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Be Inspired. Be Creative. Be NEXT.

Ubisoft Toronto NEXT is an annual competition designed to showcase the talent of video game
development students in Ontario. Kick-start your career in the industry with a paid internship
and learn from Ubisoft Toronto’s top talent.

Compete in one of nine disciplines to win an internship:

3D Art (Modelling)
Animation

Level Design
Programming
Technical Animation
VEX

Eligibility

The competition is open to applicants who:

Are legally entitled to work in Canada;

Reside in Ontario;

Are currently attending OR have graduated from an Ontario post-secondary school no
earlier than Spring 2024;

Have less than 2 years of relevant professional Technical Animation experience;

Are not a current or former employee of any Ubisoft studio;

Complete the challenge individually. Team-based submissions will not be reviewed.

Questions?

Email us at NEXT@Ubisoft.com.

Note: Email is not monitored 24/7 but we will do our best to respond within 48 hours.


http://toronto.ubisoft.com/next
mailto:NEXT@Ubisoft.com
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Ubisoft Toronto NEXT: Technical Animation Challenge

Technical Animation is a unique melding of art and technical knowledge. A technical animator
integrates animations into the game engine, develops tools, rigs and skins characters,
collaborates with various teams, and provides technical support to animators, and animation
support to coders. They bridge the gap between animators, designers and coders; ensuring
everything works together in the engine.

This challenge is about creating a technical interpretation of an artistic challenge. We are
looking for ingenuity & understanding of what you did, why you did so, how did you reach that
conclusion, and how it works.

Technical Animation Brief

Part 1: Playable Demo

Your submission must include a character capable of basic locomotion—this can be a
playable character or a non-player character. In addition, choose one of the following
options - keep scope in mind as we prioritize quality over quantity.

e Option 1: Have the playable character perform at least 3 attacks (e.g., a 3-hit
combo, or alight attack + a strong attack + a special attack, or 2-hit combo + a
ranged attack, etc.)

o Option 2: Create a scenario where the non-player characters are interacting with
each other and a reaction is triggered when the player approaches (e.g., non-player
characters having a conversation, when the player gets close - how will they react to
its presence?)

e Option 3: Design non-player character behavior within a world where they interact
with the environment, various objects in the scene, and/or other non-player
characters. (e.g., walk to an object + lift an object, searching through a dresser/desk,
or sit on a chair + play on their phone, etc.)

Notes:
e Your final playable demo must be a 3D demo.

e You may use any engine as long as it makes use of a state machine to handle
animations. We recommend at least Unreal 5.4 or Unity LTS (any 2022.3 version).
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o Each option is followed by example, but those are non-exhaustive lists. They have
been provided to spark your creativity—feel free to build on them and make the
experience your own or come up with your own that fits the requirement.

e Focus on delivering a polished submission, prioritizing quality over quantity.

Part 2: Video

Record a video showcasing the playable demo and animation systems. Your video may be a
maximum of 10 mins (don’t feel the need to fill up the entire time). Remember, it's more
important to be clear, concise, and easy to follow.

After showing your submission in action (i.e. your playable demo working), explain your
animation system as if you were speaking to someone who is looking at your work for the first
time. Focus on any system that you made from scratch, but make sure to explain any/all the
animation systems that work to make your character move and interact with the world.

Part 3: Documentation (Optional)

Your documentation may be a maximum of 5 pages.

Provided documentation may include:
e Your personal process
e How you made your choices/the rationale behind them
e Challenges you faced
e Ajournal/log of changes made

You may use any free/public use assets. Ubisoft Toronto neither endorses nor is associated
with any of the following options. Ubisoft Toronto is not liable for any issues legally or
technically with your use of any of the resources provided below.

Freely available resources:
https://dev.epicgames.com/community/learning/courses/kry/unreal-engine-build-a-third-
person-character-from-scratch/mDv/unreal-engine-build-a-third-person-character-from-
scratch-introduction

https://docs.unity3d.com/Packages/com.unity.charactercontroller@1.0/manual/get-
started-third-person.html

https://www.mixamo.com/#/



https://dev.epicgames.com/community/learning/courses/kry/unreal-engine-build-a-third-person-character-from-scratch/mDv/unreal-engine-build-a-third-person-character-from-scratch-introduction
https://dev.epicgames.com/community/learning/courses/kry/unreal-engine-build-a-third-person-character-from-scratch/mDv/unreal-engine-build-a-third-person-character-from-scratch-introduction
https://dev.epicgames.com/community/learning/courses/kry/unreal-engine-build-a-third-person-character-from-scratch/mDv/unreal-engine-build-a-third-person-character-from-scratch-introduction
https://docs.unity3d.com/Packages/com.unity.charactercontroller@1.0/manual/get-started-third-person.html
https://docs.unity3d.com/Packages/com.unity.charactercontroller@1.0/manual/get-started-third-person.html
https://www.mixamo.com/#/
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Submission Requirements:

Can be made in any 3D engine but we recommend using at least Unreal 5.4 or Unity LTS
(any 2022.3 version).

Create an efficient and clean animation system.

Basic collision setup. Make sure the level is playable.

Provide solutions that are easily usable by other members of the art and/or
programming teams, and adaptable to other assets and situations.

Thinking Points When Creating Your Submission:

Your animation system should be easy to understand and walk through.

Your animation system should be flexible enough to allow new features to be added
easily, without requiring the entire system to be rebuilt

Focus on both technical execution and visual quality.

