MIKE KIM AKA WOOSANG KIM

43E Edsall Ave #A Palisades Park, NJ 07650
213-422-1053(Cell)            

 woosangk@yahoo.com    www.nice3d.com
OBJECTIVE: To further my development as a character animator.
WORK EXPERIENCE 
Gameloft (Oct.2010 – Present) - Character Animator                                                      New York, NY

-Animated character & Cut scenes.

SpaceWorks (Sept.2009 – Sept.2010) -Senior 3D Artist                                                     Carson, CA
-Modeling, Texturing, Lighting and Animating.

Bionic Games (May.2008 –June.2009) -Character Animator                                North Hollywood, CA
           (Spyborgs for Wii 
-Animated character’s fight moves, his/her weapon attacks and acrobat.
-Animated cut scenes.
Papaya Studio (Oct.2006 –Dec.2007) -Senior Character Animator                                       Irvine, CA
            (Castle Prototype(Project canceled)
-Animated character’s fight moves and his weapon attacks.

-Implemented character rigging.

-Worked FMV and storyboards. 
             (Disney Princess for PS2 & Wii 
-Animated character, facial, cloth and hair and cut scenes.
-Implemented character rigging. 

(George of the Jungle for PS2 & Wii
 -Animated character, facial, cloth and hair and cut scenes.
Jailed Games (Oct.2002 -Sept.2006) - Character / FX Animator   

   Santa Monica, CA
 
 ( DMX Prototype for PS2 & PSP 
-Created all of environmental breakable animations and particles.
-Modeling animals, texturing and animation.
 ( Shaolin Street Prototype for PS2

   -Created street fighting style animation and acrobat system.
   -Cut scenes.
 ( God of Pickpockets Prototype for PS2
-Animated main character and rigging.


   -Designed the motion tree for the animations in the game.
 
   -Developed pickpocket animation system with designers.
Elementone Media Group, Inc (Aug.1999 - Sept.2002) -3D Artist                                 Philadelphia, PA
 ( Hubble Space Telescope of NASA Simulation (8min10sec)    
  -Worked modeling, texturing, lighting and editing with sound.   
 ( Asitransact.com Commercial (1min30sec)  
   -Worked special effect, editing with sound.
 ( Meadwood Architecture Simulation (2min30sec)      
  -Worked modeling, texturing, lighting and editing with sound.
(VRML for the Website & Architecture Simulation.                                               
High Vision, Inc (April 1998 – July 1999) - Lead 3D Artist                                                 Seoul, Korea 
( Group “PEARL JAM” music video (Do The Evolution) (11sec intro)


- Worked modeling, texturing, lighting, particles and composition.

( SAMSUNG six sigma project simulation (3min)
- Worked virtual background, particle and logo simulation.  

( SEOUL AGRICULTURAL & MARINE PRODUCTS CORP commercial (3min)

- Worked modeling, texturing, lighting, particles and composition.

( HUNGKUK LIFE building simulation (25min)        
 - Worked modeling, texturing, lighting and camera 
DARC (Sept.1996 – March 1998) -3D Artist                                                                         Seoul, Korea

( KOREA GAS CORP simulation (3min)

- Worked modeling, texturing, lighting and camera 

( REGENT commercial (1min)
             - Worked character animation.

KEY SKILLS:

( Character animation, rigging, modeling, texturing, video editing, fx
( Conceptual drawing
( Excellent problem solving skills and a good eye
( Good understanding programming 

( Acting and martial arts
TOOLS USED:
Maya, Max, Softimage, Photoshop, Illustrator, After Effects, Premiere, Digital Fusion, Sound Forge, Flash, Dreamweaver, Visio
EDUCATION
iAnimate Online School

-Workshop2~ (Present)
Gnomon                                                                                                                        Los Angeles, CA
-Character Setup, Character Animation, Digital set, Gesture Drawing 
American Animation Institute                                                                              North Hollywood, CA
-Figure Drawing & Anatomy, Morphing Life Drawings Into Character Drawings

 ,Traditional Animation1&2
3d Max- RichFX Training (May 2001)                                                                                  Atlanta, GA

-Web3D Technology 

Woosuk University (March 1990 –Feb.1997)                                                                               Korea

-Bachelor of Computer Science & Arts
Vision Art School (Dec.1994 –Nov.1995)                                                                                     Korea

-Computer Graphics 
Red Art institute (May 1988 –Jan.1989)                                                                                       Korea
-Drawing & Design        
REFERENCES

Available upon request
