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Game Programmer

Technically astute and creative game development engineer with extensive experience in game programming, web development technologies and business oriented software development. Influential knowledge/use of complex coding, algorithms, interfacing, scripting, graphic manipulation, and animation. Innovative with ability to create tools, features, and engine components as needed. Highly organized. Strong math skills and analytical with keen attention to detail. Demonstrates best practice documentation to support implementations, troubleshooting, and analysis. Independent thinker and solid team player.

Areas of Expertise:

	· Skeletal Animation Programming
	· Game and online services integration for web stats and leader boards.  Push and pull content to web services in real time.

	· Encryption and security
	· PC and Console Game Development


Technical Proficiencies 

	Platforms:
	Windows, LINUX, BSD, Wii, PC, DS, 360, PS3

	Tools:
	OpenGL, DirectX, FMOD, SDL, MySQL, Wii / DS / 360 and PS3 devkits, General Security, zlib, libcurl, Byteshield, Miles, Subversion, Perforce, wxWidgets, Agora, Gamespy Atlas and Sake, PortAudio

	Languages:
	C/C++, SQL, PHP, Python, AJAX, Assembly, Java,C#, asp.net, Witango, Lua, Kismet


Professional Highlights 

Senior Software Engineer, Fuelcell Games, Seattle, Washington
2011 – Present

Technologies: C++, 360, PC, GFWL, DirectX, Lua

General game, engine and tools programming on PC and consoles.

Engineer, Midway and WB Games, Seattle, Washington
2008 – 2011

Technologies: C++, PS3, 360, PC, libcurl, XLSP, Skeletal Animation, Web service integration.

I originally was working on the next gen AAA title “This is Vegas” under Surreal Software, Midway as part of the simulation team. WB bought our studio when Midway went bankrupt and WB transferred me to Monolith to help work on Gotham City Imposters.

Gotham City Imposters – Lith Tech engine based multiplayer first person shooter.

· Ownership of animation system.  Fixed bugs, revived broken features, implemented new features.

· Ownership of web integration with the game.  Worked with other teams within WB and outside companies to coordinate web integration efforts.  Drew on previous experience to coordinate tasks, utilize best practices and call out security concerns.  Designed features and data schemas based on the needs of the game design group, the web development group and the business intelligence group.  Implemented said features client and game side, making sure they worked A-Z for all involved and that all parties knew how to use their relevant features.

· General game, engine and tools programming.

This is Vegas – Unreal engine based open world game.

· Ownership over the Midway animation system on our team, which expanded the generic unreal animation system into an FSM based system with other various features.  Maintained code base, debugged problems and worked with animators and designers to increase functionality.  Pulled and pushed features to Midway Chicago to maintain shared code base.

· Worked on other simulation oriented systems, such as traffic/citizen spawning and basic AI tasks.

Acting Lead Engineer, inXile Entertainment, Newport Beach, California
2007 – 2008

Technologies: C++, Wii, DS, PC, libcurl, PHP, MySQL, Web service integration.

General Game Engineering on the Wii, DS and PC as well as client and server side development of web integrated games.  Worked with outside companies and other departments to integrate multiple parts of a finished product.  Planning and organization to meet deadlines.  Contributed to both technical and creative design.


LineRider – Custom engine game oriented on user generated content and content sharing.

· Acting lead of PC and Wii skus, ported the code from PC to Wii and did development on both platforms.

· Wrote content sharing server and integrated it with client code as well as the linerider.com website.

· Implemented major features, engine level components and optimizations.

· Planned and implemented processes and to conform to rules set by Nintendo lotcheck and the publisher.

· Spear headed Wii development for the company.

· Worked on the PC specific feature of recording lagless video in real time.

· Integrated PC SKU with the youtube API to allow players to directly upload videos they created in game.

· Helped the DS lead port and maintain DS codebase.

· Worked with internal developers and outside contractors to integrate other versions of line rider track sharing server including Silverlight, Flash and iPhone versions of the game.

Defendin Da Penguin Wii and DS – Custom engine tower defense game.

· Worked with others at the company to help design a kid friendly tower defense game.

Senior Systems Analyst, DC Shoes (Quicksilver), Vista, California
2006 – 2007

Technologies: C++, C#, asp.net, MS SQL, Team Foundation Server.

Utilize cutting edge technologies to enhance and increase efficiency of internal and external systems.  Worked on the web store and their intranet applications.  Implemented handmade Ajax and DHTML solutions on top of C# asp.net to improve applications and infrastructure for customers and retail partners.  Integrated the online store with Cybersource advanced decision manager to reduce loss due to fraud.

Head Developer, Current Solutions, San Clemente, California
2001 – 2006

Technologies: C++, Witango, R:Base, PHP, MySQL.

Provide 24/7 Web-based access for school district management, allowing document retrieval, storage, and organization on a system-wide basis. Dictate software updates, debugging, troubleshooting, and development, relaying critical information to administration and sales teams. Serve as resource to end-users, providing training, answering questions, and developing solutions to problems. Maintain excellent records of methodologies used and steps taken in correcting issues and updating programs.  Helped plan new features and product offerings.


