
 

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 six disciplines to win an internship:  
 

• 3D Art (Modelling) 
• Animation 
• Level Design 
• Programming 
• Technical Animation 
• VFX 

 
Eligibility 
 
The competition is open to applicants who: 
 

• Are legally entitled to work in Canada;  

• Reside in Ontario;  

• Currently enrolled in, OR graduated from, an accredited Ontario college or university 

degree or diploma program, no earlier than Spring 2025. 

• Have less than 2 years of relevant professional 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.  
 
Use of Generative AI 
 
Ubisoft Toronto NEXT is an opportunity to demonstrate your own skills, creativity, and problem-
solving abilities. Participants are strongly encouraged to complete their submissions without the 
use of generative AI. Any use of generative AI must be clearly disclosed, and participants should 
be prepared to explain their creative process and discuss all aspects of their submission, 
including any AI-assisted work. 
  
 

http://toronto.ubisoft.com/next
mailto:NEXT@Ubisoft.com


 

Ubisoft Toronto NEXT: Animation Challenge 
 
Important: Please review the brief and all submission instructions carefully before submitting 
your work. Submissions that do not follow the provided instructions may not be considered. 
  
The theme of this year’s challenge is ‘LEAP’. Participants must create an animation featuring at 
least two (2) characters, including at least one (1) biped character. The characters must 
physically interact with one another. The purpose of this theme is to display the participant’s 
understanding of both body mechanics and acting through body language.  
 
Requirements: 
 

• Must be 3D CG animation - Participants may use any 3D software package. 
• Animation must be a minimum of 8 seconds long. 
• Framerate must be 30 fps. 
• Your submission must be Keyframed 3D animation. Motion Capture is not allowed. 
• We want to see the full body of at least 1 of the characters. 
• Camera animation is accepted but not required, you are welcome to keep the camera in 

a static position.  
• Participants may use any character rigs and assets they like. 
• Submissions must not include overtly offensive, crude, discriminatory, or sexually explicit 

content. Selected entries may be publicly associated with both the participant and 
Ubisoft.  

• Sets are not required. Feel free to create a simple set/environment or not use any at all. 
You will not be judged on this. 

• While props are optional, feel free to use them if they help communicate your animation.  
• Shots do not need to be fully rendered; we will only judge the animation. 
• Audio is not required. Applicants are allowed to use sound effects to elevate their scene 

but should not rely on it. You will not be judged on this. 
• Make sure to adhere to the theme and follow all submission requirements and 

instructions.  
 
Questions to Consider When Creating Your Scene: 
 

• Avoid overly cartoonish submissions. 
• What is the story / theme of your scene? 
• What is the mood or atmosphere of the scene? 
• Who are these characters?  
• What are they thinking throughout your animation? 
• What is the initial emotional state of your characters and how does it change during the 

scene? 
• Is the theme apparent in your scene? 



 

Tips: 
 

• Focus on Body Mechanics, Acting, Timing/Pacing, Dynamic Posing, and Staging etc. 
• Analyze video references that are like the action you are going to create. Study them 

frame by frame.  
• Think about your characters’ thought process, changes in emotions and body language 

to help illustrate what they are feeling and show them reacting to their environment 
and/or situation.  

• Use live action references as much as possible. Another animator's work might be good 
inspiration, but when used as reference, you can unknowingly replicate their mistakes as 
well as miss the lessons they themselves have learned. 

• Focus on your animation! Spend your time polishing it rather than modelling, rigging, 
texturing, and lighting. The judges are focusing on animation quality rather than a 
beautifully lit scene with textured characters and environment.  

• Be realistic about the time you have! A short, well-animated piece will demonstrate your 
animation skills much better than a longer animation which is not polished.  

• If you can see the mistakes in your piece, we will too!  
• Too much camera movement can obscure the quality of the animation. 
• Get feedback! Show your work and be open to change.  
• Grappling with your animation problems is the best way to increase your animation skills. 

 
If you are having difficulty finding a rig, we have provided links to some free and paid ones 
below. Please make sure that you follow all outlined terms & conditions posted by the rig’s 
respective owners and provide credit where necessary.  
 
Ubisoft Toronto neither endorses nor is associated with any of the following options. Ubisoft 
Toronto is not liable for any legal or technical issues related to your use of the rigs listed below. 
 
Animation Methods: https://animationmethods.com/rigs.html  
Various Rigs: https://animationbuffet.blogspot.com/  
The Stewart Rig:  https://www.animationmentor.com/free-maya-rig/  
Malcolm Rig: https://www.animschool.com/DownloadOffer.aspx  
Agora Assets: https://agora.community/assets 
  

https://animationmethods.com/rigs.html
https://animationbuffet.blogspot.com/
https://www.animationmentor.com/free-maya-rig/
https://www.animschool.com/DownloadOffer.aspx
https://agora.community/assets


 

Judging Criteria 

 
A panel of expert judges will individually rank the overall submission, out of 30, based on the 
following criteria:  

 
Overall Animation Quality and Polish of Submission (1-15)  

• Effective use of the 12 main animation principles; 
• Attention to detail and believable body mechanics.  

  
Creativity and Originality of Submission (1-15)  

• Be clever, avoid clichés and overacting, but express the desired emotion/intention; 
• Create original, clear acting and motion choices. 

 
 
 
 
 
 
  



 

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 

Submit your most up-to-date resume in PDF format using the link below: 

[SUBMIT YOUR RESUME HERE] 

Your resume must be submitted separately from your submission package. 

To help us accurately assess your education and experience, please ensure your resume 

includes: 

• Education details for all post-secondary studies (Institution, Program, Degree/Diploma, 

and Graduation or Anticipated Graduation Month & Year) 

• Relevant projects (academic, personal, or professional) 

• Portfolio link(s), if applicable 

• Employment history 

Once successfully submitted, you will receive a welcome message confirming your resume 

upload. 

 

Step 2: Prepare and Provide Your Submission Package 

Your submission package must be named using the following format: 

NEXT_2026-2027_Animation_FirstnameLastname.zip 

[CLICK HERE TO PROVIDE YOUR SUBMISSION] 

Important: To maintain anonymity and confidentiality of your submissions, please do not 

share your submission on any online platform or social media until the competition concludes 

(April 2027). 

 

  

https://smrtr.io/BFQx-
https://forms.cloud.microsoft/r/AWYDtxkyAW


 

Step 3: Include the Following Two (2) Components in Your Submission Package 

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

 

1. A YouTube link to your submission video, uploaded at a minimum resolution of 1080p. 
2. The source files for your animation 

• All files (.ma, .mb, .fbx) should be compiled and submitted as a .zip folder 
 

Key Dates & Deadlines 

  
Submission Deadline: Monday, January 11, 2027, 11:59 pm EST . Late submissions will not be 
accepted. Please allow yourself ample time to upload your resume and submission package 
before the deadline. 
 
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, January 22, 2027. 

Interviews: Interviews will be held virtually from January 25 to February 5, 2027. 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 select the panel as it sees 
fit; all judgement is final and non-negotiable.   
 
Prizes 
 

• 1st Prize:  
o One (1) paid 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 2027. Dates subject to change at the sole discretion of 
Ubisoft;  

o One Ubisoft prize pack valued at $300.  
 

• Finalist Prizes:   
o Display of each finalist’s submission in the Ubisoft Toronto NEXT Awards 

Ceremony;   
o One Ubisoft prize pack valued at $300.  


