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ART DEMO INFORMATION
For artists and animators, with or without industry experience, a good demo is the key to getting that dream job. Many of the companies I deal with will look at your demo first and c.v. second, so if your demo doesn’t hit the nail on the head you really have no chance of being asked in for interview. I have taken some time to speak to some lead artists and computer games companies to get an insight on what they consider to be a good demo and what good ideas and tips I could pass to you. This information sheet is intended to be a broad guide to help you focus your demo. Please remember it is for animators, artists, juniors, concept artists and for those wishing to enter the industry, so if you are purely a 2d artist please don’t get hot under the collar about creating top notch animation cycles! If you want more specialised advice please do call me on 0870 3000 987 but make sure you have read this first. For new candidates please ensure you have registered your details at www.change-job.com.

The Basics.

Firstly some general hints and tips that apply to everyone trying to find a job in the industry.

· If in doubt, keep it out. Your portfolio must be a small, high quality portion of your work. If you are going for a specific role i.e. texture artist make sure you show relevant work, i.e. textures. If you are going for a more general role then show only your very best work. If you have any doubts about a piece of work it doesn’t belong in your show reel. Bin it.

· Excuses don’t work. Great quality demos take time and without them you won’t get a job. I don’t want to know if you were too busy at uni / in your current job / down the pub / leading the life of an international playboy and/ or your dog ate it. It doesn’t really matter. Without a demo I can’t get you that interview. So try to find some time and focus on putting together your work. Work in progress is generally a bad idea too. Better to wait until a piece is finished and polished up before including it in your demo reel.

· Keep your contact details off.  Please only have your name, if anything, on your images or in your reel. No telephone numbers, email /website/ postal addresses either please. And please don’t save your work in a read only format. If there is something on your cd that really won’t do you any favours it’s quicker if we can just take it off. CV’s are better sent separately too.

· Keep it simple # 1: Presentation It may sound strange, but companies often prefer a simple show reel. File your images in an easy to understand manner i.e. concept / models/ animations/ texture maps. If you are sending over a cd please don’t put on huge files that need to be downloaded. And websites are generally slow and irritating and rarely get a positive response (and usually have your contact details on it). Just bear in mind that the people looking at your work are very busy, so do yourself a favour and make it easy for them to see your work. Keep any flash /html/ PowerPoint presentations simple, or better still just stick with a selection of .jpegs/ .avi’s etc.

· Keep it simple # 2: Samples Each sample must show a specific skill. Before you include a sample in your demo think about what it shows you can do. Individual samples are best kept simple and clutter free. If you’ve modelled a 3d character don’t put them in an environment, show the environment separately. Just light them well and keep them on a blank background, ideally from a few angles. If you’ve textured a 3d model then show the texture map independently as well.

· Don’t steal. It’s Naughty.  And it won’t get you a job. The industry is small enough to make plagiarism risky business (and lets face it, if it gets you through the interview you won’t last long in the job). If you have used someone else’s work with their permission i.e. you have animated someone else’s model, that’s fine just make sure you state what’s yours and what’s not. On a lighter note, for you juniors especially, tutorials are really good way of improving your skills but if you put them in your demo people will recognise them. And then they will point and laugh. 

Ok, so now I’ll just briefly outline what we need from the more specified showreel. And of course if you are an all-rounder all of this will be of interest, but for some of you only certain advice will apply. Pick and choose as you please…

Concept Art

Some companies employ artists purely as 2d concept artists, others expect all their artists to contribute to the initial artistic concepts. Either way the same rules apply. By its very nature concept art will be original, artistic, and push the boundaries of what has been seen in games previously BUT it must be USABLE and RELEVANT. You must show the conceptual journey from that initial idea that has been festering away at the back of your mind to a finished character/ environment/or level that will be useful for the rest of the art team and work well in a game. If things start getting a bit surreal, have a break and play some computer games. That’ll help you reign your ideas back in and make them more ‘workable’. A small selection of freehand work is always useful (concept artists must always be able to draw) maybe showing life drawing, still life etc. If you don’t have any please see the freehand test at the end of this document. However the bulk of your work must be games relevant and can be done either free hand, or in Photoshop etc. Start with a couple of concept sketches – these can be as zany or sketchy as you like. If you are working on a character show them in action, in their environment, showing different emotions etc. Then develop that character fully. Show them from a few angles (front side and back), in a couple of different outfits. Colour them well. Your final piece would, in the work setting, be the basis for the 3d modellers to work from, giving them a guide for proportions etc.

When it comes to compiling your concept demo remember to just include your best pieces, but key pieces that illustrate the development of the original idea to finished character/ environment/ vehicle/ weapon etc. 

3d Artists /Modellers

If you are going for a general artist position it is best to include a mixture of character and environment models.  As a general rule versatility is valuable. Of course if you are going for a specific Character or Environment modeller role just show the relevant pieces. On each model it is best to explain what software and how many polygons were used. Texture maps should be shown separately as well as on models. Proportions are very important and can make or break a model. The Internet is a very valuable resource. Collect pictures of people with a wide range of body shapes and use them as a reference guide for building models. The same goes for cars and buildings, and organic models such as trees and plants. Take as long as you need to make your model excellent. In a work setting you’ll have to work faster but don’t worry about that until you get the job.

