

Contact
spiessdorian@gmail.com 
+33 (0)7 50 46 26 19
www.dorianspiess.com



36Treasure Character visual & look development

The octopus: George

37

Concepts by Philipp Merten, Silvan Moutte--Roulet 
and Alexandre Manzanares. 
Modeling and Texturing by Alexandre Manzanares.



Treasure Character visual & look development

Concepts by Silvan Moutte--Roulet.
Modeling by Guillaume Cosenza.
Texturing by Alexandre Manzanares. 39

Concepts by Silvan Moutte--Roulet.
Modeling by Guillaume Cosenza.
Texturing by Alexandre Manzanares.

We wanted to create a graphic contrast between the figurehead, 
main focus of the story and the rest of the characters, for whom 
she is a treasure.
Bringing her to life meant we had to use all the tools at our 
disposal (sound, modeling, texturing).



Treasure Character visual & look development

The divers: Paul and Bernard

Reference image, inspired by Asterix from Uderzo and 
Goscinny.

Concepts by Philipp Merten, Silvan Moutte--Roulet  
and Alexandre Manzanares. 
Modeling by Guillaume Cosenza.
Texturing and fur by Alexandre Manzanares.

The seagull: Charlie

Concepts by Philipp Merten,  
Modeling by Guillaume Cosenza.

Texturing and fur by Alexandre Manzanares.



42Treasure Look development environment

The environment above water is almost minimalistic,  
the boat’s design is slick, making it seem vulnerable  
in the immensity of the ocean.
These images had to be simple to be readable and  
to enhance the comical aspect.

Surface
Concepts by Philipp Merten.
Modeling, texturing and simulations by Guillaume Cosenza.
Lighting by Alexandre Manzanares.

43

Underwater
Modelisation by Guillaume Cosenza.
Texturing, shading, Fur and Lighting by Alexandre Manzanares.
Point cloud generated in Houdini by Guillaume Cosenza.

The underwater graphic environment is much richer, imposing and lively.
In order to incorporate a great amount of corals, we created ‘point clouds’ with Houdini,  
which gave us better control over their size and placement.

The efficiency of this method allowed us to find balance amongst simplicity, legibility and
the overall richness of the marine fauna.



44Treasure Rig

Rig by Philipp Merten.

Rigging stands out as one of the major challenges of this film, especially for the octopus since many 
elements come into play.
The goal was to find a balance between what could be acheived creatively and technically. 
The result was a better understanding of how such a technical step can end up working to our 
advantage to acheive that cartoon feel we wanted from the start.

45

Rig by Philipp Merten.

Charlie, the seagull was a fun character to work on. The entire work process 
focused on trying to translate his 2D appeal from the original designs into 3D.



46Treasure Animation/FX

Animation by Philipp Merten and Silvan Moutte--Roulet.

Eyes being the main channel for emotions, facial 
expressions are the best way to test the characters  
in all aspects.

47

FX on Houdini by Guillaume Cosenza.

In order to remain coherent with the film’s artistic direction, 
I stylized and simplified the visual effects’ shapes and 
behaviour/animation.



48Treasure Storyboard/Layout

Storyboard/Layout by Philipp Merten and  
Silvan Moutte--Roulet.
Animatic by Philipp Merten, Silvan Moutte--Roulet  
and Alexandre Manzanares, 

“Clear and legible” were our key words to best show our 
intentions when drawing the storyboard. Strongly 
compatible, we have been efficient and coherent during 
this stage of creation.

49

To keep the emphasis on the comic aspect of the film, we neutralised the 
images, favoured front and side views and mainly used high focal lengths.
Artistic and technical directions were addressed from the very beginning up 
until the end.
We constantly researched  jokes and were very careful when it came to rhythm 
and editing.



50Treasure Lighting/Compositing

Lighting by Alexandre Manzanares. 

Underwater, lighting sculpts a rich and soft environment 
to highlight love and romanticism.
The contrast with the luminous atmosphere above water 
boosts the comical element.

Underwater palette
51

Underwater palette Surface palette

Above water, lighting was dealt with to bring out a 2D feel. 
In most cases, we chose to mainly light in the camera’s 
axis in order to flatten the image and thus reinforce the 
distance between spectators and characters.



