Jonathan Mangagil

character animator
Experience
Aug. 06 - Present Animator Quincy, MA

Jun. 05 - May 06

Feb. 05 - Mar. 05

Jun. 04 - Sept. 04

Training

Software

Education

Irrational Games - Bioshock
Animate creatures for the underwater world of Rapture
Key frame scripted events to support and advance the story
Reference and adjust motion capture data to fit the style of the game

Animator San Rafael, CA
Stormfront Studios - Eragon
Key frame believable performances of biped, and quadruped creatures
for cinematics and in-game animation
Study and animate physical motions of flying creatures
Meet production deadlines and weekly goals

Animation Apprentice Los Angeles, CA
Rhythm and Hues Studios - The Chronicles of Narnia
Completed 4-week course learning proprietary 3D software package
and working on a production shot
e Shot consisted of two photo realistic characters; one biped and
one quadruped to be completed through clean up
e Worked in production environment which included daily
interaction with Animation Supervisors, Animation Mentors and
interaction with Animation Director
e Attended animation lectures with R&H Animation Directors, Bill
Kroyer and Richie Baneham

3D Artist Internship San Leandro, CA
Xzault Media Group

Animate high-poly and low-poly human characters

Create blend shapes and deformers to simulate wind on cloth

Setup fluids to interact with hard surface models

Rhythm and Hues Animation Apprentice Program
Animation Supervisors, John Goodman and Lyndon Barrios
Pixar 1 Character Animation, principles and theories
Animation Mentors, Stephen Gregory and Billy Merritt
Pixar 2 Character Animation, acting through pantomime and dialog
Animation Mentors, Andrew Gordon and Mike Venturini

Maya Photoshop Windows

3d Studio Max After Effects Mac

Flash Premiere Unix

Academy of Art University San Francisco, CA

May 2004, BFA in Computer Arts, 3D Character Animation

Training in Taekwondo
Member of the Fellowship Bowling League



