
Crafting a Portfolio
that gets you hired

Succeeding as a Concept Artist in today’s seemingly 
saturated market



Overall…

How to reach the top 5% of artists getting jobs

Instead of being stuck in the 95% of artists fighting for crumbles 
and underpaid gigs.



(you can call me Tim)

I’m a Senior Concept Artist and 
Art Director in the AAA Video 

game Industry

An Illustrator for TTRPGs

And an Art Mentor and 
Instructor

My name is Timothée Mathon



I have worked for :

Ubisoft
Quantic dream
Netflix UK
Share Creators
NetEase
Eden Games
Free Range Games
Mood Publishing
Conceptopolis
Happy Elements

And more !

Total War Warhammer
Related projects

D&D related books

TCG projects

Some projects
buried into NDAs
Forever !

Teaching at New3Dge

And more !



In 2023 I launched a Mentorship…



In 2023 I launched a Mentorship…



Student : Jessica Nera Bargh
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Student: Alix Calderan
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Student: Alix Calderan



Student: Gaël Gardeur



Student: Gaël Gardeur





Student: Chloe Andriuzzi







“Didn’t bother coming in class this semester, good 
luck.”

“Does not attend class”

“Abandon, skill not acquired”

“Weaknesses in character design. Apart from owl 
characters with dark capes and shiny highlights, 
you're struggling.” (that’s oddly specific…)

“Passable. Technique saves you, but it's going to be 
complicated next year.”





I got hired at 
Ubisoft !!!

*Insert Party horn sound effect*



Luck ?

It was my first application ever.

I had no degree, a terrible CV presentation, and I was a dork with zero social 
skills.

And despite the fact I got : 
- 2 Interviews,
- 1 Art Test
- 1 Month of Probationary Period

I got the job…
So there is no way I got that job out of Pure Luck





Luck ?

It was my first application ever.

I had no degree, a terrible CV presentation, and I was a dork with zero social 
skills.

And despite the fact I got : 
- 2 Interviews,
- 1 Art Test
- 1 Month of Probationary Period

I got the job…
So there is no way I got that job out of Pure Luck



My Portfolio carried me hard 
for the whole application

I did well during the 
Interviews



How the Industry feels now



Today’s Presentation is a 
direct answer to that !

There is way more you can do about jobs than you 
think



“What do I do now ?”



— WHY ?

Most artists today get TERRIBLE 
results when it comes to finding a 

job, and it is NOT a surprise



- Their work is not relevant to what companies really need

- It is scattered all over the place

- It lacks intention and pure design

- It looks like a collection of Gumroad tutorials

- It follows every single trends we have already seen 651384 times

95% of aspiring concept artists 
portfolios DO NOT WORK AT ALL



- Technical skills

- Rendering and Polished pictures only

- Mimicking famous styles and artists

It is not bad… just…
it is not what companies are looking for

Today, a lot of artists tend to focus 
EXCLUSIVELY on…



Companies want 
PRODUCTION ORIENTED

artists



Someone who :

Make the life easier for the 
next team in the Pipeline

Brings fresh and original 
ideas



What companies want :

- You can design and iterate a LOT, on some fresh and functional ideas

>>> This gives them options to choose from

Artists and companies do not look 
for the same things naturally



What companies want :

- You can design and iterate a LOT, on some fresh and functional ideas

>>> This gives them options to choose from

- You give the 3D team everything they need to model your design without 
having to guess

>>> This saves them time, headache and money

Artists and companies do not look 
for the same things naturally
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Your currency as a concept 
artist is NOT pretty pictures 

and how well you can render

But your ability to design and 
help the 3D team model your 

designs



Picture this…
You are an Art Director in a Big Studio…

It’s 2PM on a Friday, and you are already thinking 
about the weekend at the lake you are about to get 

with your family.

It’s going to be so good !

When suddenly…



!!!



157 portfolios to 
review...



In that situation, what would you 
do to review all these applications 
while still being able to leave at 5 ?



The Answer :

Find ANY excuse to disqualify as 
many candidates as possible

 You roughly have 1 minute max 
per candidate !



This is not a fiction !



“Oh sh*t… another one…”





If what you do is common
and easy to replace, it has no value.