52Treasure Resume

Alexandre Manzanares 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), Avignon

Experience
2019  
LookDev Artist, Tu Nous ZA Pas Vus, Arles
2019  
Parade short movie, 30 sec (ENSI)
2016  
Concept Artist/Motion Design/Storyboard/Editor, Acht Imaging / 
Frankfurt, Germany 

Software
After Effects | Arnold | DaVinci Resolve | Guerilla Render | 
Marvelous Designer | Maya | Nuke | Photoshop | Premiere Pro | 
Reaper | Substance Designer / Painter | Yeti | ZBrush

Language
French | English

Contact
contact@alexandremanzanares.com
+33 (0)6 18 22 15 33

Social network
https://www.linkedin.com/in/alexandre-manzanares-3543129a
https://www.instagram.com/alexandre.manzanares/

Guillaume Cosenza 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), Avignon
2015 - 2017  
MoPA, Arles

Experience
2019  
Get Well Soon! short movie, 30 sec (ENSI)
2018  
Hoppin’ Workshop CITIA official Wishcard (ENSI)
2013-2015 (summers)  
Internship, Tu Nous ZA Pas Vus, Arles

Software
3ds Max | Adobe Suite | After Effects | DaVinci Resolve |  
Guerilla Render | Houdini | Marvelous Designer | Maya | Nuke | 
Photoshop | Premiere Pro | Substance Designer / Painter |  
V-Ray | Yeti | ZBrush   

Language
French | Spanish | English

Contact
g.cosenza@nouvellesimages.xyz
+33 (0)6 38 74 05 32

Social network
www.linkedin.com/in/guillaume-cosenza-9b2a06118
https://cosenza.artstation.com/
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Philipp Merten 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), Avignon
2015 - 2017  
MoPA, Arles

Experience
2019  
3D Animation Intern, Tumblehead, Viborg, Denmark
2019  
Get Well Soon! short movie, 30 sec (ENSI)
2018  
Hoppin’ Workshop CITIA official Wishcard (ENSI)
2017  
Les Rouages de la Réserve, short film commissioned by the 
Natural Reserve of Camargue

Software
3ds Max | Adobe Suite | After Effects | Audition | DaVinci Resolve | 
Flash | Maya | Photoshop | Premiere Pro | Reaper | SAI | 
Substance Designer / Painter | TVPaint

Language
French | Spanish | English | German (basic)

Contact
merten.ph@gmail.com
+33 (0)6 32 57 68 82

Social network
www.linkedin.com/in/philipp-merten/
www.instagram.com/philippmerten

Silvan Moutte--Roulet 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), Avignon
2015 - 2017  
MoPA, Arles
2005 - 2017  
Pablo Picasso Dance/Music Conservatory, Martigues

Experience
2019 
Internship creation of characters from design to modeling (ENSI)
2019 
HotDog internship (ENSI)
2019  
Parade short movie, 30 sec (ENSI)
2017  
Animus CITIA official Wishcard (ENSI)
2017  
Les Rouages de la Réserve, short film commissioned by the 
Natural Reserve of Camargue

Software
3ds Max | DaVinci Resolve | Maya | Photoshop | Premiere Pro | 
Reaper | SAI | Substance Designer / Painter | TVPaint

Language
French | English 

Contact
silvan.moutte@gmail.com
+33 (0)7 81 22 91 27

Social network
www.linkedin.com/in/silvanm-roulet/
www.instagram.com/silvan_m_roulet/
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When science gets out of hand,  
the consequences are disastrous.
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Zoé Berton-Bojko

I have always been attracted by animation and the stories it 
sublimates. I was particularly drawn to 3D because of its way to 

handle volumes and all the extra possibilities it offers.

At first I collaborated on the film’s storyboard. Then my work 
on animation was a great adventure as it included naturalism 
and freedom in the mise en scene. We created the rats’ 
characters, giving them an endearing personality whilst 
staying away from an excessive cartoon look. On this project I 

further developed my technical skills, enjoyed teamwork and 
felt free to express my artistic choices.

I intend to pursue my professional career in animation nevertheless 
I keep a strong interest in storyboarding.

Contact
contact.zoeberton@gmail.com
+33 (0)6 83 87 23 12

Susana Covo Pérez

It all started in Colombia. In 2012, straight after graduating from 
the French High School in Pereira I came to Rennes, in France, to 

study Performing Arts with the aim of becoming an actress. I 
then moved onto studying at MoPA School in 2015 and finally 
in 2017 I joined Écoles des Nouvelles Images. This varied path 
enabled me to find a field that I am passionate about: 
Animation.