· Character modellers

Characters can be built in everything from 200 to 10,000 polygons in games so it is best to show that you can work in a range of polygon limits (see the character test at the end of this document). It is important to not only model your character well, with a great sense of proportion, but also to make it interesting. When you are making your own models you have complete freedom, so go crazy. A couple of tips though. Always include some sort of human character in your reel. Monsters are all very well but you must show that you can model with a good sense of proportion. The only way of doing that is by modelling a human figure (so we have a frame of reference). Once you have that out of the way then model fantasy creatures. But steer clear of Robots if you can.

· Environment Modellers

Buildings, cars, organic objects and landscapes. It is best to have a selection of these things if you can. Real world environments must look real and fantasy environments must look interesting.  Textures are incredibly important especially when you are building low poly buildings or cars. Put your texture maps in separately. It is easier to work with a low poly count when building inorganic objects but do show that you can work in any thing from 250, to 10,000 poly’s. A nice mid range to aim for would be 3,500. And don’t think that cars and buildings need to look too pristine, nice scuffed up cars and buildings always look good and can show excellent use of texture. Please just model things that you would be likely to see in games. I have never seen a 6ft mobile phone or a giant Rolex watch in a game and probably never will. So keep them out of your reel please.

· Texturing.

Just a quick word on texturing. While a lot of companies do use photo-based textures it is always great to see hand drawn textures in a portfolio. They show artistic talent and are a valuable asset to employers. You never know when you’ll have to texture something you can’t get a picture of, or you may end up working on a cartoon style title. Texture tiles are important in anyone’s portfolio.

Animation

Again, the golden rule is ‘keep it simple’. Huge animation files that need to be down loaded don’t get the best results, simply because employers don’t have time. Keep the files smallish, at least small enough to read directly from the disc. VHS or cd, it doesn’t matter (but no contact details please). Cd’s are quite handy because most people can view them at their desk but if you prefer VHS that is fine. Please make sure I have enough copies to apply for all the jobs you want to go for, as we don’t copy them here and companies rarely return them. The basic, and most important component of your animation reel is the humble walk cycle. Create a walk cycle with a great sense of weight and timing and loop it well. That is the first step. Only then include run cycles and characters being shot, getting in and out of cars, doing somersaults or the funky chicken. If you are going to animate a character with a limp please only do so after you have animated a character without one. The test at the end of this document is very useful for showing off all your skills. The characters personality must come through their movements, I want to know what they are like.  Fly- bys and walk- thoughs don’t really count. 

Tests / Demo Ideas

Oozing with creative juices but just can’t quite figure out what to put in your demo? Here are some ideas to get the ball rolling

Building test

After speaking to one of the best Lead Artists about what to make into a demo this is what he came up with and quoted: “If this doesn’t get you the job nothing will!”

1. Create a building, something that has a lot of detail like a church.

2. Put limitations on the work and use low polygon about 500 polygons, you will need as much detail as possible.

3. Make sure the image of the building is approximately 256 by 256

4. Model the building and then texture it to show you are capable of both.

5. Use as much colour as possible 16 bit or 24 bit would be better.

6. When texturing try not to miss any thing out, like doors etc, as when artists are assessing your work they will pull it apart and look at EVERYTHING!

7. Do not rush your work as it will become apparent in the eye of a top games Artist.

8. If this task is completed successfully you could actually go for any vacancy without having to change your artwork to suit the company criteria because by doing the spec you have proven to be able to do all aspects e.g., modelling texturing etc.

Character test

Create a model of a human character (this can be anything you like - a footballer, a knight, a busty blonde, a homicidal zombie). Make them interesting, give them character, make them stand out, but keep their proportions realistic. 

You should take this character through all the stages of development. 

Start with a couple of concept sketches – these can be as zany or sketchy as you like, show your character in action, in their environment, showing different emotions etc.

Then develop that character fully, in 2d. Show them from a few angles, in a couple of different outfits. Colour them. This will be the basis for your 3d model, giving you a guide for the proportions.

Build them in 3d. The possible poly count for usable games characters is rising at a phenomenal rate but candidates that can show that they can model well in a range of poly counts are valued by the industry. Try to model your character with a 250 poly count, a 1000 poly count, 5,000 poly’s and finally a 10,000. (or something similar) What is important is that you show that you can successfully portray a specific character regardless of the poly restrictions imposed.

If you'd like to demonstrate texturing ability please feel free to texture the model and also include the texture map files with the demo.  Similarly if you'd like to demonstrate animating ability please add a few simple animations to the character - (a walk cycle is always a good start). Or you could do the test below:

Animation Test

The basis of every animation reel is the plain old walk cycle but if you’ve mastered that you can always try the following. 

Please animate a character (male or female, doesn't matter) walking over to and lifting a very heavy object (A large round stone sphere would probably be best). They should then carry this object over to a platform about chest height to them and place it on the platform. This is pretty much identical to one of the "World's Strongest Man" competitions...if you like that sort of thing. Something of the characters personality should come through their movement. I want to see if they are tired, angry, insane etc.

This is an excellent test as it deals with the character in a number of different situations:

Walking

Lifting heavy object

Carrying heavy object

Pushing heavy object onto platform

The trick is to see if they get the feeling of the weight of the object across.

Freehand art test

On A4 paper sketch the following topics. It is important that all the 8

sketch's are completed in no more than 30 to 40 minutes, without using

reference.

I'm looking for the initial response to each.

Draw three farm yard animals

Draw something heavy

Draw an old woman

Draw a sinking ship

Draw a fast car

Draw a derelict house

Draw a girl

Draw a running man

GOOD LUCK AND WE LOOK FORWARD TO SEEING THE END RESULT
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