Your work becomes a commodity.

Studios can outsource the same work
to cheaper artists in a low-income country.

Supply VS Demand



“OMG FINALLY SOMEONE WHO 
GETS IT !!!”



1/ Do you understand what is required in production for the 3D modellers and 
what we need?
>>> You help the 3D team model your designs

Understanding the hiring process



1/ Do you understand what is required in production for the 3D modellers and 
what we need?
>>> You help the 3D team model your designs

2/ Can you design things, solve problems and iterate?
>>> So you can have a conversation with the Art Director and pick the best 
designs

Understanding the hiring process



1/ Do you understand what is required in production for the 3D modellers and 
what we need?
>>> You help the 3D team model your designs

2/ Can you design things, solve problems and iterate?
>>> So you can have a conversation with the Art Director and pick the best 
designs

3/ Can you bring fresh and prospective ideas to the table that are relevant to 
what we do?
>>> So you can bring creative value

Understanding the hiring process



Companies

You



If they can’t find a reason to 
disqualify your work, it means 
your portfolio is good enough.

You will go to the next stage of the 
hiring process



95% of applicants don’t even pass 
the first question…

Do you understand what is required in production for 
the 3D modellers and what we need?



Hiring someone is a MASSIVE 
GAMBLE for the company

Even more if you have no previous experience





- Proves you understand what is required in production

- Proves understand what this specific studio wants

- Stands out positively

- Acts as a breath of fresh air for the reviewer

- Gets you hired

Let’s craft a portfolio that…



1.
Find companies that 
are compatible with 
you





I - They do things that you like

Find companies that are compatible 
with you



I - They do things that you like

II - “Junior friendly”

Find companies that are compatible 
with you





If a company was posting a job with zero experience needed, they would open the 
flood gates

They don’t want to waste time reviewing unqualified applicants.

“3 years of experience required” filters out a lot of unqualified people.

The only ones applying will either already have that experience or be confident 
enough to apply anyways.

How to find companies hiring 
“Juniors”



You compensate for a lack of 
studio experience

by showing you understand how 
production works.



Step 1 : Search for artists with the same job as you want

Google : CompanyName or Projectname + Concept Art + Artstation
Ex : Mood Visuals Concept Art Artstation

How to find companies hiring 
“Juniors”



Step 1 : Search for artists with the same job as you want

Google : CompanyName or Projectname + Concept Art + Artstation
Ex : Mood Visuals Concept Art Artstation

Or directly on Artstation

How to find companies hiring 
“Juniors”



Step 1 : Search for artists with the same job as you want

Google : CompanyName or Projectname + Concept Art + Artstation
Ex : Mood Visuals Concept Art Artstation

Or directly on Artstation

Or you check the credits of a game/movie and search the artists
Mobygames for games, IMDBpro for movies

How to find companies hiring 
“Juniors”



Step 2 : Search for each artist you found on LinkedIn

Track when they started at the company you are aiming at.

(you can also connect with them…)

How to find companies hiring 
“Juniors”



Step 3 : If at least one of them had 3 years or less of experience 
before joining that studio…

Then consider the company is accessible with a proper portfolio.

If none of them had 3 years of experience or less, consider the company is not 
accessible to juniors

How to find companies hiring 
“Juniors”



Step 4 : all the names of artists you have found, separate them in 2 
categories

- Art Directors and Seniors

- Juniors

How to find companies hiring 
“Juniors”



I - They do things that you like

II - “Junior friendly”

III - Accessible with your VISA

Find companies that are compatible 
with you



If they are not accessible >>> Do they hire freelancers?

If they don’t >>> Do they outsource work to other studios in countries accessible 
with your VISA

Find companies that are compatible 
with you



Have around 5-6 companies that :

- You like

- Are working on somewhat similar projects

- Are “junior friendly”

- Are accessible with your current VISA

At the end of that step



If you don’t know about that many studios, discover more with :

- Gamedevmap

- Mobygames (check out all the studios that worked on projects you like)

- IMDBpro (same)

Find companies that are compatible 
with you





2.
Understand their Art 
Direction and How to 
Close the Gap



Every time you tell yourself “Meh, I know how they do it already, no need to dive 
deep about that”...

