CAREER PATH: VISUAL AND GAME PROGRAMMING MAJOR


	Entry Level
	Mid-Career
	Pinnacle

	Junior Technical Artist
· Programming in C++

· Maya and 3DS Max

· Linux/UNIX and Windows


	Technical Artist

	Technical Director
Lead Technical Artist

	Junior Tools Programmer 

· Programming in C++
· Scripting

· Maya and 3DS Max

	Tools Programmer
	Lead Tools Programmer

	Assistant Technical Director 

· Programming in C++
· Maya and 3DS Max

	Technical Director

	Lead Technical Director
Visual Effects Supervisor



	Junior Programmer 

· Programming in C++
· OpenGL or DirectX

· Another programming language


	Programmer
	Lead Programmer
Software Engineer


	Render Wrangler
(Computer Graphics Technical Assistant)
· Linux/UNIX and Windows

· Scripting 

· Programming in C++


	Technical Director
	Lead Technical Director



	Character Setup Artist
· Maya and 3DS Max

· Mel and Max script

· Rigging


	Junior Rigger


	Lead Rigger

	Quality Assurance Tools Tester 

· Programming in C++ 

· Linux/UNIX and Windows

· Scripting 
	Quality Assurance Tools Developer
Tools Developer
	Lead Quality Assurance Tools Developer



Definition of Positions:

Junior Technical Artist
An artist who works with both programming concepts and art concepts, with a broad understanding of the workflow in the industry, what things cause problems, and what can be done to fix them. May develop plug-ins for 3D packages, maintain create scripts to automate tasks, or maintain in-house software.
Junior Tools Programmer
Programs supporting applications for artists, such as 3D plug-ins and standalone applications. These programs can include render management, character setup and pipeline management.
Assistant Technical Director

Manages a specific technical aspect of the animation pipeline, usually with a focus in an area such as lighting, shading, effects, etc. (Lighting Technical Director, Shading Technical Director, Character Technical Director, Effects Technical Director, Software Technical Director, etc.)
Junior Programmer
Works as a support programmer for any department, may be assigned programming tasks and tasks that involve creating and managing programs.
Render Wrangler
Writes scripts and manages the renders for the department or project. Works with artists to ensure that the technical details of their rendering are sent through the pipeline. Solves problems and automates tasks by writing scripts.
Character Setup Artist
Creates controllers, skeletons, and scripts that assist character modelers and animators in their production. May involve writing scripts in Mel or Max script, creating controllers, and rigging.
Quality Assurance Tools Development
Works with the tools department to develop programs that are used to test games, custom animation software, and other tools. Programs may include C or C++ applications; scripting in Perl, Python, or other scripting language for testing; and maintaining existing in-house software.
