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Deep Generalist Game & Engine Programmer: Currently Graphics Focused
A deep generalist game and engine programmer with over 15 years professional experience shipping PC and console games.  20+ year hobbyist, who started in the days of mode 13h.  Continually learning and growing, writing up findings and discoveries on my blog to help others learn and grow. Includes original research.  Deeper focus on graphics for the last few years.
Areas of Expertise:

	· Rasterized and non raster graphics

· Curves/surfaces, distance fields, ray tracing, ray marching, path tracing

· Audio programming

· Skeletal animation programming
	· Robust, low maintenance, high performance, error proof code solutions

· Game physics

· Deterministic simulations

· Obscure& Arcane algorithms (esp. crypto)

	· General game/engine programming and perf
	· PC and Console Game Development


Technical Proficiencies 

	Platforms:
	Windows, 360, Wii, PS3, DS, some linux/unix, unity, unreal

	Tools:
	Renderdoc, Nsight, shadertoy (Demofox)

	Languages:
	C/C++, lua, C#, glsl, hlsl, cpu and gpu asm (read > write)


Professional Highlights 
Senior Software Engineer Graphics, Blizzard, Irvine, California
2012 – Present
Technologies: C++, hlsl, dx9/dx11, renderdoc

I was hired onto the starcraft 2 game system team which was responsible for all game and engine work that wasn’t graphics.  An engine team formed which I went to. My responsibilities on the game systems then engine team included gameplay features and bugs, streaming, asset loading, performance analysis, audio programming and lots of other things.  I was the only one on the engine team able to perform all roles required of engine team responsibilities.  Later the engine team broken up and engine folks went back to game systems while graphics folks went to the graphics team.  I asked and was allowed to go to the graphics team.  I believe this was due to my personal time being used for much graphics work and research.  On the graphics team I’ve done things like software trilinear texture interpolation for the mouse cursor, dealt with device lost / creation / full screen types of problems in dx9 and dx11.  I’ve also had to debug shader problems – such as static branches not getting set to correct values, but also have found and reported multiple shader compiler bugs to Microsoft and worked around them. Currently helping a new shader system come online, while waiting on some data re-org that will allow my work on asset dependency knowledge to ship.
Wrote and went through publishing process for original research paper (available on blog)
GPU Texture Sampler Bezier Curve Evaluation
Many engineering presentations at blizzard both for team 1, as well as for Blizzard as a whole.  These topics include:  Bezier curves and surfaces, using macro lists for D.R.Y. principle, how to do audio synthesis for music, how to write and publish a research paper as a professional (not an academic), storageless shuffle (FPE).
Engineering summit talk on developing Heroes using SC2 engine in February 2017.
Senior Software Engineer, Z2Live, Seattle, Washington
2012 – 2012
Technologies: C++, objective C, java, iOS
Tried my hand at mobile game dev, as many friends from pc/console game development went to this company.  Not a fan of mobile game dev unfortunately.  Left after 5 months, after getting an offer from Blizzard SC2 team.
Senior Software Engineer, Fuelcell Games, Seattle, Washington
2011 – 2012
Technologies: C++, 360, PC, GFWL, DirectX, Lua

General game, engine and tools programming on PC and consoles. Left when game shipped and no new projects came up, so no funding / paychecks. “Insanely Twisted Shadow Planet”
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.

· Animation programmer.  Fixed bugs, revived broken features, implemented new features.

· Did client side work for web integration between the game and a backend web service for community and dynamic features on consoles.

· General game, engine and tools programming.

This is Vegas – Unreal engine based open world game.

· Animation programmer using the Midway animation system 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.

Shipped “LineRider” on wii, pc, ds.  Ported early PC code to Wii and was acting lead for PC/Wii skus.  Also wrote client and server code for game integration to web services for community features and game/website integration.  Worked with production and management for scheduling and organization.  Ensured Wii version was lotcheck compliant, worked with publisher to meet their requirements as well.

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

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

Web based software for public web store and retail partners intranet.
Head Developer, Current Solutions, San Clemente, California
2001 – 2006

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

Sole engineer in a company making web based software for school district management.