You destroy your chance of properly targeting the company.

Everyone is mimicking mindlessly the artworks they see online on a surface level.

You want to prove you understand what companies want IN DEPTH.

This is the step everyone misses





This is the Visual Cooking Recipe they use all the time to make their work 
consistent and emblematic of that studio.

Do not focus yet on technical execution please, just Art Direction.

Understanding their Art Direction



Step 1 : For each of the companies you got, grab work from their 
artists

Do not pick 50 pictures, 10-15 per studio is enough.

Curate the selection of artworks to pick what is representative of the projects you 
are aiming at or artistically relevant.

Have a nice balance between Polished pictures and Production work (props, 
callout sheets, iterations…etc)

Understanding their Art Direction



Step 1 : For each of the companies you got, grab work from their 
artists

If the artists are generalists >>> the studio probably wants generalists

Understanding their Art Direction



Step 1 : For each of the companies you got, grab work from their 
artists

If the artists are generalists >>> the studio probably wants generalists

If the artists are specialists >>> the studio probably wants specialists

Understanding their Art Direction



Step 1 : For each of the companies you got, grab work from their 
artists

If the artists are generalists >>> the studio probably wants generalists

If the artists are specialists >>> the studio probably wants specialists

If you find both generalists and specialists in the same studio >>> they are 
probably okay with both

Understanding their Art Direction



Step 2 : Review their pictures through these lenses

- Composition structures they use all the time

- Color palettes they use, value range, hue, saturation…etc

- Lighting and shadow formulas they use all the time

- Storytelling elements, what they want to tell and how they tell it

Understanding their Art Direction



Step 2 : Review their pictures through these lenses

- How they overlap elements on their characters / scenes

- Recurring elements they are using in every pictures

- Shapes they are using all the time

- Camera angles

Understanding their Art Direction



Step 2 : Review their pictures through these lenses

- Mood they use in their pictures

- What types of games are they designing?

- Emotions and sensations they want the viewer to have?

- Where? When? Who? Why? How?

Understanding their Art Direction



We are talking about WHY their 
design choices make sense for the 
type of projects they are working 

on.



For any kind of generic term you 
may find, ask yourself WHY / HOW 6 
to 7 times in a row

Similar to a 4 years old kid always 
curious about everything you say

Pro tip :



Step 3 : VOLUME, VOLUME, VOLUME !!!

Process through a lot of pictures until you start seeing the recurring elements 
across all these pictures and all these different studios.

Understanding their Art Direction



Step 3 : VOLUME, VOLUME, VOLUME !!!

Process through a lot of pictures until you start seeing the recurring elements 
across all these pictures and all these different studios.

At the beginning analyzing these pictures will take some time, but once you find 
these recurring elements, it will become way faster.

You will ALWAYS find the same things.

Understanding their Art Direction



Step 4 : Do the same for junior work

You will realize their codes are the same, the execution is just not as good.

Understanding their Art Direction



Step 5 : Summarize your research to establish an average Art 
Direction document for these studios

This is based of the recurring elements you have found

Understanding their Art Direction



Step 1 : Ask yourself these two questions in parallel

- What are EVERY SINGLE STEPS of their process to make a picture, from 
start to finish?

- What tools and softwares are they using?

Understanding their Mindset and 
Technique



Step 1 : Ask yourself these two questions in parallel

- What are EVERY SINGLE STEPS of their process to make a picture, from 
start to finish?

- What tools and softwares are they using?

You want to retro-engineer how they make these pictures BY YOURSELF, not by 
following a tutorial mindlessly.
Understanding is better than Following Along

Understanding their Mindset and 
Technique



Step 2 : Analyze EVERY SINGLE ASPECT of their rendering process

- Linework (if any)
- Coloring
- Lighting
- Texturing
- Painting
- Materials
- Volumes
- Posing (for characters)
- Modeling, Shaders, Lighting and Scattering / Detailing (for 3D)

Understanding their Mindset and 
Technique



Step 1 : You do the same analysis that we did up to now for your own 
work

- Art Direction

- Technical Process

- Rendering

Do a rigorous comparison between 
your work and theirs



Step 2 : You do highlight the main differences between how you do it 
VS how they do it

For EVERY. SINGLE. POINT. we mentioned before

- The Average of how YOU are doing it

VS

- The Average of how PROS are doing it

Do a rigorous comparison between 
your work and theirs



Step 2 : You do highlight the main differences between how you do it 
VS how they do it

Write what are the most drastic changes to implement in your work to close the 
gap.

