John S. Syracopoulos







580 rue Jubinville

Laval, QC H7G 3E9

Canada

514-690-2313 cell-phone number

450-933-6747 home phone number

johnsyracopoulos@videotron.ca
www.facesandfacets.com online demo reel

Organized problem solver who produces well within small or large groups, is seeking opportunities as an particle visual effects artist for next generation games.
10 years professional experience in new media and design

2 years experience in still photography and professional videography 

9 years professional experience in 3 dimensional computer modeling, animation, and rendering

5.5 years professional experience in the entertainment industry (film, television, games)

2.5 years professional experience in the video game industry

Education

-Centre’ N.A.D National Animation and Design Center, Montreal, QC, EyeOn Software Digital Fusion 5 workshop

        -Vancouver Film School graduate with a diploma in 3d animation and visual effects for film and television

        -Alias Maya Transitions Certificate and Alias Maya Foundations Certificate

        -University of Akron (3 yrs), studied Fine Art with a focus on graphic design and drawing

        -PEC, Little Rock, Arkansas N.S.A C2 certification for network security

        -Certified M.O.S Qualification for United States Department of Defense Information Systems Analyst (74 Bravo)

        -Microsoft Training Center.  Certificate in Administering Windows NT and Networking Essentials

        -Walsh Jesuit High School graduate.

Experience

Artificial Mind and Movement Montreal, QC.

Particle visual effects artist for wii, pc, and psp platform games.

-Visual FX artist:


Undisclosed project for Electronic Arts (wii)

-Visual FX artist:


My Sims Sky Heroes for Electronic Arts (ps3, xbox 360, and wii)

-Visual FX lead:


Dantes Inferno for Electronic Arts (psp)

-Visual FX artist:


Indiana Jones and the Staff of Kings for Lucas Arts (wii)


04/2008-09/2010

Hypgnosis FX Montreal, QC.

A senior visual effects artist for episodic television series, feature film, and international motion picture productions.

-I worked on several international films and a french television show for children titled PodCats

-I was assigned the role of visual effects supervisor for a series of visual effects shots filmed in Malta for a Russian production company. In Malta I worked with the director, producer, general producer, DOP, pyro effects team, and first AD in acquiring the proper shots and shot/camera information needed to seemlessly integrate HypgnosisFX CGI material into the live action background plates.

-I assisted in the coordination and dissemination of visual effects tasks/assignments to the effects and animation team.

-I was the lighting TD, and output specialist.

-Other duties included modeling, texturing, lighter, shot assembly, animation, pass management, rendering, and pre-comp

05/2007-02/2008
Big Bang Digital Studios Montreal, QC.

Computer animation and Visual Effects Artist: 

I was an all-rounder for the Emmy nominated (for day time childrens programming) BigFoot presents Meteor and the Mighty Monster Trucks, animated series (53 episodes), Midrash Tales Animated direct to DVD, Dog Fight WWII documentary for PBS, Discovery Channels Mayday 4 episode, and Bombardier Inc.

Duties included modeling, lighting, shading, texturing, animating, rendering, and pre-compositing of several assets throughout all Big Bang Digital Studio Productions I was assigned to.

-I developed optimized multi-resolution versions of several 3d assets used in the series.

-I was a 3d modeler and full texture artist

-I developed environments, props, and character textures 

-I assisted in asset quality assurance, and was a render wrangler

-VFX artist, Lighting TD (Mayday) and all-around problem solver for the completion of shots as directed by my FX

  supervisor.

03/2005-05/2007
Virtual Horizons Inc.

3d animator and technical artist

Duties include:

-I was involved in the pre-production: review of scripts, development of storyboards, and research.

-For production: I was involved in the development of 3-dimensional and 2-dimensional visualization projects.

-Performed post-production: edit sessions, compositing, and CD/DVD authoring.

-Quality assurance and compatibility tester of finale outputs (interactive CD, DVD, and SVHS media).

-I was the graphic software/hardware tester.

-I was the graphic software/hardware research and consultant for art department purchases.

- I was the render farm manager (managing a 6 node render farm with Backburner for 3DS Max)

-I was the video and CGI technical director.

-And I was an assistant multimedia graphic artist.

06/2004-03/2005
Alltel Publishing

Contract position through Mentor 4, a temporary work agency in Cleveland, Ohio.

In a print production environment, I was responsible for creating advertisements for several Alltel phonebooks nationwide.  I would assist a larger team effort by producing 17-24 different advertisements daily, using a variety of industry standard desktop publishing software within a custom pipeline.  I would carefully follow production standards to assure proper color separation and page sizing for seamless integration into the finale printed output.  I was also responsible for proof reading all of my own work to assist the proof specialist in his or her job. I left the job for a better career opportunity.

04/2004-06/2004
Vancouver Film School Student Project

I was responsible for developing a series of visual effects shots for my final student reel.  My duties for the project were to:

-I consolidated research materials, photographs, and reference needed to accomplish the reel

-I developed prototypes, concept drawings, orthographic drawings, 2d/3d animatic’s, design bible, and storyboards

-I shot background plates on location for the integration of C.G.I elements with live action backgrounds

-I presented multiple different stages of my production to my modeling, animation, and visual effect supervisor’s

-I modeled, textured, rigged, shade, camera matched, cleaned, and tested my C.G.I elements for each shot

-I managed my final renders

-I composed and edited my final shots 

03/2003-03/2004
University of Akron, Design and Development Services Student Assistantship

        I operated the distance learning “head end” where I would record, encode,

        and stream a live broadcast of the campaign management class

        simultaneously to three other major educational facilities

        (Ohio State University, Kent State University, and Central Hower

        High School) throughout Ohio.  I was also responsible

        for converting,  and posting the class footage onto the internet

        for student access. I was a Media 100 assistant editor, graphic artist, 3d modeler, 

        and flash animator for inter-departmental projects throughout the University

        including architectural visualization for capital planning.

                09/2001-01/2003

Engineered Plastics Corporation

        Two-month project as a freelance graphic artist for the production of

        EPC’s visual sales collateral and website.
Sanctuary Software Multimedia Studios

        I was a 3-dimensional modeler, and production artist for several multimedia

        projects.  I worked with the creative director on CD-Rom based content,

        print advertising material, interactive educational tools, trade show booth displays, 

        and web based solutions. Also acted as a company representative for several trade

        shows throughout N.E. Ohio including, Cose, Great Lakes Industrial,

        and the KnowShow.

                09/2000-06/2001

Work Eligibility

        Citizen of U.S.A (eligible for employment in the U.S.)

Canadian Resident (eligible for employment in Canada)

Software

        2d:  Photoshop, Illustrator, Quark Express, Flash, Director, and Painter

        3d: Autodesk Maya, Autodesk Softimage XSI, Autodesk 3d Studio Max, and Zbrush

        Compositing: Adobe After Effects, Autodesk Combustion, and Autodesk Toxik/Composite.

        Tracking: Autodesk Matchmover, Boujou, and SynthEyes.

        Asset Management: PerForce, GDI Explorer, Microsoft Visual Source Safe

        Engines: Proprietary, Edge of Reality, and Unity3d

