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Summary


Titles


* Atlantis – Search for the Journal (PC), Disney Interactive


* Atlantis – Trial By Fire (PC), Disney Interactive


* Alcatraz : Prison Escape (PC), Activision


* Ecks vs. Sever (PlayStation2), bam! Entertainment


* Untitled AAA first-person shooter (XBox), Publisher Confidential


* GemMaster 3: Mystic (PC), WildTangent


Platforms


	* PlayStation2


	* XBox


	* PC


Engines


	* LithTech ( Cobalt, 3.1 – 2.2 )


 	* Unreal ( .927 )


	* Renderware ( 3.3 ) 


	* MathEngine Karma ( 1.2 ) 


	* WildTangent WebDriver (3.1)


APIs


	* Microsoft DirectX 8.1 – 7.0


	* OpenGL


	* Bink, Miles, Smacker


	* OpenAL


	* SDL 1.2.4


	* DirectX Shader Language


	* PlayStation2 EE/VU Assembly Language


	* Microsoft MFC


Compilers


	* Microsoft Visual C++ 6.0


	* Metrowerks CodeWarrior 3.0


	* PlayStation2 VCL assembler


Achievements


*	Shipped 2 Disney Interactive’s Atlantis: The Lost Empire LithTech 3D action videogame titles, with a US distribution of over 13,000,000 PC CD-ROMs.


*	Shipped WildTangent’s GemMaster 3:Mystic WebDriver 2D puzzle videogame title.


*	Shipped Activision’s Alcatraz: Prison Escape LithTech 3D stealth / action videogame title.


*	Worked on bam!’s Ecks vs. Sever LithTech 3D action videogame title for PlayStation 2.


*	Created the game, Blocks!, written in C++ using OpenGL in an MFC framework.


*	Member of original Imoria playtesting and development team. Worked on the Linux port of Imoria, a dungeon simulation game written in C, to produce bugfixes and logic enhancements.


�
WildTangent, Inc. – 09/02 to 03/03 


Games Programmer 


Shipped PC title GemMaster 3 in 1/03. 


GemMaster 3, a 2D single-player puzzle game, used WildTangent Web Driver 3.1 and Visual Studio 6.0. As lead programmer for GemMaster 3 project, responsibilities covered all engineering aspects of the game’s production, including: design and implementation of all gameplay, visual effects, menu, HUD, game flow, and art integration. Began work on Isometric Tiling Engine, using 2D tiles placed in 3D space. Engine designed to be generic, supported tiles of any size and any skew. Supported multiple layers, proper Z-ordering, world file definition, tileset definition, and terrain passability.


Zombie, Inc. – 07/00 to 08/02 


Games Programmer 


Shipped PC title Disney Interactive’s Atlantis: The Lost Empire – Search for the Journal in 2/01.


Shipped PC title Disney Interactive’s Atlantis: The Lost Empire – Trial By Fire in 4/01. 


Shipped PC title Activision’s Alcatraz: Prison Escape in 10/01. 


Began work on PS2 title bam!’s Ecks vs. Sever in 12/01. 


Search for the Journal, a 3D single-player / online multiplayer action game prequel tie-in to Atlantis movie, had a US distribution of over 13 million copies, the largest of any videogame title to date. Localizations in 11 languages made the worldwide distribution top 15 million. Distribution points included: 5 million boxes of Kellogg’s Corn Pops cereal, 1 million DVDs of Disney’s The Emperor’s New Groove movie, 1 million at Wal-Mart stores nationwide, Kodak film processing, Disney theme parks and stores, DI’s booth at E3 2001, and several other venues. Trial By Fire, the retail version of the game, had an initial sell-in of 350,000 copies. Both DI projects were 3D first-person shooter titles written using the LithTech 2.2 3D game engine and Microsoft Visual C++ 6.0. Alcatraz, a 3D single-player / online multiplayer action / stealth game, used LithTech 2.3 and VC++ 6.0. Responsibilities for all 3 titles included: server- and client-side visual effects (particle systems, canvases, polylines, dynamic lights, decals), game mechanics for all weapons, in-engine camera cutscenes, Capture The Flag (CTF) and other multiplayer game types, save game and load game functions, “Easter eggs” and cheats for testing purposes. Helped to implement the file I/O system for reading in game data files. Created client-side effects and server-side handlers for several gameplay elements, including fireflies and snowballs. Responsible for attachments to the character model, such as weapons, drivers, and flag objects. Aided in the redesign of artificial intelligence (AI) code for Atlantis Expansion Pack. Designed and implemented AIEvaluator, the Command & Control center for “sense”-based multiplayer bot AI in the Atlantis Expansion Pack. Ecks vs. Sever, a 3D single-player / console 2-4 player action game, used LithTech Cobalt engine for Sony PlayStation 2. Converted LithTech matrix and quaternion routines from EE C++ to VU macro assembly language for performance purposes. Other responsibilities included: first-person heads-up display (HUD), multiplayer gametypes, special effects, weapon mechanics and effects, game object messaging, artist liaison. 