If you have done your analysis thoroughly it should be absolutely OBVIOUS now.

Do a rigorous comparison between 
your work and theirs



Congrats

Now you can’t unsee these 
changes

And you know how to fix 
them



No need to apply 100% of what 
seniors do

Implementing just 30% of senior’s 
abilities in your work for each 
aspect of your process is enough to 
catapult your level above junior level

Pro tip :



When to use tutorials?

Only :
- To learn a tool or software you 

have never used before

- If the tutorial is laser focused on 
one specific part of the process 
you want to understand

Pro tip :



Spending 2 or 3 weeks doing all the 
research mentioned previously

and planning your portfolio 
properly

is going to save you MONTHS of 
work





3.
Plan your portfolio !!!



Your portfolio is just an excuse to prove 3 things :

- You understand what the production team requires and what the company 
needs

We are not writers,
we are designers



Your portfolio is just an excuse to prove 3 things :

- You understand what the production team requires and what the company 
needs

- You can design cool and compelling content BASED ON A BRIEF, with a lot 
drastically different iterations

We are not writers,
we are designers



Your portfolio is just an excuse to prove 3 things :

- You understand what the production team requires and what the company 
needs

- You can design cool and compelling content BASED ON A BRIEF, with a lot 
drastically different iterations

- Your technique is good enough

We are not writers,
we are designers



Pick a subject that is easy to 
understand



Pick an existing story, culture, myth, trope (preferably that has not been adapted 
into 347589 games or movies recently).
Keep it grounded.

Add a twist to it that changes the rules of its world.

Pick a subject that is easy to 
understand



Pick an existing story, culture, myth, trope (preferably that has not been adapted 
into 347589 games or movies recently).
Keep it grounded.

Add a twist to it that changes the rules of its world.

Examples : 
- The Treasure Island, but in Art Nouveau Style
- The 3 Musketeers, but in 1920 New York, Art Deco Style
- Elves, but in a volcano with lava instead of in a forest

Pick a subject that is easy to 
understand



This is why you add a twist thas DRASTICALLY CHANGES THE RULES.

It creates a set of “problems” that you can solve visually.

Make sure your subject is Design 
Heavy



This is why you add a twist thas DRASTICALLY CHANGES THE RULES.

It creates a set of “problems” that you can solve visually.

Examples :
- French Revolution, but Magic replaces Gunpowder and firearms
- French Inquisition, but the folkloric bestiary is real
- Italian Renaissance, but Leonardo Da Vinci turning his students into 

superheroes with his inventions

Make sure your subject is Design 
Heavy



Sincerely ask yourself if the studios you are aiming at would make such a project.

If you are aiming at companies doing FPS, think about your project like an FPS, 
same with RPGs and such.

Make sure your subject compatible 
with the companies you picked



- Japan, Samurais, and ancient Asia overall

- Cyberpunk

- Vikings

- Modern Military Shooters and Civil War settings

- Post Apocalyptic

Or else bring a MEGA TWIST that brings the subject towards something fresh

Avoid the trendy subjects we have 
seen a gazillion time



Pick a subject
that you really like !!!



Avoid :
- One Trick Ponies doing only one thing
- Jack of all trades being Masters of None

In your Portfolio



Avoid :
- One Trick Ponies doing only one thing
- Jack of all trades being Masters of None

Play to your strengths !

Your portfolio is only as good as your worst pieces !

Today, artists are rarely equally as good at Characters and Environments

In your Portfolio



A nice balance : 70 % of your specialty, and 30% of a complementary discipline
- 70% environment / 30% props
- 70% characters / 30% props

Portfolio Content



A nice balance : 70 % of your specialty, and 30% of a complementary discipline
- 70% environment / 30% props
- 70% characters / 30% props

If you are equally as good for Characters and Environments, you can do :
- 50% enviro / 30% chara / 20% props
- 50% chara / 30% enviro / 20% props

In any case, always have props !!!