All along the film making process, I professionally grew and 
deepened my skills. I valued teamwork, as much as being a 

good listener and knowing how to accept criticism. I worked on 
the character rig and animation and relished in designing and 

directing actors. Many challenges arose, especially in the part 
when the two rats stand on their rear legs like humans. I liked 
finding the ideas and defining the actions that would make the 
characters believable, endearing and funny. The aim was to 
overwhelm the viewer with their madness.

My wish is to pursue my professional career in animation.

Contact
susi_covo@hotmail.com
+33 (0)6 25 95 44 91
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Guillaume Heussler

I am passionate about science, travelling, water sports and CG 
Imagery. This year I became more familiar with the special effects 

world and I thoroughly enjoyed the mix it offers between 
creativity and technicality.

Experiment took a long time to come out and we wrote it as a 
team throughout the year. My personal challenge was the 
sequence of the globe melting. I learnt a lot about Houdini 
software and as the various tests progressed, I got the hand 

on the basics of VEX, fluid simulations, operations on volumes 
and pyrotechnic effects. It was very pleasing to do the rats 

modeling and the decor using ZBrush and Maya. I also mixed 
sculpt and FX techniques especially to fill up the jars.

For now I wish to specialise in modeling/sculpt and FX.

Contact
gheussler@gmail.com
+33 (0)6 08 32 68 62

Yann Kacprzak

Being a big fan of cinema, literature, video and role-playing 
games, I love making up stories and telling them in the best way 

possible. I therefore joined École des Nouvelles Images to learn 
how to create rich universes that highlight the 3D tool.

On Experiment I was mainly responsible for textures, shading 
and rendering. The first challenge I faced was to follow the 
visual references we chose and to adapt them to the project. 
The second challenge was to optimise the rendering schedule 

given the realistic style and the level of detail we wanted. I had 
to conduct several tests to choose the best technical and 

artistic solutions. I am very proud of my collaboration on this 
project and of the reactivity the whole team showed to tackle the 
challenges we had.

I wish to professionally pursue texturing and 3D rendering.

Contact
kapnay.contact@gmail.com
+33 (0)6 71 44 99 24 

Experiment Team 5959
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Margot Wiriath

I was born in the Dominican Republic. Aged 15 I already knew I 
would work in Animation. After graduating from High School, I 

came to France to study at MoPA School and then at École des 
Nouvelles Images. Throughout my studies I developed a strong 
interest in lighting because of the atmospheres and emotions 
it awakens.

In our film I was in charge of production management, the 3 
characters’ fur, the lighting and compositing. For the latter, we 

were inspired by Dutch still life paintings which turned out to 
be an important milestone for me in terms of atmosphere and 

contrast. The destruction scenes were technically tricky and 
needed attention. Numerous tests were necessary before the 
result finally matched the story as well as possible. 

I would like to pursue my career in the fields of lighting and 
compositing.

Contact
margot@wiriath.com
+33 (0)6 72 82 35 18

Danny Mark Wilson

Since a very young age I am passionate about art and music. 
Native from Peru, I gained a solid experience as a musician there 

and during 5 years, I composed, recorded albums and I went on 
tour with several groups before coming to France to start 
composing for images. The search for emotion and strength is 
always at the heart of my composition work. I draw my 
inspiration from works belonging to the field of visual arts in 
order to create scenery that transports the listener into a 
specific universe.

Working on the Experiment project has been an enriching 
opportunity to improve my teamwork skills. I also perfected 

myself in the management of a musical direction which fully serves 
the narration of a film.

Contact
dwilson@pucp.pe
+33 (0)6 20 60 65 87

Experiment Team 61



62Experiment Character visual & look development 63Experiment Character visual & look development
2D Concepts by Zoe Berton-Bojko
3D Design by Guillaume Heussler
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To remain coherent with the still life references we chose, 
we decided not to have a defined set. 
This allowed us to treat each shot individually, without 
being restrained by the room’s layout.

