Radioactive Labs Apprentice-ship Program

You've been through your 2 and 4 year schools, taken online classes, and read all the books. Yet, somehow, something is missing for you in this “getting hired” problem.  Or maybe you're switching disciplines and you'd like to move from 2d animation or illustration to 3d but don't really want to go through 2 to 3 years of prerequisites again just to get to the 3d part of the program.  You just want to leverage your strengths and move them into the 3d production jobs to get working now.  

We get that.  We've been teaching and working with our friends at ACC and Gemini School for several years now.  These schools and programs do great things and we love teaching adjunct in those schools.  Still, the greatest need for many students is a project class after graduation, before getting the job.   So, we drop you right into a real world production environment:

· Each project is a prototype or demo project for a real-world client of Radioactive.  This may be a video game prototype, a cartoon pilot/short, or a visual effects short.  

· Each project has a contract, budget, deadline, and invoice, like any other real world production.

· Students have a final result that demonstrates teamwork as well as earning a production credit (as opposed to “virtual” productions) on a project that may turn into a real video game for a Radioactive client.

· Should the prototype work prove successful, students who were key in that success have the option to continue working “contract” onto the actual project, as determined by the client and project manager.

· As an interesting bonus, clients pay for successful prototypes such that students could get a contract payment for their classwork! (as part of the budget/invoice system)

· Radioactive Labs Entertainment will function as an agency for talented students who are looking to break into the industry with contract work.  We'll also be looking at students to fill our own entry-level contractor positions as they come available. 

What do Students do on these Projects?

There are many positions on a 3d art team.  For our class you'll be able to work on your particular skill alongside other disciplines within the same project class.  Schools often don't offer real world entry-level game jobs such as just exporting and placing objects into the engine or cleaning up motion capture motions.   Schools also don't teach time-management and team coordination methods like Agile/Scrum.  Most of the time though, our students will spend their days learning the game engines or working in 3dsmax.  The mentors will make sure that their apprentices are doing tasks which are appropriate to their skill levels and goals.

Who Helps the Students Work?

Johnathon, the studio director, will oversee all activities and do day-to-day training alongside 2 or 3 “adjunct” teachers.  Outside professionals will drop by to do regular planning and critique sections with the team.  These people are all experts in the field as well as years of productions under their belt.  The instructors are specific to the student doing a particular field of study.  For example, one guest lecturer who teaches “Nuke” is Lawrence, who  (www.lawrencelittleton.com)  has Visual Effects (VFX) credits that span from “Independence Day” to “2012” and “Star Trek” as well as numerous commercials, so he is as senior as you can get in that field.  He is an absolute expert at compositing for the VFX track.  

Mentors and Faculty List

Johnathon Vought Studio Director/Founder

www.radioactivelabs.com 

Jim Molitor Production Manager/Scrum Master

http://www.mobygames.com/developer/sheet/view/developerId,3456/
Colin Blankenship 3d instrutor/generalist

http://www.mobygames.com/developer/sheet/view/developerId,254315/
Brad Clark Character Rigging Mentor

http://www.riggingdojo.com/about/the_founders/
Denis Loubet 3d production artist/Mentor

http://www.mobygames.com/developer/sheet/view/developerId,111/
So you're sold.  Now what?  

Here's the project training and schedule breakdown.  You will notice there is no start and end date.  This is because each project will be different.  Typically, a project will range between 2 weeks and a month.  If what we're doing needs some adjustments, we'll make things right to give it the best possible chance for success.

These are the general class times but they are flexible to student work and life schedules.  The way it works is you can be an “early bird” or late night person, as long as you get as close to your 40 hour “work week” as possible.  You are paying for your time in class so you might as well make the most of it!  Teachers will be there for sure between 10am-4pm but you can do “lab” time before and after those periods.

	Monday
	Tuesday 
	Wednesday
	Thursday
	Friday
	Saturday
	Sunday
	Project Fee
	Weekly hours

	Day Class 10am-4pm
	
	
	
	
	
	
	$900.00
	30 (1 hour Lunch breaks in middle)

	
	
	
	
	
	Weekend Intensive Training

9:30am-5pm
	
	$450.00
	15 (1 hour Lunch breaks in middle)

	 Night 5pm-10pm
	
	 Night 5pm-10pm
	
	 Night 5pm-10pm
	
	
	$450.00
	15


Texas Unemployment Program

There are many great state programs designed to help unemployed folks pay for training.  You may qualify.  We will help you look into and sign up for available options.  Our program is classified by the state as an “apprenticeship school” which the state can assist you with fees for.

Conclusion

For the first time ever, your training actually puts your job destiny in your own hands.  You have the power to make the prospect game you work on good enough to get funded as a real game.   Should a game make it out of the prototype stage, we get to back invoice for real pay and transition everyone from apprentice to contractor.

After taking classes with us, we also help you land temp or contract positions that we work around town.  You're not just thrown to the wolves after class, we function as an agency getting you in at places where your resume would normally get lost in a pile never to be found.  Many temp or contract positions then have the potential to become full-time jobs.

Our former interns and students have gone on to meaningful work at places like “Bioware,” “Disney/Junction Point,” “King's Isle,” and other reputable companies here in Austin, Texas.  They had their own talents, drive, and determination as well, but their work experience with us helped them get that initial opportunity to succeed and advance their career goals. 

Here is your chance!  Not only is it the opportunity to get the skills you need to work in real world production, but also the chance to get a job from that class.