Portfolio Content



For Environment Design :

- 1 Shop / Function Building, interior + exterior (blacksmith, tavern, 
alchemist…etc)

Portfolio Content





Student: Gaël Gardeur



For Environment Design :

- 1 Shop / Function Building, interior + exterior (blacksmith, tavern, 
alchemist…etc)

- 1 House, Interior + exterior (show the story of the characters living in it)

Portfolio Content





For Environment Design :

- 1 Shop / Function Building, interior + exterior (blacksmith, tavern, 
alchemist…etc)

- 1 House, Interior + exterior (show the story of the characters living in it)

- 1 Big Architectural Landmark (castle, temple, fortress, big boat…etc)

Portfolio Content





For Environment Design :

- 1 Shop / Function Building, interior + exterior (blacksmith, tavern, 
alchemist…etc)

- 1 House, Interior + exterior (show the story of the characters living in it)

- 1 Big Architectural Landmark (castle, temple, fortress, big boat…etc)

- 1 Wildcard (mechanic heavy thing, boss arena, big machine, puzzle, 
vehicle…etc)

Portfolio Content













For Character Design :

- 1 Protagonist + Sidekick (pet, mount, robot…etc)

Portfolio Content









For Character Design :

- 1 Protagonist + Sidekick (pet, mount, robot…etc)

- 2-3 Notable Characters (sidekicks, important characters…etc)
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For Character Design :

- 1 Protagonist + Sidekick (pet, mount, robot…etc)

- 2-3 Notable Characters (sidekicks, important characters…etc)

- 5-6 NPCs + 1 Creature (merchants, commoners, guards…etc)

Portfolio Content







For Character Design :

- 1 Protagonist + Sidekick (pet, mount, robot…etc)

- 2-3 Notable Characters (sidekicks, important characters…etc)

- 5-6 NPCs + 1 Creature (merchants, commoners, guards…etc)

- 1 Wildcard (big monster, boss duo…etc)

Portfolio Content















For Generalist Portfolio leaning towards Environments :

- 1 Shop / Function Building + the NPCs owning it

- 1 House, + some Notable Characters living in it

- 1 Big Architectural Landmark

- 1 Wildcard, mechanic heavy thing

Portfolio Content



For Generalist Portfolio leaning towards Characters :

- 1 Protagonist + their Sidekick + Their House / Habitation

- 2-3 Notable Characters

- 5-6 NPCs + Their Shop / Function Building

- 1 Wildcard

Portfolio Content



- 1-2 Polished Picture

For Each Chapter



- 1-2 Polished Picture

- At least 1 Callout Sheet (turnaround for characters, Cutaway for 
environments…etc)

For Each Chapter



- 1-2 Polished Picture

- At least 1 Callout Sheet (turnaround for characters, Cutaway for 
environments…etc)

- Props and everything the 3D team needs (2d VFX, Materials, Dynamic Poses, 
Costume Design, Skins, Furnitures…etc)

For Each Chapter



- 1-2 Polished Picture

- At least 1 Callout Sheet (turnaround for characters, Cutaway for 
environments…etc)

- Props and everything the 3D team needs (2d VFX, Materials, Dynamic Poses, 
Costume Design, Skins, Furnitures…etc)

- At least one page explaining how things works (mechanisms, 
breakdowns…etc)

For Each Chapter



- 1-2 Polished Picture

- At least 1 Callout Sheet (turnaround for characters, Cutaway for 
environments…etc)

- Props and everything the 3D team needs (2d VFX, Materials, Dynamic Poses, 
Costume Design, Skins, Furnitures…etc)

- At least one page explaining how things works (mechanisms, 
breakdowns…etc)

- A curated selection of sketches showing drastically different iterations

For Each Chapter
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Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Student: Gael Gardeur



Do not step on Senior’s 
territory

Do Junior content



For Character Design :

- Costume and skin designs

- Weapons and gear

- NPCs

- Secondary and tertiary assets and characters

- Beasts and trinkets

Do JUNIOR stuff, not only the cool 
senior content



For Environment Design :

- Shops

- Secondary and tertiary buildings

- Props and furnitures

- Small mechanism

- Set dressing

Do JUNIOR content,
not Art Director or Senior content



“What now ?”