Concepts by Yann Kacprzak



66Experiment Storyboard/Layout

Storyboard by Zoe Berton-Bojko
Adaptation from storyboard to 3D layout and animation
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68Experiment Rig/Animation

Rig by Susana Covo Pérez
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70Experiment Texturing

Texturing by Yann Kacprzak

71Experiment Texturing
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FX by Guillaume Heussler
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74Experiment Lighting/Compositing

Lighting and Compositing by Margot Wiriath

75Experiment Lighting/Compositing
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Zoé Berton-Bojko 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017  
MoPA, Arles
2014 - 2015  
Prépa animation, Atelier de Sèvres, Paris
2014  
Bac S-SVT - Lycée les Iscles, Manosque

Experience
2019  
Haven internship, The Game Bakers, 
Montpellier
2019  
Shutdown internship (ENSI)
2019  
Entrez ! short movie, 30 sec (ENSI)
2018  
Lost & Found short movie, 1 min (ENSI)
2017  
Crabes Citia Wishcard (ENSI)

Software
DaVinci Resolve 
Krita
Maya
Photoshop
TVPaint 

Language
French | English

Contact
contact.zoeberton@gmail.com
+33 (0)6.83.87.23.12

Social network
https://www.linkedin.com/in/zoeberton/

Susana Covo Pérez 

Education
2017 - 2020  
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017  
MoPA, Arles
2014 - 2015  
Prépa, Atelier de Sèvres, Paris
2012 - 2014  
Arts du spectacle option cinéma, 
Université Rennes 2, Rennes
2012
Bac ES Lycée Français, Pereira, Colombie

Experience
2019  
Intership at Cirkus, New Zealand
2019  
Hot-dog internship (ENSI) 
2019  
Entrez ! short movie, 30 sec (ENSI)
2018  
À l’ouest short movie, 1 min (ENSI)
2017  
Animus (ENSI)

Software
Maya
Reaper

Language
French | Spanish | English

Contact
susi_covo@hotmail.com
+33 (0)6.25.95.44.91

Social network
https://www.linkedin.com/in/
susana-covo-pérez-b8ba06118/

Guillaume Heussler

Education
2017 - 2020  
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017  
MoPA, Arles
2014 - 2015  
Prépa, EAP, Paris
2013  
Bac S, Lycée Saint-Francois de Sales,  
Évreux

Experience
2019  
Intership at Cirkus, New Zealand
2019  
Parade ! short movie, 30 sec (ENSI) 
2018  
Carcasse short movie, 1 min (ENSI)

Software
Guerilla Render
Houdini
Marvelous 
Maya
Nuke
Substance Designer / Painter 
ZBrush

Language
French | English

Contact
gheussler@gmail.com
+33 (0)6 08 32 68 62

Social network
https://www.linkedin.com/in/
guillaume-heussler-117b9484
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Yann Kacprzak

Education
2017 - 2020  
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017  
MoPA, Arles
2014 - 2015  
Beaux arts d’Aix-en-Provence
2013 - 2014  
Prépa Villa Thiole, Nice
2012
Bac L, Lycée Stanislas, Nice

Experience
2019  
Maija internship (ENSI)
2019  
Entrez ! short movie, 30 sec (ENSI)
2018  
L’éclaireur short movie, 1 min (ENSI)
2017  
Hoppin’ Workshop Annecy’s festival official
Wishcard (ENSI)

Software
DaVinci Resolve
Guerilla Render 
Mari
Maya 
Nuke
Substance Designer / Painter
ZBrush

Language
French | English | Polish

Contact
kapnay.contact@gmail.com
+33 (0)6.71.44.99.24.

Social network
https://www.linkedin.com/in/
yann-kacprzak 
artstation.com/kapnay

Margot Wiriath

Education
2017 - 2020  
École des Nouvelles Images (ENSI), 
Avignon
2015 - 2017  
MoPA, Arles
2014 - 2015  
Prépa, Atelier de Sèvres, Paris
2014
Bac S, Lycee Francais de Saint Domingue 

Experience
2019  
Ox internship Illusorium Studio, Madrid 
2019  
Hot-dog internship (ENSI) 
2019  
Piaf short movie, 30 sec (ENSI)
2018  
Sous pression short movie, 1 min (ENSI)
2017  
Hoppin’ Workshop Annecy’s festival official
Wishcard (ENSI)

Software
DaVinci Resolve
Guerilla Render
Maya
Nuke
Redshift
Substance Designer / Painter
Yeti

Language
French | Spanish | English

Contact
margot@wiriath.com
+33 (0)6.72.82.35.18

Social network
https://www.linkedin.com/in/
margot-wiriath-001a07118
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The school The pedagogical team

Today professionals in CG Imagery are pioneers, 
creators of a new language that needs to be 
explored, developed and formed. Being a 3D 
designer requires having multiple skills as a 
draftsman, sculptor, filmmaker, choreographer, 
architect, lighting designer, mathematician, etc.
École des Nouvelles Images projects itself into 
the future. We pass on our knowledge based on 
fundamental human values. Students get 
methodical, structured, adapted and 
personalised educational support and have 
substantial room for experimenting. Our students 
learn to be fully involved in their artistic 
approach. They are encouraged to do so 
although occasionally taken out of their “comfort 
zone”: this combination is the essence of our 
educational programme.

