DongJun Kim

Sr. Animator/Animation Director
dongjunkim@gmail.com
http://www.dongjunkim.com
To obtain an animator position in a high-level game studio with inspirational and challenging environment to help enhance my skills as an animator
Work Experience
Senior Animator, Bethesda Game Studios,                                            Jan 2013 – Present
Project: "Fallout 4"
● Take responsibility for creating the player & NPC in-game animation asset using motion capture and key frame animation

● Setting up the actor action & blend-tree/behavior logic
Lead Gameplay Animator, Sony Computer Entertainment America,        Dec 2010 – Jan 2013
Project: "Unannounced cancelled Project"
● Oversees the animation team and establish workflows and visual direction for all in-game animation to meet the quality objectives & deadlines 

● Create & manage animation lists & schedules

● Take responsibility for prototyping a new traversal gameplay system for new IP
● Developing animation tool for both in-game & cinematic animation/pipeline

● Working closely with programmers to trouble-shoot in-game animation/pipeline

Project: "Uncharted: Golden Abyss“ an Action game for PS VITA; Metacritic 80.
● Oversees the animation team and establish workflows and visual direction for all in-game animation, direct and clean mocap, design systems to handle player and NPC movement 
● Create & manage animation lists & schedules
● Take responsibility for creating the player in-game animation asset using motion capture and key frame animation

● Creating cinematic animation asset using motion capture and key frame animation

● Developing animation tool for both in-game & cinematic animation/pipeline

● Working closely with programmers to trouble-shoot in-game animation/pipeline

● Setting up the character in Maya & Motionbuilder for other animators

Senior Animator, RockStar Games,                                                       June 2005 – Nov 2010
Project: "MaxPyane3“ an Action game for X-Box360, PS3, PC; Metacritic 86
 ● Support “Rockstar Vancouver studio” to finish in-game & cinematic animation assets
 ● Support implement animation tool in Motionbuillder side 
Project: "L.A. Noire“ an Action / Adventure game for X-Box360, PS3; Metacritic 86
 ● Support “Team Bondi studio” to finish in-game & cinematic animation assets
 ● Support implement animation tool in Maya side
Project: "Red Dead Redemption" an Action game for X-Box360, PS3; Metacritic 95 
Project: "Red Dead Redemption: Undead Nightmare" a DLC; Metacritic 87
Project: "Red Dead Redemption: Liars and Cheats" a DLC; Metacritic 80 
Project: "Red Dead Redemption: Legends and Killers" a DLC; Metacritic 64  
● Take responsibility for creating the player in-game animation asset using motion capture and key frame animation (including Main player locomotion, gunplay & parameterized motion blend)

● Creating cut-scene animation asset using motion capture and key frame animation

● Developing animation tool for animation/pipeline

● Working closely with programmers to trouble-shoot in-game animation/pipeline

● Setting up the character in Maya & Motionbuilder for other animators

● Built and manage in-house motion capture system and pipeline
Project: "Midnight Club: Los Angeles“ a Racing game for X-Box360, PS3; Metacritic 82
● Take responsibility for setting up animation pipeline for both in-game and cinematic animation
● Developing animation tool for animation/pipeline

● Creating the entire driver in-game animation asset with key frame animation

● Creating cut-scene animation asset using motion capture and key frame animation
● Working closely with programmers to trouble-shoot in-game animation/pipeline
● Setting up the character in Maya & Motionbuilder for other animators

Character Animator, responDESIGN INC.                                              May 2004 – June 2005 
Project: "Yourself!Fitness" a life style game for X-Box, PS2, PC; Metacritic 80
● Take responsibility for creating in-game animation asset using motion capture and key frame animation

● Trouble-shooting in-game animation pipeline

● Cleaning and editing the motion capture data

● Developing animation tool for animation/pipeline

Lecture

   The Catholic University of Korea :                                                       Jun 2008 – Jan 2013
● Advanced MAYA & Pipeline for CG industry

● Teaching Animation & mentoring students
  Academy of Art University :                                                                 Sep 2009 – Dec 2011

● Directed Study Advisor
● Advise and guide students towards their goals
Chungkang College of Cultural Industries :                                        Nov 2004 - Nov 2007 
● Advanced MAYA & Pipeline for CG industry

● Basic Mel scripting for CG Artist

● Advanced Character Rigging with MAYA
Education
       ● MFA in 3D Animation, Academy of Art University:                                      June 2003~Present 
       ● BFA in 3D Animation, Academy of Art University:                                      graduated May 2003 
Skills 
       • Ability to manage schedules under tight deadlines
       • Exceptional Problem Solving Skills
       • Strong knowledge on Character Rigging
       • Animation Tool developing and Mel scripting
       • Strong knowledge on Human Figure and Anatomy 
       • Strong knowledge on Motion Capture Pipeline
       • Motivated team player with demonstrated talent for 3D character animation
       • Enthusiastic self-starter who loves to learn new technology and experiment
       • Maya, Motionbuilder, Havok Behavior, Vicon Blade, NaturalPoint Arena, Xsens, Photoshop
References and Demo Reel Available Upon Request