4.
Do not squander your 
portfolio with poor 
application practices



Applying has rules, respect them



- The Documents you send -> respect the rules

- Your Portfolio -> your artistic abilities

- 1st Interview -> your social skills

- Potential Art Test -> verify your skills again

- 2nd Interview -> your teamplay abilities

etc

Every step of the hiring process is 
design to filter candidates out



Make sure they are ATS-Compatible (go check on Google)

Check your CV and Letters



Make sure they are ATS-Compatible (go check on Google)

TLDR :
- CVs and Letters are text documents with selectable text

- Avoid content the ATS can’t read (pictures, logos…etc)

- Plain text formatting (bold, italics, bullet points…etc)

- Curate the keywords and content to fit the job description requirements

- Clickable and Obvious link to your portfolio on your CV !!!

Check your CV and Letters



Have a smooth User Experience 
when consuming your Portfolio



Click on the link of your Portfolio > Scroll to consume the work
As little clicks or extra steps as possible !

Keep it straight to the point



Click on the link of your Portfolio > Scroll to consume the work
As little clicks or extra steps as possible !

Artstation is good, keep the default UI because people are used to it.

Keep it straight to the point



Click on the link of your Portfolio > Scroll to consume the work
As little clicks or extra steps as possible !

Artstation is good, keep the default UI because people are used to it.

Send the link towards a Portfolio Album rather than your Artstation Profile
Curate the work in it, ideally just 3-6 projects in it

The rest goes in an album called “Old Work”

Keep it straight to the point



Or else you create one post with your full Portfolio in it.

All the reviewer has to do is open the link and scroll.

Keep it straight to the point



You need to CONTROL

WHAT the reviewers see

And in WHICH ORDER
they see it !!!



1/ Header : Your name, professional photo, job title, location, and a 2-line 
summary of your expertise

If you need a Website
Put your Portfolio on ONE PAGE



1/ Header : Your name, professional photo, job title, location, and a 2-line 
summary of your expertise

2/ Contact Info : Clickable email address / button to contact you

If you need a Website
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1/ Header : Your name, professional photo, job title, location, and a 2-line 
summary of your expertise

2/ Contact Info : Clickable email address / button to contact you

3/ Your work : all you have to do is scroll, you don’t want to have to enlarge your 
pictures.

If you need a Website
Put your Portfolio on ONE PAGE



1/ Header : Your name, professional photo, job title, location, and a 2-line 
summary of your expertise

2/ Contact Info : Clickable email address / button to contact you

3/ Your work : all you have to do is scroll, you don’t want to have to enlarge your 
pictures.

4/ Contact button again

If you need a Website
Put your Portfolio on ONE PAGE



1/ Header : Your name, professional photo, job title, location, and a 2-line 
summary of your expertise

2/ Contact Info : Clickable email address / button to contact you

3/ Your work : all you have to do is scroll, you don’t want to have to enlarge your 
pictures.

4/ Contact button again

5/ Social Link (+ CV if you want)

If you need a Website
Put your Portfolio on ONE PAGE



Prepare your Interviews



Do your research about :

- The company, their values, their work, the artists working there, their 
projects…etc

Prepare your Interviews



Do your research about :

- The company, their values, their work, the artists working there, their 
projects…etc

- Their process and what they expect from their artists

Prepare your Interviews



Do your research about :

- The company, their values, their work, the artists working there, their 
projects…etc

- Their process and what they expect from their artists

- How much money you may ask

Prepare your Interviews



Prepare :

- Elevator pitch to introduce yourself

Prepare your Interviews



Prepare :

- Elevator pitch to introduce yourself

- Explaining your process and what you are thinking about during every step

Prepare your Interviews



Prepare :

- Elevator pitch to introduce yourself

- Explaining your process and what you are thinking about during every step

- Something unique in your way of designing and solving problems
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Prepare :

- Elevator pitch to introduce yourself

- Explaining your process and what you are thinking about during every step

- Something unique in your way of designing and solving problems

- Arguments to negotiate prices in your favor, not just “that’s the average I 
found on Glassdoor”

