
Biggest Pet-Peeve of an 
Interviewer: the student cannot 
verbally define his/her skill-set in 
under 20 seconds. You must know 
your talents! And you must be 
able to verbalize them quickly and 
succinctly. Avoid: “Welllllll, I like 
drawing characters, but I also like 
lighting… hmmmm, I like a lot of 
things… well, but you know, I took 
this class in sculpting and it was 
really cool, but I think I like 
color…”  Instead: “I am a surfacer 
who enjoys the lighting and 
rendering pipeline.” Think Log-
Line. Or Elevator Speech. 	  

If you want to work in the Art Department, Thoroughly Illustrate Worlds. What kills most student portfolios is showing just 
a few drawings from a collection of unrelated events and places. Pick one or two or three worlds and Draw EVERYTHING! 
Show Variation! How do the streetlights on Main Street look different than the ones in the suburbs? Texas Rodeo? Show 
them 50 different belt-buckle ideas. Then 50 belts, 50 types of blue jeans, 50 paddocks, 50 crowd characters, 50 mountain 
ranges… Show them a hunger for specifics and information. Be a Naturalist. Study and Record. You are Designing a 
System—how do all the parts work together?  

Note: the Art Department needs traditional artists that know CG (you have to know a little about a traditional program like 
MAYA and a LOT about ZBrush). For example, people who design sets and worlds almost always start with a screen 
capture or render of a low-res layout from MAYA and paint over it in PhotoShop. Characters and objects are fleshed out 
quickly in ZBrush (model and texture/surface). Knowledge in costuming is a BIG plus for the Art Department. 

Process: No matter the job, always include a page or two that Documents Process. Show them how you research surfaces, 
how you spend time drawing from life, how you built that tree shader. They want to know your thinking, how you make 
choices… Prove to them that you are consumed by the project(s). Show your “making of.” How do you “tell your art story?” 

Problem Solving is Missing in current student portfolios. Most portfolios are considered “mimics.” Students replicating 
other peoples’ design solutions (derivative works are great for learning but bad for portfolios). Instead, show them how you 
overcame a lighting challenge. Show them how you designed a 3D set used in a 2D production. How did you design a 
paintbrush effect in Harmony? How did you improve and enhance your own production pipeline?  

Designing to Scale: for all artists, you need to show an understanding of scale. This includes the anatomical relationships 
of the object AND the object’s relationship to its world. A huge criticism of CG Artists is the lack of proportional 
relationships (people just “stick on” details without any thought).  

Avoid including the “Teacher Made Me Do It” project(s) in your portfolio. Think about it: if you need someone to tell you 
what to draw, paint, animate, what the heck are you going to do once you graduate?  

It is naïve to prepare a “Hero Character” portfolio. The individual/s responsible for the main characters are either an 
outside illustrator or someone who has spent time in the studio’s Art Department. This is small, elite group of individuals… 
some of which have no direct connection to Animation. It is arrogant for a student to think he/she can exit school and 
bypass years of industry connections to achieve this coveted, and rare position.  

CG Generalist is Making a Comeback. Word of caution: this does NOT mean that you are a Jack-of-all-trades. Think of the 
CG Generalist as a Trifecta: picture a pyramid. At the top of the pyramid is what you do best (let’s say, Shading/Surfaces). 
And the two bottom corners are what you do well in support of the top-point talent (let’s say Lighting and Rendering). It is 
important for CG Artists to have the ability to move between three areas.   

It’s great to be a fan, but it’s NOT OK to have a “freak out” when meeting professionals. Remember your manners: you 
never know who will be in your interview so if you find yourself across the table from one of your idols, keep calm. If you 
act like a 12-year-old meeting Justin Bieber you are going to make people uncomfortable and you will jeopardize your 
chance of being hired.  

Design your portfolio so that every page is unified. This does not mean spend weeks designing the “perfect” logo. It means 
to be consistent with your choices of font(s), placement of logo, layout of pages (for cover letter and resume too)… don’t 
get gimmicky—if your portfolio needs a gimmick to hold it together, you have a big problem.   

Remember that your class at your school is a narrow sampling of your field. Educate yourself on what other students are 
doing, what professionals are doing… read articles, forums, etc. Be an informed consumer.   

 


