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​PART ONE

​Introduction and Overview.


[image: ]




––––––––

[image: ]


I’M DAN PRATEZINA, and over the last twenty years there’s a chance you’ve seen some of my pixels.

I’ve been a 3D animator and animation director in production studios across Vancouver and Toronto for clients like Disney, Nickelodeon, LEGO, Mattel, and more. I’ve worked on everything from AAA to mobile titles at developers like Relic, Ubisoft and Next Level Games. I’ve worked on TV shows and movies at studios large and small like Guru Studio, Mainframe Studios, ICON Creative Studio, Toonbox Entertainment and many more. 

I’ve navigated a lot of the animation industry’s ups and downs. I’ve been through regular contract-end layoffs, a no-warning layoff after being assured my job was safe, and even total studio shutdowns where the entire crew and I were just sent home on a Friday in February and told we were out of work. It was rough - but it taught me a few things about staying ahead of layoffs. 

I’ve long been fascinated by 3D animation from a film and tv perspective, but also from the side of the rapidly evolving real-time graphics and gaming world. Making animation “live and breathe” in real-time in a game engine is very different from animating a pre rendered, storyboarded, production shot. So when I was offered a chance to work in games after years in film and tv, I jumped at it despite an initial pay cut and lots of intimidating-looking onboarding ahead. After several years in game development, I learned a few things about how film and game pipelines are similar for animators, and more about how they’re not.  

For two decades I’ve juggled an unusually diverse production career that’s given me an up-close look at what it means to be an animator in a lot of different environments with different goals. Lots of artists, hobbyists, creatives and gamers want to work with animation and games because they’re passionate or curious about them on some level. (C’mon, who isn’t?) But it isn’t just about having the hard skills, it’s about how to juggle those skills in the kind of fast-paced and challenging circumstances studio work creates.

One of the reasons I wrote this guide is that especially now after the seismic changes of COVID, work-from-home models, return-to-office mandates, multi time-zone productions, hybrid work, the emergence of genAI video, and the impact of industry strikes and other challenges, something kept jumping out at me at my jobs: 

Animator’s skills now need to be more transferable than ever, in a professional landscape where day to day practices, expectations, training, and onboarding are more fragmented than ever. Animation is still very much a business and a career where hopes and aspirations are as sky high as expectations are unclear.

I’ve mentored a lot of new and experienced artists over my career and created my share of animation tutorials and studio documents. This time, I’ve made the guide I wish I’d had from my first day in the business. Something that cut through jargon to address on-the-ground realities about what it’s like not just to animate, but to work for a production studio for eight or more hours a day as a career - and how to survive and thrive in those conditions.  
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