Not only a place for professional training, École 
des Nouvelles Images is also is a place for 
personal development and gaining maturity.  
It is an ambitious project, led by an experienced 
team, recognised professionals and committed 
parents. Its unique structure as an association 
allows for joint governance by all the parties 
concerned. We are convinced that the best of 
teaching is given in a framework of trust, which 
guarantees that great energy is serving the 
pedagogy.

CG Imagery is part of our life and surrounds us 
daily. Whilst for years it was common practice  
to compartmentalise the training into specialties 
(animation, video games, special effects, 
design), it is now clear that these fields overlap 
and enrich one another. The techniques for 
creating these images are so similar that it is 
obvious to offer students a 360° vision and to 
encourage versatility while developing specific 
skills.

By considering CG Imagery as a new language 
- it being graphic, narrative, experimental and 
technological - École des Nouvelles Images 
develops a global approach of this new art and 
enables its students to have access to every 
thinkable opportunity related to it.

The educational staffs consist of more than  
60 active professionals. This is the DNA of our 
school: learning a profession from professionals. 
All lecturers are experienced teachers, finely 
attuned to the goals to reach. Each field of the 
business is represented, from concept 
development to production, from academic arts 
to editing CG Images, from art history to film 
analysis and English courses. Our team also 
includes permanent staff responsible for 
essential and central functions such as 
coordination and general support on 
communication, IT and administration. 

With its extensive knowledge of the professional 
constraints and its awareness of the importance 
of experimentation within a school, the whole of 
our team provides the students with the best 
possible education.
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Curriculum
The School’s curriculum consists in 2 cycles.

Cycle 2: 2 years studies

Fourth year: 
One year and two specialties to chose from. 
Even if the curriculum encourages versatility 
because it implies a global vision of animation 
film making, enabling students to strengthen 
their skills in specific areas is vital to prepare 
them for comfortable integration into working life.
Students may join one of the two specialties that 
best suits their personality:
The art of Animation: Acting, Film staging and 
pace management, Biomechanics, Quadruped 
study, Rig, Physical simulation (clothing 
management, hair management) and so on.
The art of Synthesis Images: Modeling, Sculpting, 
Texturing, Lighting, Rendering, Special effects 
and so on.

The year focuses on team projects including 
students of both specialties. These 30-second 
films production projects are the premises for 
the final year, which will be devoted to the 
making of the diploma films.

Fifth year:
A whole year devoted to the production of  
a short film and during which the school turns 
into an animation studio. We implement huge 
technical resources and comply with the 
expectations of professionals in terms of film 
making.

At the end of the year, a professional jury meets 
to discover the extent of the work done and  
a public screening of the diploma films will 
consecrate the students’ work.

Cycle 1: 3 years studies

First year: 
This is the year to grasp the artistic stakes,  
the beginning of an exciting curriculum when 
arts and new technologies blend. The academic 
arts structure, sharpen the eye and build solid 
bases for progress and creativity to rise. Writing 
workshops introduce poetry in a new light while 
2D animation classes give the keys to movement 
and rhythm. Last, the introduction to 3D tools 
develops the vision of image in volume.

One year to acquire the fundamentals and 
discover the world of animation and its working 
methods.

Second year:
Although 3D tools take centre stage, significant 
time is dedicated to academic work. Projects are 
implemented to foster collaboration within the 
promotion. Working in a team is the absolute 
prerequisite to access the animation filed.

A 3D animation project seals the year with the 
Connaissez-vous ? series which are didactic 
films made with partners such as Festival 
d’Avignon, Airbus Helicopters, Centre National 
des Couleurs and Hôpital Saint Joseph.

Third year:
This is an intense and structuring year during 
which students shape their personality and face 
the realities of the professional world. 
Completing the 1st cycle implies a fair adequacy 
between learning the 3D techniques and 
studying this new art language. Students refine 
their technique and touch on the “tricks” of 
narration and realisation through practice.

The year ends with the making of a one-minute 
film for which students validate their knowledge 
by going through all the stages of making a 3D 
short film.
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