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Good Morning and Thanks for Coming
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Previous development experience
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LQY y20 G NXoslge! (2 Llzi & 2dz
Who is this presentation for?

Aech Artists (Reaind aspiring)

AOrganizational Managers/Directors

Academia

Why are you listening to me?

AUniqueperspective

Mackground

Adiring TA

Awitnessing the impact of an effective Tech Art Department
AoaSNOWAYy3I (GKS ljda t AGASa | yR
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In Advocacy of Tech Art...

* Defining “Technical Artist”
e Crucial Skills/Traits
e Organizational Value
* Opportunities & Challenges

Session focus
My boring, textonly slide
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“Technical Artist”

Lack of consistency of meaning; Multiple interpretations; Ubiquitous

LQY y20 t221Ay3 (2 OKLWNYS iokRke piydoR dzd (i NB Q&
definitions clear so that *I* am understood throughout presentation

GodzAf RAy3d O2YY2y fFy3dz 3S¢
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LYGSNBadSR Ay NBFRAY3I Y2NBY a2zZNNARa hfya
Game Dev: April 2008
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“Technical Artist”

So, what is a technical artist?
How does it fit within your project/studiorganization?
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“Technical Artist”

Character Rigger
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Some studios, T& only a character rigger
Partially correct, insofar is an elephant is a mammal, but not all mammals are

elephants
View too narrow
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“Technical Artist”

L il

Technical Animators

Character rigger is only small slice of tech animation group
Also includesnocapprocessing, réargeting motion sets, exporters, etc.
View still too narrow
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“Technical Artist”

ig. A

abang

Tech Art Department

Tech animators are only portion of a tech art department
TAgroup can also support renderirgiiaderdev, world constructionyfx & lighting,
etc.
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“Technical Artist”

mﬂﬂ
aagg A

Technical Director
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TD or TAD as the project or studio leadén tech art group

Macro view
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Crucial Skills

Not a tech artist? So, why am I talking to you about skills? Whakrmima?

13
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Crucial Skills

Hard vs. Soft Skills
There are other speakers here today that will be speaking at length about hard skills

| want to talk about soft skills, because they are just aad in some cases moge
valuable as the hard skills.

14
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Why Soft Skills?

Danger of Death
by Failing

Both professionals and aspiring students need to know what lay ahead, and be
prepared in order to avoid a lot of paiim their career.

15
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Programming Languages

B

XFyR @S> L adAatt 3ISG aiSR (GKAa
preempt the question in advance: Programming Languages

2 KAOK 2y SK a2NB GKIy 2ySo 52y Qi 06S02YS
What is most important to me: Individuals who possess a concrete and Mature
problem-solving methodologies

AKIF NR &
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Communication

XIyR 880Gz (KS ljdSaiArz2y LISNEAaGA® 2 KAOK

Communication (Englishyyritten and oral communication
Shakespeare: Catering your communication to your audience (prograsmaertist)

17
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Communication

Bridging programming and art
Programmer language:
CPU/GPU

Drawcalls

Fill rate

Artists language:

Color theory

Shape language

XIyR a2 (0KS OKIFffSy3aS Aa GNYyafgbupstyad (KS
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Communication

i\i ,.

, r
LISTENING

This is what happens when you don’t listen to Daddy.

I 2YYdzy AOFGA2Y 2F0Sy YAadzy RSNAG22R | a 2dza
52y Q0 F2NBSG (G2 [AadaSy
G OGAGS tAAGSYyAyE
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Communication

T T T IS 9 )
J I~ o AP R

SATFSNBYOS o0SilpBByaaXSh SIFE V@3 £
Credit CakeWrecks.com

Accurateinterpretation is key

20
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Flexibility/Inquisitiveness/Adaptability (proactive/interest/desire to know
more/networking with others)

21
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... and others.

PhDs in Art History

Over a Decade Later

Understanding of Art (Mindset, Workflow, Pipelines)

Xdzy RSNEGI yRAY 3 LINRPIANY YYAYy3I KStLBA (22
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... and others.

SMART
GEIS
THINGSDONE

Smart & Gets things done

OneMore: Not a jackass. No one wants to work with theaspecially in this
industry.
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Organizational Value

Who is this for?

24
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Organizational Value

Studio Head; Executive Producer; Pustieng holder for project

Very few in the audience, but *you* will have to advocate Tech Art to them at some
point in your career

Here is your ammo.
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Bridging agailg improving communication and efficiency

Without TechArt¢ communication between Art & Programming can break down

(much higher probability)

Share personal experiences

YSe (2 NBYSYoSNY ¢SOK !' NI YI{1Sa GKAy3a
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