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Game Experience
Eagle-Eye IED Detection Trainer DTS, Total Immerision Software
August 2010 – March 2011
Software Engineer

· Built a LUA scripting tool so designers could script using exposed functionality from the engine

· Provided general engineering support in the RealWorld simulation engine and RealWorld Builder
Hell’s Belle, Unreal Development Kit project
December 2009 – May 2010
Sole Programmer, 13 person team
· Implemented 3D side scrolling game play and control in the Unreal Engine

· Implemented skills game mechanics and player abilities including a short range teleport that allows the player to pass through certain objects
· Developed custom AI for enemies using Unreal’s state system, including patrolling and chasing
· Wrote technical design document
Fight for the Fiendish Phlogisticator, Unreal Tournament 3 project
August 2009 – October 2009

Sole Programmer, six person team
· Created four all new weapons including a weapon that allowed players to pass the flag
· Implemented a custom game HUD

· Wrote code to replicate game state across a network for online play in the Unreal Engine
· Wrote technical design document

Bathyscaphe, 2D project
March 2009 – May 2009

Sole Programmer, four person team
· Created a 2D game engine and supporting sprite animation and movement along with tile based levels and parallax scrolling
· Implemented physics system with force based acceleration and box collision detection

· Integrated FMOD for audio and the XBOX 360 controller for input

· Implemented a tutorial level from scratch replicating a Torque 2D game in custom engine

· Implemented custom game mechanics in Torque 2D version for the level designers
Game Technology Experience

3D Rendering Engine
March 2009 – December 2009
· API agnostic engine can interface with both DirectX 9 and OpenGL to produce the same output
· Supports HLSL and GL assembly language shaders, and implemented per pixel lighting, bump mapping, and parallax mapping

· Math library is unit tested and supports vectors and matrices, as well as fixed point operations
· Supports loading 3DS models and a custom streamed file format that can be optimally loaded with a single read with minimal fix-up, as well as calculate minimal bounding spheres
· Implemented a Quake BSP map loader and renderer supporting textures and lightmaps as well as occlusion and frustum culling and ray casting
· Created a patch-based terrain renderer with LOD based on intrinsic detail and distance, supports patch-stitching to cover holes, normal map generation, and quad-tree based frustum culling

· Built a custom memory manager to manage allocations and provide detailed debugging information
Hierarchical A* Path Finding
August 2009 – October 2009
· Implemented a hierarchical A* algorithm that pre-processes the path nodes to determine clusters for faster pathfinding at runtime
Game Technology Experience
Custom Scripting Language
August 2009 – September 2009
· Wrote grammar for a scripting language similar to C with weakly typed variables, including conditional statements, loops, function calls and recursion

· Created lexical analyzer to generate tokens, a parser to build a tree from the tokens, and a compiler to generate bytecode based on the tree

· Implemented a stack-based virtual machine to interpret and operate on the bytecode 

· Integrated script with the engine and can call registered functions native to the C++ code

Concurrent RTS Simulation
October 2009 – December 2009
· Implemented a lockless FIFO  linked list to manage a single producer multiple consumer multithreaded queue

· Handles hundreds of units each controlled by their own individual thread
Object Voxelisation and Destruction
December 2009 – May 2010
· Implemented a voxelisation algorithm using marching cubes to subdivide a given mesh
· Created a method to allow the user to break off pieces of the mesh by applying a fracture force
Education

The Guildhall at Southern Methodist University (SMU)
May 2010
· Master’s Degree in Interactive Technology in Digital Game Development

             GPA: 3.7
· Specialization in Software Development

University of Miami
May 2007
· Bachelor of Science in Electrical Engineering 




             GPA: 3.8
· Specialization in Audio Engineering

Work/Related Experience

Total Immersion Software, Austin, Texas
August 2010 - Present
· Provided software engineering for tools, scripting, gameplay, and UI
Naval Air Systems Command (NAVAIR), Electronics Engineer
July 2007 – December 2008
· Provided avionics support engineering for US Marine aircraft
Skills

Languages: C/C++, C#, UnrealScript, Intel assembly, HTML, XML, Lua, ActionScript
APIs: Win32, DirectX 9, OpenGL, HLSL, GL assembly, FMOD, DevIL, TCP/IP, UDP, WinSock
Programs: Microsoft Visual Studio 2008, Microsoft Office 2007 (Word, Excel, Project, PowerPoint, Visio), Unreal Engine 3, Unreal Editor, Adobe Photoshop, Adobe Flash, 3D Studio Max, SVN (Subversion), ProTools, Matlab 
Knowledge: Object oriented programming, linear algebra, calculus, quaternions, rigid body physics, cloth simulation, numerical integration, particle systems, collisions, lighting, BSP, shaders, scene graphs, LOD, multithreading, path finding, debugging
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