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What you need to know from a client before undertaking a motion
graphics project



GET THE INFO YOU N€€D TO SAVE TIME AND MONEY IN THE LONG RUN

| think we can all agree that re-rendering projects after delivery, or losing a commission after days of
pitching can be frustrating as well as a huge waste of time and resources. It seems a common cause
for going down the wrong avenues of thought at the outset, or delivering material with the incorrect
format, ratios or text safety, is when designers, editors and motion artists fail to wring enough
detailed information from the dient when taking a brief or commission on a project at the initial
briefing or enquiries stage.

Whether pitching or embarking on a confirmed job, there are certain key bits of useful information
that many clients don't write in their briefs, don't want to write in their briefs or simply don't know
the answers to. Here is a breakdown of useful questions everyone should consider asking before
embarking on a project whether it is paid or not, in order to have the best chance of winning the
commission, delivering on time, keeping the client for the future and not wasting your own time.

Budget - This is often a difficult issue with many people, mainly because money is something we
don't want to start off talking about with a dient, after all we are supposed to be creative people,
not accountants. That said, and stating the somewhat obvious, it is essential that the budget
constraints are known from the very beginning. What is the point of producing an amazing pitch,
elaborate storyboard, detailed treatment and wad of reference material, even to go so far as
producing a test animation, when the budget may be considerably smaller than your idea allows?

As suppliers we need to balance the cients expectations and hopes against what their budget can
really afford to deliver. How many times have you been sent a link to an amazing commercial or
music video, with a brief asking for 'something like this..."?

€xcitement starts to build with the thoughts of working on such a cool project that looks so
expensive, the mind starts to think about motion control shoots in huge studios, or exotic locations,
or getting a team together to do months of cg work, when in reality the budget allows for a weeks’
worth of After €ffects animation on a bunch of photos.

There are other budgetary elements to consider too, which leads me on to....

Audio - Many clients have a very specific idea of what the music, sound effects, and/or audio bed
will sound like, many have not even considered this aspect. It is well worth getting a clear idea of
what your client is thinking along these lines, to allow you to consider the various aspects involved
in this vital part of the process. Getting this clear early will make your life easier all the way through
the project. Music or sound effects can initially help inspiration, trigger thought processes, give you a
sense of pace, atmosphere and emotion, so if the dient has a track ready to go then this answers
many questions immediately, and gives you a great starting point. If the music has not been
considered, or at least not been reduced down to some options or a reference, then the next
question should be whether a composer needs to be brought on board for the project, or whether
stock music is a viable option. These are of course additional costs, so going back to point one
regarding budgets, is the audio aspect of the project your responsibility, and will this affect your
budget? Not only do composers need paying, or stock audio bought, but it is worth assessing how
much time it will take you to deal with the composer, acting as middle man between your supplier
and the client, as well as the hours it will take trawling through stock libraries to find something
suitable. The audio also defines the next point....






