WHAT MAKES A GOOD JUNIOR ARTIST

It is imperative that you have a demo or examples of your Artwork.

A good demo is usually the key to getting an 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.

The first and most important thing to have is Artistic flare and a creative mind, without it you are not going past first post!

Computer packages are important; the most common ones are 3D Studio Max, Maya, Lightwave, Photoshop and Texture Maps.

If you want to learn how to use them but are not sure which to use, I would say 3D Studio Max, it is the most popular and if you can master the Art of using it, it will make those interviews a lot easier!

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.

9. If you haven’t used the relevant computer packages book courses now (we can give details) and keep practising until you are happy with the end result.

10. Never give up applying for vacancies; its not easy for a junior artist to break into the industry but with our help you will succeed.

Animation

The best example is animating a human. This can be represented by a collection of blocks to construct the human form. They want to see good simple movements: walk/jog/run cycles, picking up something heavy. Characters to demonstrate emotion – i.e. spring in step - happy, slouching – sad. 

Show imagination:  A piece of work that tells a story. It needs to have a beginning, middle and an end. Demonstrating good camera cuts and animation. 

It is not a necessity to have any qualifications but the portfolio must be able to illustrate your abilities and show that it is applicable to the games market.

Another Task for your demo:

Create a low polygon model of a human character (this can be anything you like - a footballer, a knight, a character (human, animal or cartoon).  The only limitation is that it must be created from 1000 polygons or less. 

You should also include a reduced version of the same character with the polygon count reduced to 250 polygons. The model can be as stylised as you like, but should be built so that it could function as an in-game character. There is no need to actually animate it unless you'd like to demonstrate your skill in this area.

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).
GOOD LUCK AND LOOK FORWARD TO SEEING THE END RESULT

