Jack Turner

www.halfjack.com

(760)497-8727

E-mail: halfjack@gmail.com 


PROFILE

· Demonstrated skill in creating production-quality assets (modeling, texturing, and animating) in Maya and 3DS Max.

· Skilled at scripting artist tools (using MelScript, Python, or MaxScript) to aid in the production and assimilation of assets into a game engine or environment.

· Experience with, and in-depth knowledge of, the game engines (Source, Unreal Engine, and Unity) commonly used in the industry. 

· Proven ability to both envision and implement a robust 3D art pipeline to match any artistic and technical requirements, under the most demanding production conditions.

SKILLS

· Maya,  3DS Max, Mudbox, Zbrush, Photoshop, Unity, Source, Unreal Engines 2 and 3. 

· MEL, Javascript, PERL, Bash, Python, Lua.

EXPERIENCE
Petroglyph Inc, Las Vegas, NV





     March 2010-Present
Technical Artist
End of Nations (Working Title)  (PC MMO)
· Responsible for rigging and effects for hundreds of units.
· In the process of creating platform-independent rigging toolset in python.
· Serve as technical analyst and ‘troubleshooter’ for character pipeline.
· Supplement toolsets for both character and environmental artists.
Trilogy Studios, Santa Monica, CA                                                                     July 2007 –May 2009

Technical Artist

Virtual Pimp my Ride, Dreamworks Virtual Adventures (PC Virtual world)

· Responsible for new production pipeline synthesis for web, windows development.

· Created Artist tools for lightmap creation and export in Maya.

· Responsible for environmental animation pipeline in There.com engine.

· Technical analyst and ‘troubleshooter’ for  all game assets.

· Managed asset organization and synchronization for all game assets.

Sigil Games Online, Carlsbad, CA                                                                   Nov 2004 – May 2007

Technical artist/Character Artist

Vanguard: Saga of Heroes.  (PC MMO)

· Implemented Player customization system for eyes, skin, and clothing.

· Designed, implemented color customization system for hundreds of  NPC animals.

· Technical analyst and ‘troubleshooter’ for all character assets.

· Created and tested texture assets for NPC character clothing customization.

· Adapted and optimized player clothing assets for NPC characters.

· Coordinated art, programming, and design departments, in order to facilitate full use of assets. 

· Developed and organized asset-reference system for NPC and PC character assets.

· Instructed artists and programmers on fundamental concepts of the Unreal engine.

· Worked with artists and programmers to establish rapid production pipeline using Maya and the Unreal engine.

EDUCATION

Advanced Visualization Laboratories, East Tennessee State University                       May  2000

Master of Science, Computer animation and digital media. 

University of North Carolina Chapel Hill                                                                            May 1997


Master of Science, Evolutionary/Developmental Biology.