Your submission is being judged on the technical aspect of your animations, not the
model you use, the level design of your playable demo, etc.

Aim to ensure the character’s alignment to the world is correct (i.e., the character is not
floating, sinking into the ground, or has half their body going through walls, etc.).

It is okay to have a limited number of components, focus on the challenge(s) you've
selected.

Keep in mind that judges will be playing your demo, so just like any typical player we may
not follow a linear path.

Be mindful of quality over quantity. A single well-executed idea is recommended over
several lesser ones.

Always keep the end user in mind and the user experience of your system. In real game
production you may not be the only one working on the same animation system. Keeping
your graphs organized and clean makes it easier for others to iterate further as well as
review.

Keep alist of your references, and if using other people’s models, animations, or objects,
make sure they have a valid usable licence for this purpose, and that it's clearly
indicated.

Don't hesitate to annotate and add comments to your graphs and features.
Communication is very important for tech animators — you need to be able to explain
your ideas to others and bring their ideas together. Make sure you showcase your
communication skills on the video.

Be sure to distinguish your work from the templates and tutorials; be unique!
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Submission Requirements & Documentation

Please follow the three-part instructions below carefully to ensure your submission is complete
and eligible for review.

Step 1: Submit Your Resume Separately

e Up-to-date Resume in PDF format
Your resume must be submitted separately from your main submission package.
» Use the designated link provided [Resume Submission HERE] to upload your resume.
Once successfully submitted, you will receive a welcome message confirming your
resume upload.

Step 2: Prepare and Submit Your Submission Package
Your submission package must be named using the following format:

NEXT_2025-2026_TechAnim_Firstnamel astname.zip

Use the designated link to submit your submission package >> [Submission Form HERE]

L._Important:

To maintain anonymity and confidentiality of Ubisoft NEXT:

e Do not include your name anywhere inside the submission content (e.g., documents,
images, videos, folder names).

e Your name should only appear in the .zip file name and your resume.

e Please do not share your submission on any online platform or social media until the
competition concludes (April 2026)



https://smrtr.io/t5ZZh
https://forms.office.com/r/v4Y8xmbbs6
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Step 3: Include the Following Four (4) Components in Your Submission Package

All'items are mandatory, unless explicitly stated otherwise below.
Additional scene files may be requested for considered submissions.

1. The playable demo
e This should be an .EXE file that runs your submission

2. YouTube link to the unlisted video. (Video can be made public after the competition)
Kindlly ensure that your name and image are not include in the video title or anywhere within
the video content itself.
e Max duration is 10 minutes.
Show a walkthrough of your playable demo.
Explain the logic behind it.
Make sure anyone with the link can check it.
link to the YouTube video should be provided separately in the submission form

3. Source files (optional)
e .zip of the full project.
e These source files would allow the judges to better understand your submission.

4. Documentation (optional)
e Your documentation may be a maximum of 5 pages.
e Provided documentation may include insight into your process and the rationale
behind the choices you made.

Your submission will be utilized solely for judging purposes in the NEXT competition and, if used
otherwise, only with your explicit consent.

If—for any reason—you encounter issues uploading your submission, please contact
NEXT@ubisoft.com



mailto:NEXT@ubisoft.com

UBISOFT TORONTO

¢ TECHNICAL
ne% A ANIMATION

Judging Criteria

A panel of expert judges will individually rank the overall entry package, out of 40, based on the
following criteria:

Fluidity of animation (1-15):
e Smoothness of transitions, how well animations look while blending with each other
e Responsiveness (i.e., are the animations locking/restricting the players inputs for too
long)
e No foot sliding
e Are knees/elbows breaking because of IKs?

Readability of the animation system (1-10):
o How clear is the system; can a first-time observer understand the flow?
e Proper naming, titles/sub-titles, inclusion of comments

Complexity of Technical Aspect of the Entry (1-10):
e Deviation from available default blueprints/ready-made graph templates (i.e., if you
used templates, what did you add to make your submission stand out?)
e How complex are your animation systems (more states/sub-states does not necessarily
mean it's more complex)

Video (1-5):
e  Maximum of 10 minutes
e Clear, concise, and easy to follow
e User friendly instructions and language
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Key Dates & Deadlines

Submission Deadline: Monday, January 197, 2026, 11:59 pm EST
Complete this [Submission Form] where you will be asked to provide a link to your submission
package. Late submissions will not be accepted.

Ubisoft Toronto judges will review all submissions and select up to five (5) successful
participants to proceed to the interviews. All participants will be notified of their results via email
by Friday, February 67, 2026.

Interviews: Interviews will be held virtually in February 2026. Selected participants will receive
all information about the interview process via email.

Ubisoft Toronto judges will select up to three (3) finalists after the interviews. Finalists will be
invited to the Awards Ceremony where the results of the competition will be announced. Ubisoft
Toronto is the sole judge of this competition and reserves the right to elect the panel as it sees
fit; all judgement is final and non-negotiable.

Prizes

e TPrize:

o One (1) paid Technical Animation Internship at Ubisoft Toronto. The Internship
shall be for a minimum duration of three (3) months at Ubisoft Toronto studio and
is currently scheduled to begin May 2026. Dates subject to change at the sole
discretion of Ubisoft;

o One Ubisoft prize pack valued at $300.

e Finalist Prizes:
o Display of each finalist’s submission in the Ubisoft Toronto NEXT Awards
Ceremony;
o One Ubisoft prize pack valued at $300.


https://forms.office.com/r/v4Y8xmbbs6