Prepare your Interviews



Prepare :

- Elevator pitch to introduce yourself

- Explaining your process and what you are thinking about during every step

- Something unique in your way of designing and solving problems

- Arguments to negotiate prices in your favor, not just “that’s the average I 
found on Glassdoor”

- Answers to the most common Behavioral Interview Questions (Google it)

Prepare your Interviews



So…



We saw how to :

- Figure out which companies you can apply to

To summarize…



We saw how to :

- Figure out which companies you can apply to

- Understand what they want in terms of Art Direction and Technique
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We saw how to :

- Figure out which companies you can apply to

- Understand what they want in terms of Art Direction and Technique
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We saw how to :

- Figure out which companies you can apply to

- Understand what they want in terms of Art Direction and Technique

- Craft a portfolio that ticks their boxes and gets you to stand out positively

- Make sure you don’t squander your chances of getting reviewed

To summarize…



We saw how to :

- Figure out which companies you can apply to

- Understand what they want in terms of Art Direction and Technique

- Craft a portfolio that ticks their boxes and gets you to stand out positively

- Make sure you don’t squander your chances of getting reviewed

- Prepare for interviews

To summarize…



Stacked together, at equal 
technique, it gives you a 

MASSIVE ADVANTAGE

Over your concurrence



“What do I do now ?”



5.
Apply with VOLUME



Once you have done everything 
right for your Portfolio

It is not a matter of IF you are 
going to get hired

But WHEN



You need to force Luck



VOLUME NEGATES LUCK



In addition to answering job offers on Linkedin / Artstation / Company Websites

How to get that many opportunities 
to apply?



In addition to answering job offers on Linkedin / Artstation / Company Websites

Cold Emailing / Spontaneous Applications
- You need patience and a super relevant portfolio
- You are planting seeds for later, if they like your work you will save them 

time

How to get that many opportunities 
to apply?



In addition to answering job offers on Linkedin / Artstation / Company Websites

Cold Emailing / Spontaneous Applications
- You need patience and a super relevant portfolio
- You are planting seeds for later, if they like your work you will save them 

time

Industry Events
- This is the BEST way to get jobs because you are bypassing the email 

filtering
- A lot of people’s work will not be appropriate, so they will help you stand out

How to get that many opportunities 
to apply?



Make the habit of sending 
applications as frictionless as 

possible.



Save time when searching for job 
offers

- 1/ Have a dedicated browser
- 2/ Have all the tabs for Linkedin, Artstation 

Jobs and the companies’ career pages with 
the proper filters open when you launch it.

- 3/ Set up the browser so it launches when 
you switch your computer on

Pro tip :



Make a spreadsheet to track ALL 
your applications !!!

This is your personal database !



Applications = Fire and Forget

Do not set impossible expectations 
every time you apply

You need to get desensitized to 
rejection



While applying

Start working on a Second 
Portfolio that complements the 

First One



5.
Conclusions





You adapt to the Industry
and give it what it wants

The Industry doesn’t adapt to you



If you skip the fundamentals

you won’t get hired



When everyone on Artstation does 
something

Do the opposite



6.
A few tips to add 
Value to your work



Storytelling

We are ENTERTAINERS.

Each and every single of your design decisions 
should be driven by Storytelling, Gameplay and 
Entertainment

You want to spark an immediate reaction when 
seeing your work

Pro tip :











Paging and Presentation

This is the Easiest Way to elevate the perceived 
value of your work and the User Experience

Good work + Bad presentation = Bad Experience

Good work + Ok presentation = Good Experience

Good work + Good presentation = “OMG I love it !”

Pro tip :



Student : Rayane Bengaoui



Student: Axel Paumier



Student: Axel Paumier



Student: Axel Paumier









Having fun / Authenticity

Ticking the boxes of companies is not incompatible 
with picking a subject you are a MEGA GEEK 
about.

Add some silly stuff sometimes.

Whatever emotion you put in your work, people will 
feel the same when consuming it.

Pro tip :



Student : Maria - Shunyah - Trofimova



Student : Marnix Rekkers









Have fun !!!!!



Thank you !

PS : If you need some portfolio reviews, it will be a pleasure to check 
your work and give you feedback !


