JOHNNY P. VAN ZELM

Game industry Fx Artist

16725 NE 5TH PLACE • BELLEVUE • WA  98008
Cell: (425) 449-1174 • E-Mail: grutch@gmail.com
Professional Experience                                                                    

Sony Online Entertainment, Nov 2008 – Present
Senior FX Artist, The Agency

Current responsibilities include creation and implementation of particle effects and shaders ranging from environmental ambience, explosives, destructible, weather and natural phenomena, character skills, buffs, hit impacts and Post Process treatments.  

Help concept effects and formulate ideas for character upgrades and user interface.
Manage and mentor entry level FX artists to assist in content pipeline. 
High Moon Studios, Mar 2007 – November 2008
FX Artist, Transformers War for Cybertron, The Bourne Conspiracy

Responsibilities included the creation, optimization & implementation of in-game particle effects and shaders using the Unreal 3D Engine for: weapons, explosions, destruction, weather events and natural phenomena.  Created conceptual art and designed weapon effects, vehicle propulsion effects, shields, hit impacts, random electricity, buff and de-buff effects.  
Treyarch, July 2000 – March 2007
FX Artist,  James Bond Quantum of Solace, Call of Duty 3, Ultimate Spiderman

2D/3D Artist,  Spiderman2, NHL2k3, NHL2K2, Triple Play Baseball

Responsible for the creation, optimization & implementation of in-game particle effects using proprietary software.  Animated destruction event scenes using both keyframe and physics based simulations. Created character, insect and wildlife animation,  conceptual art and design for weapon and power effects, decals and shaders for hit impacts and scenic destruction.   Wrote scripts to manage destruction events and optimize texture and effects usage. Modeled and textured props, weapons, environment architecture, skydome and natural terrain assets.  
Skills / Technical Background

· Development Software: Unreal Editor, 3DS Max, Maya, Photoshop, ZBrush, Illustrator, FormZ, RealFlow, Fume FX, Fork Particle
· Scripting Language:  Python, Maxscript
Education

· Animaction Studios, 1996-1997, 2D/3D Animation
· Local 839 Animator’s Union Burbank California, 2D Traditional Animation
