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What to expect

Animator interviews usually combine a portfolio or showreel review with technical questions about
rigging, timing and software, plus behavioural questions about handling feedback and deadlines. Panels
often include a creative director or lead animator alongside a producer or HR representative.

* Portfolio review: Walking the panel through specific shots or sequences in your showreel,
explaining decisions and your actual contribution.

» Technical: Questions on rigging, software workflow, rendering and how you troubleshoot animation
problems.

» Behavioural: Past examples of handling feedback, deadline pressure or creative disagreement.

» Scenario: Hypothetical production situations testing judgement on timing, tools or client
expectations.

Interviews typically open with introductions and a showreel walkthrough, move into technical questions
about specific tools and workflow, then cover behavioural questions about feedback and teamwork, and
often close with a scenario question or a chance for you to ask about the pipeline and team structure.

1. Walk me through a shot in your showreel. What was your specific
contribution and what software did you use at each stage?

Why they ask

Panels need to separate your actual work from team or studio output, and confirm real fluency with tools
like Maya, Blender or Cinema 4D.

How to structure your answer
Describe the shot's brief and constraints, then step through your process stage by stage: rigging,
keyframing, rendering, compositing, naming the specific tool used at each point.

Example answer

“This was a two-second character turn for a short film. | built the rig in Maya from a base skeleton,
then blocked the keyframes for the turn and weight shift. After two feedback rounds on the timing, |
finalised the in-betweens, rendered the layers, and composited them in After Effects with the
background plate the lighting artist had supplied.”

2. How do you approach rigging a character for a movement that needs to
look physically believable?

Why they ask

Rigging is a core listed task and a common technical failure point, so interviewers want to know your
process, not just the result.

How to structure your answer
Explain your process step by step: reference gathering, skeleton structure, weighting, and testing the rig
before animating.

Example answer

“| start by looking at reference footage or sketches for the specific movement, then build the skeleton
to match the character's proportions rather than using a generic template. | weight paint carefully
around joints that deform a lot, like shoulders or hips, then test the rig with a rough walk or turn before
handing it to animation, so problems get caught early rather than after keyframing starts.”



3. Tell me about a time you had to significantly rework an animation after
director feedback you disagreed with.

Why they ask

Iteration on director feedback is a listed core task, and studios want animators who can take direction
without losing quality.

How to structure your answer
STAR: describe the situation and the specific feedback, the task you were given, the action you took to
address it while raising your concern professionally, and the result.

Example answer

“A director wanted a character's reaction sped up in a way | thought would lose the emotional beat. |
made the change as requested first, then showed a side-by-side with a slightly slower version and
explained my reasoning. We ended up landing on a timing between the two, which kept the pacing
the director wanted while preserving the reaction. The sequence went through final review without
further notes.”

4. A shot is due for review in two days but the rig is still causing clipping
issues in a key pose. What do you do?

Why they ask

Tests judgement under a real production constraint: rigging problems combined with deadline pressure.

How to structure your answer
Talk through immediate triage, what you'd fix versus work around, and how you'd communicate the risk
to the team.

Example answer

“I'd isolate exactly which pose is clipping and check whether it's a weighting issue or a joint limit
problem. If a proper fix would blow the deadline, I'd apply a targeted correction just for that pose, flag
to the producer that the rig needs a follow-up fix after review, and note it clearly so it doesn't get
missed once the shot is signed off.”

5. How do you check timing, pacing and continuity across a sequence before
it goes to render?

Why they ask

Reviewing timing and continuity is a listed task and reflects attention to detail, a core general skill for this
role.

How to structure your answer
Walk through your review process in order, from rough playback to frame-level checks.

Example answer

“I play the sequence at full speed first to check overall pacing, then go through it frame by frame at
cuts and transitions to check continuity of pose, lighting direction and prop position. | keep a shot
notes list so anything | flag gets fixed before it goes into the render queue, rather than being caught
late by someone else.”

6. What's your workflow when you're working across multiple tools, say
Blender for animation and After Effects for compositing?

Why they ask

The role spans several tools listed in the role data, so interviewers want to know you can manage a real
pipeline, not just one program.

How to structure your answer
Describe your file handoff process and how you keep versions and layers organised between tools.



Example answer

“I export animation passes from Blender as image sequences with clear naming for each layer,
character, background, effects, then bring them into After Effects for compositing. | keep a version log
so if a director asks for a change, | know exactly which Blender file to go back to rather than guessing
which render is current.”



