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Good Morning and Thanks for Coming
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Previous development experience
LΩǾŜ ǎŜŜƴ ǎǘǳŘƛƻǎκǇǊƻƧŜŎǘǎboth with and without tech artists (TA Dept.)
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LΩƳ ƴƻǘ ǘǊȅƛƴƎ ǘƻ Ǉǳǘ ȅƻǳto sleep!
Who is this presentation for?
ÅTech Artists (Realand aspiring)
ÅOrganizational Managers/Directors
ÅAcademia
Why are you listening to me?
ÅUniqueperspective
ÅBackground
ÅHiring TA
ÅWitnessing the impact of an effective Tech Art Department
ÅhōǎŜǊǾƛƴƎ ǘƘŜ ǉǳŀƭƛǘƛŜǎ ŀƴŘ ŀŎǘƛǾƛǘƛŜǎ ƻŦ ǎǳŎŎŜǎǎŦǳƭ ¢!Ωǎ
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Session focus
My boring, text-only slide
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Lack of consistency of meaning; Multiple interpretations; Ubiquitous
LΩƳ ƴƻǘ ƭƻƻƪƛƴƎ ǘƻ ŎƘŀƴƎŜ ǘƘŜ ƛƴŘǳǎǘǊȅΩǎ ŘŜŦƛƴƛǘƛƻƴ ςLΩƳ ǘǊȅƛƴƎto make my own 
definitions clear so that *I* am understood throughout presentation
άōǳƛƭŘƛƴƎ ŎƻƳƳƻƴ ƭŀƴƎǳŀƎŜέ
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LƴǘŜǊŜǎǘŜŘ ƛƴ ǊŜŀŘƛƴƎ ƳƻǊŜΥ  aƻǊǊƛǎ hƭƳǎǘŜŀŘΩǎ ŀǊǘƛŎƭŜ
Game Dev: April 2008
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So, what is a technical artist?
How does it fit within your project/studioorganization?
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Some studios, TAis 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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Character rigger is only small slice of tech animation group
Also includesmocapprocessing, re-targeting motion sets, exporters, etc.
View still too narrow
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Tech animators are only portion of a tech art department
TAgroup can also support rendering/shaderdev, world construction, vfx& lighting, 
etc.
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TD or TAD as the project or studio leaderof a tech art group
Macro view
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Not a tech artist?  So, why am I talking to you about skills?  What do Iknow?

13



Hard vs. Soft Skills
There are other speakers here today that will be speaking at length about hard skills
I want to talk about soft skills, because they are just as ςand in some cases more ς
valuable as the hard skills.
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Both professionals and aspiring students need to know what lay ahead, and be 
prepared in order to avoid a lot of painin their career.
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ΧŀƴŘ ȅŜǘΣ L ǎǘƛƭƭ ƎŜǘ ŀǎƪŜŘ ǘƘƛǎ άƘŀǊŘ ǎƪƛƭƭǎέ ǉǳŜǎǘƛƻƴ ƳƻǊŜ ǘƘŀƴ ŀƴȅ ƻǘƘŜǊΦ  {ƻΣ ƭŜǘΩǎ 
preempt the question in advance:  Programming Languages
²ƘƛŎƘ ƻƴŜΚ  aƻǊŜ ǘƘŀƴ ƻƴŜΦ  5ƻƴΩǘ ōŜŎƻƳŜ ōƻƎƎŜŘ Řƻǿƴ ōȅ ǎȅƴǘŀȄ
What is most important to me:  Individuals who possess a concrete and Mature 
problem-solving methodologies
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ΧŀƴŘ ȅŜǘΣ ǘƘŜ ǉǳŜǎǘƛƻƴ ǇŜǊǎƛǎǘǎΦ  ²ƘƛŎƘ ƭŀƴƎǳŀƎŜΚ
Communication (English);Written and oral communication
Shakespeare: Catering your communication to your audience (programmer andartist)
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Bridging programming and art
Programmer language:
CPU/GPU
Drawcalls
Fill rate
Artists language:
Color theory
Shape language

ΧŀƴŘ ǎƻ ǘƘŜ ŎƘŀƭƭŜƴƎŜ ƛǎ ǘǊŀƴǎƭŀǘƛƴƎ ǘƘŜǎŜ ŎƻƴǾŜǊǎŀǘƛƻƴǎ ōŜǘǿŜŜƴ ǘƘŜ ǘǿƻgroups.
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/ƻƳƳǳƴƛŎŀǘƛƻƴ ƻŦǘŜƴ ƳƛǎǳƴŘŜǊǎǘƻƻŘ ŀǎ Ƨǳǎǘ άƻǳǘǇǳǘέ
5ƻƴΩǘ ŦƻǊƎŜǘ ǘƻ [ƛǎǘŜƴ
άŀŎǘƛǾŜ ƭƛǎǘŜƴƛƴƎέ
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5ƛŦŦŜǊŜƴŎŜ ōŜǘǿŜŜƴ άƘŜŀǊƛƴƎέ ŀƴŘ άƭƛǎǘŜƴƛƴƎέ
Credit CakeWrecks.com

Accurateinterpretation is key
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Flexibility/Inquisitiveness/Adaptability (proactive/interest/desire to know 
more/networking with others)
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Understanding of Art (Mindset, Workflow, Pipelines)

ΧǳƴŘŜǊǎǘŀƴŘƛƴƎ ǇǊƻƎǊŀƳƳƛƴƎ ƘŜƭǇǎ ǘƻƻ
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Smart & Gets things done

OneMore:  Not a jackass.  No one wants to work with them ςespecially in this 
industry.
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Who is this for?
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Studio Head; Executive Producer; Purse-string 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 again ςimproving communication and efficiency
Without TechArtςcommunication between Art & Programming can break down 
(much higher probability)
Share personal experiences
YŜȅ ǘƻ ǊŜƳŜƳōŜǊΥ  ¢ŜŎƘ !Ǌǘ ƳŀƪŜǎ ǘƘƛƴƎǎ ōŜǘǘŜǊ όōǳǘ ǘƘŀǘΩǎ ƘŀǊŘ ǘƻ ǉǳŀƴǘƛŦȅύΦ
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