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Objective

    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

● Sony Computer Entertainment America: Dec 2010 – Present

● Project: "Uncharted: Golden Abyss" (PS VITA), Sr. Staff Lead Gameplay Animator

 - 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

● RockStar Games: June 2005 – Nov 2010
● Project: "Red Dead Redemption" (X-Box360, PS3), Senior Animator 

 - 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

● Project: "Midnight Club: Los Angeles" (X-Box360, PS3), Senior Animator

- 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


● responDESIGN INC.: May 2004 – June 2005 

● Project: "My Fitness Coach" (Wii), Character Animator

 (Originally named “yourself!fitness Lifestyle”, published by Ubisoft Dec. 9 2008.)

- 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

● Project: "Yourself!Fitness" (X-Box, PS2, PC Game), Character Animator

    - 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

● ACEBANK: Apr 1997 - Sep 1998

(Advanced Commerce Exchange Bank, Seoul, Korea)

   ● New Media Design team chief

   - Take responsibility for producing highest quality interactive web sites, logos, templates, flash  

     animations and interactive multimedia CD.

   - Establish and enforce the production pipeline, within the standards of the team.

Special Lecture
   • The Catholic University of Korea : Jun 2008 – Present
         - Advanced MAYA & Pipeline for CG industry
         - Teaching Animation & mentoring students

• 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

● Academy of Art College: June 2003~Present 

- MFA in 3D Animation 

● Academy of Art College: graduated May 2003 

- BFA in 3D Animation 

● Kyung-won College: graduated Feb 1998 

- In Visual Communication Design (SungNam-si, Korea) 

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 



Computer Skills

   Maya, Motionbuilder, Photoshop, After Effects, Premiere, Illustrator, Adobe Director, Flash

Reference

   References and Demo Reel Available Upon Request



