Jarrod Showers

280 W. Renner Rd. Apt. 5312

Richardson, TX 75080

608.770.2862
jarrod.showers@gmail.com
http://www.griffonstorm.com
http://www.linkedin.com/in/jarrodshowers
SUMMARY

Experienced studio-level key-frame and motion capture animator with 11 shipped AAA titles.  Skilled in all facets of development and implementation, including modeling, rigging, and pre-visualization. Known for leadership and mentoring abilities and drive to create highest quality of work  while meeting tight deadlines.  Currently enhancing skills with self-directed certification program through  AnimationMentor.com

SKILLS

· Advanced keyframe character animator

· Facial animation for cinematics with dialogue in Maya, FaceFx, and Annosoft settings

· Motion capture director / actor / cleanup animator

· Video editing / Pre-visualization / Storyboarding / Camera layout

· Environmental animator / rigger

· Modeling and rigging

TECHNICAL SKILLS

3D Animation:


Autodesk Maya, MotionBuilder, XSI, 3D Studio Max

Video editing/compositing:

Sony Vegas, Adobe Premiere, Adobe After Effects

2D Software:



Adobe Photoshop

Game engine pipelines:

Unreal Engine 3, Id Tech, Treyarch, Modern Warfare2

EXPERIENCE

Id Software (Zenimax), Richardson, TX
2011 – present

Senior Animator

Provide team members with key-framed and motion captured animations from blocking to final.

RAVEN SOFTWARE (Activision/Blizzard), Middleton, WI
1998 – 2010

Studio / Lead Animator

Led team of 8 animators and stepped in to perform director duties when lead needed assistance.  Animated 2d storyboards, enhanced motion capture and keyframed creatures for AAA video games.  Worked with current industry technology and pipelines.

· Animated over 45 cinematics for 3 different games (Singularity, Wolfenstein, and Wolverine).  Including animation of storyboards to establish and sell idea of pacing and narrative to save time and money.

· Co-developed cinematic pipeline and process that unified team and allowed animators to easily work interchangeably among animation programs.

· Rigged, animated, and exported environmental props, including setting up physics assets within Unreal 3 Engine, which freed-up programmers to continue game development.

Jarrod Showers
Page Two

RAVEN SOFTWARE(continued)

· As lead animator on Wolfenstein, established animation pipeline, including creating keyframe/motion capture rig that shipped with game.

· As lead animator on Star Wars: Jedi Academy, introduced animated cameras for cinematics in a 1:1 development environment between animation and engine pipeline, which put camera layout in the hands of the animators.

Responsibilities:

· Enhanced motion capture with MotionBuilder

· Co-directed and acted in motion capture shoots

· Animated 2d storyboards to help sell ideas to project leads, before doing any 3d work

· Assisted director by setting up cameras and blocking of several in-game cinematics

· Modeled,  rigged, and animated characters and environmental props

· Key-framed creatures and quadrupeds

Shipped video game titles:

	Singularity
	Wolfenstein

	X-Men: Origins: Wolverine
	Quake 4

	X-Men Legends
	Star Wars: Jedi Knight: Jedi Academy

	Star Wars: Jedi Knight: Jedi Outcast
	Soldier of Fortune II: Double Helix

	Star Trek: Voyager: Elite Force
	Soldier of Fortune

	Heretic II


EVERMORE ENTERTAINMENT, Madison, WI
1997 – 1998

Animator / Lead Artist

Served as key-frame animator for bipedal and creature characters.  Supervised animators and artists to create PC-based video game, Sword of Heroes, for Strategic Simulations Inc.  Painted textures for database, TSR Core Rules 2 that supported Dungeons and Dragons players.

· Sword of Heroes

· TSR Core Rules 2


EDUCATION

Advanced Character Animator certificate, www.AnimationMentor.com, online.  


Completed 1 ½ years of 2 year AA, Commercial Art, Madison College, Madison, WI

HONORS AND ACHIEVEMENTS

· AM Student Choice Award nomination for “Most Creative Body Mechanics”

· AM Student Choice Award nomination for “Best Silent Acting”

· Produced and animated 2 CG shorts to improve keyframe animation and storytelling skills

· Animated short, “Treasure” chosen to play at “Le Festival Des Passages” in Paris, March 2006)

