CAREER PATH: GAME ART & DESIGN


	Entry Level
	Mid-Career
	Pinnacle

	Quality Assurance

Game Tester/Analyst
	Lead Tester

Associate Producer

QA Supervisor/Manager
	Producer

	Design

Level Designer
	Lead Game Designer
	Director of Game Design

	Art & Animation

2D Artist

3D Artist
Texture Artist

Cinematic Artist
	Lead Artist
Lead Concept/Storyboard Artist

Lead Animator
	Producer
Art Director


QUALITY ASSURANCE

Game Tester/Analyst

Primary function is to document, track, test, bug hunt and research for the production team.  Responsible for assisting the producer in day-to-day maintenance, organization, and management of the project.  Must display excellent organization and communication skills, a detail-oriented mindset and the ability to maintain project-related documents, schedules, lists and so on, using commercial software (for example, Microsoft Office and FileMaker Pro).

Lead Tester

The primary functions of a Lead Tester include reviewing 3D geometry or modeling errors, ensuring that the models look correct, checking that the art is properly scaled and that the textures are properly applied.  One specific project is assigned to allow the Lead Tester to assess all aesthetic elements, in addition to managing the data entry process of the Testers who are reporting bugs.

Associate Producer

The Associate Producer assists the Producer in day-to-day maintenance, organization and management of the project, in addition to performing, supervising and documenting the testing and analysis of the game, including verification of all testables in commits and otherwise.  Also, assists the Lead Tester with writing QA test plans, including milestone acceptances, play tests and focus tests.  Supervises all Game Testers.

QA Supervisor/Manager

Some companies have a large enough playability group to also have a Supervisor/Manager.  In this role, Lead Testers may report to the Supervisor, who is also responsible for managing the budget and interfacing with upper management to ensure that products are developed in timely manner.
Producer

The Producer’s responsibilities are to ensure that the goals of the project – quality, timeliness, budget and so on – are met, establish the policies, goals and values of the development team, and ensure the entire team knows its highest priorities and due dates.  The producer must also make certain all contractual requirements are met in each milestone delivered to the client.  Minimum of 3+ years managing a large team composed of members from diverse disciplines, professional experience working in the game industry and experience communicating with external clients.  Manages the leads of assigned projects.

DESIGN
Level Designer

Level Designers work on designs, models, textures and lights architectural environments – places, scripts and entities/objects in environment – in addition to working with the Lead Designer to define and refine game play mechanics, details, game play mechanics, story lines, character biographies, and asset inventories in design documentation.  Skills required include ability to use 3D modeling software, such as Maya or 3D Studio Max and the ability to use 2D software, including Photoshop and Illustrator.  

Lead Game Designer

Acts as the creative guide and overall creative vision keeper for the game.  The Lead Game Designer works with the Producer and team to develop game concepts, design documentation, game play mechanics, story elements, script/dialog, implementation plans, and strategic planning documentation for the game. In addition, this person works with the Sound Designer and writer to create and record dialog, as well as with the writer and game team to develop ideas, characters and storyline.  Must be familiar with game engines and concepts/terminology for computer graphics and have the ability to use 3D software and maintain project-related documents, schedules, lists and so on.  Minimum 1 year of experience designing games, including the completion of 1+ full cycle of game production.

Director of Game Design

The primary function of the Game Design Director is to lead and mentor the members of the Game Design department, oversee the development of new game concepts and analyze concept proposals in close collaboration with the CEO and other departments.  Minimum of five years designing games, including the completion of 5+ full cycles of game production, experience working with different clients and designing, tuning and balancing levels for different types of games.

ART & ANIMATION
2D Artist

The 2D Artist must have traditional 2D drawing and printing skills for conceptual work on characters, worlds and objects, plus the ability to utilize digital texturing software to prepare texture assets for production use on models and environments.  Use 2D packages, such as Photoshop and similar commercial and proprietary software, to create high-quality 2D art assets that fulfill the requirements of the project’s functional, art and technical specifications.  Create textures, apply lighting and make sprites and other types of 2D art assets.  Requires experience in fine art, as demonstrated by strong portfolio and willingness to learn commercial and proprietary software.

3D Artist

Must have traditional art skills, plus a facility at dimensional visualization such as sculpture and construction, enable the 3D Artist/Modeler to create the environments, objects and characters used in the game.  Responsibilities include the use of 3D packages; such as Maya and similar commercial and proprietary software to create high quality 3D art assets that fulfill the requirements of the project’s functional, art and technical specifications.  Experience required in real-time 3D modeling and lighting using Maya or 3D Studio Max, as demonstrated in a strong portfolio.

Texture Artist

Responsible for adding color, personality and style to the entire game.  The main focus is to generate 2D maps, which are applied to the 3D elements created by the Modelers.  This artist brings dimension and aesthetic element to the game.

Cinematic Artist

This Artist creates the story telling cinematics for the game project.  These art assets normally draw from in game content, but may include exclusive cinematic content that is unique and new.  The Cinematic Artist may well be a Character and World Modeler, as well as a Texturer and Animator, in order to fulfill the duties required.

Lead Artist

Often described as equivalent to the Production Designer on a film, Lead Artists should be the most experienced and talented Artists on the project, and are typically responsible for modeling and texturing of the objects and environments in the game.  Lead Artists must also have the skills of personnel management and positive motivation to get the best from the team, along with the project management experience to accomplish this all within the allotted schedule and budget.  Requires experience as an Artist on several published titles, as well as the ability to use commercial software for 2D and 3D art production (for example, Photoshop and Maya) and administrative tracking (for example, Microsoft Office and FileMaker Pro).
Lead Concept/Storyboard Artist

A traditional pen-and-paper artist, the Lead Concept/Storyboard Artists are accountable for character design and storyboard artwork.  These artists work with the Art Director to design all elements of the game so that a coherent style is adhered to, objects are build-able in 3D and all 3D elements are appealing.  Essentially, the art team bases the in-game artwork on the Lead Concept/Storyboard Artist’s concepts.

Lead Animator

The primary function of the Lead Animator is to bring characters and environments to life through the use of several proven methods of animation – from traditional process to the latest state of the art tool sets available on the market.  Works closely with the Art Director and Lead Artist to develop animation assets that fulfill the requirements of the project’s game design and visual design as documented by specifications, style guides and appropriate reference material.  Requires a 2 or 4 – year degree from a qualified animation school, deep understanding of animation principles, as demonstrated by a strong portfolio and completion of at least 1 full cycle of game production.

Art Director

The primary function of the Art Director is to be responsible for the entire art development team.  They have paid their dues and worked their way through the ranks.  In addition, Art Directors are responsible for operations of the art department with duties including scheduling development, budgeting and hiring.  They may also be very hands-on, contributing to the development of the title on an individual basis as an Artist or Animator.  Must have an extensive scope of various art specialties relating to game development and familiar with different artistic approaches for many types of games.

Career path and definition of descriptions provided by “Get in the Game: Careers in the Game Industry” by Marc Mencer. 


