Fox Interactive is preparing to release "Aliens Versus Predator 2"

CGI Artists Find New Creative Oportunities in Video Games

Long ago, the studios mastered the art of generating auxiliary revenues from their creative properties —
everything from toys, t-shirts, board games and comic books, to TV spin offs and fan clubs. Nowadays, it is the
video game market that has emerged as one of the driving forces in this area, and this summer's release of Final
Fantasy and Tomb Raider demonstrates that it flows both ways. By Scott Lehane

Bur until recently, traditional visual effects artists looked down on video games as
low-budget, low-quality work that wasn’t very interesting. Among CGI and visual
effects artists, there was a stigma attached to doing work for the video game marker.

Bur chat is all changing, and with the rending capabilities of new game consoles
like the Xbox skyrocketing into the 64-bit realm, people in the traditional visual
effects arena are starting to sit up and take notice.

Larry Weiss, who previously served as CG supervisor at PDI/Dreamworks’
Commercial and Film Effects Café, recently left the company to join video game
developer Electronic Arts as lighting supervisor. He reported that “When they firsc
approached me about i, [ felt that I'd have to take a step down to do lower quality
work. To me film was always the top of the industry, and because of their limita-
tions, the quality of games was a lot lower. But even after a few months here, I'm sce-
ing that the quality is a little lower, but we are making improvements because we are
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