Programmer Consultant – 02/00 to Present 


Freelance Programmer Analyst 


Created the 2D game, Blocks!, using OpenGL in a C++/MFC dialog-based framework. Wrote C++ class, loosely based on CSplashWnd, to create a framework for a realtime animated 3D splash screen. Created 3D models using 3D Studio MAX R3.1, Rhino, and Anim8or. Wrote vtx2c, a file-format conversion program, to assist in porting models directly into C++ source code. Created Blocks! logo screen using layers and transparency in Paint Shop Pro 5. Used a multi-threaded development approach; one for game loop, another for Windows display, for flexibility and timing purposes. Self-taught developer, learned OpenGL API in two months, and gained familiarity with both mesh-based and NURBS modeling methods.Currently learning PS2 VU/GS assembly language for rendering and FPU support of 3D roguelike RPG to run under PS2 Linux.


SAFECO Insurance – 6/99 to 7/00 


Programmer Analyst 


Led development of repository and validation components released with Merlin 1.0 in 1/00. Merlin electronic document management system for Windows NT/9x, is used by Life company to scan, index paper documents into electronic form, for storage, query, retrieval in SAFECO’s “paperless office” effort. Team of eight programmer/analysts brought Merlin from business requirements through specification, design, and prototype to production system in five months, on-time and under budget. Full development lifecycle included requirements analysis, use case scenarios, functional and design specifications, prototype and production release. Wrote prototype repository DLL in Visual C++ 6.0 and COM/ATL. Designed production component in Visual Basic 6.0 and MTS. Provided seamless, vendor-neutral access to storage including FileNet Panagon and NTFS. Modified Input Accel’s Index Validation DLL in C to allow validation of keys input by end-user. Also wrote C++ “glue” DLL to middle-tier VB/COM DLL in this effort.


Power Center Software, LLC - 9/98 to 4/99 


Lead Windows Developer


Senior Software Engineer 


Released simon, publicly available freeware system monitoring application for Windows 95/98 and Windows NT, in 1/99. simon is available to the public from http://www.winfiles.com/ and other shareware sites. Responsible for all aspects of simon's development, from concept and design through coding, quality assurance, and packaging for release. simon was written using Microsoft Visual C++ and MFC. In its first two months, simon had over 2,300 downloads from all over the world, with no bugs reported. Responsible for the concept, design, and coding of the Win32 version of Power Center Mission Control Station (MCS), the GUI front end to Power Center, a suite of applications that provide integrated enterprise-wide system and network management. 


�
Accessone, LLC - 3/97 to 9/98


AT&T Wireless Services, Inc. - 4/95 to 3/97


Computer Resources International, Inc. - 10/94 to 4/95


Statistical Sciences, a division of MathSoft, Inc. - 1/93 to 9/94


Lead System Administrator


Senior System Administrator


System Administrator


Promoted to Lead System Administrator in 8/97. Led system administration team that maintained 24/7 production network of Solaris SPARC/x86 workstations and Network Appliance 330 NFS server to support 12,000 dialup customers, 3,000 internet domains, and 50 colocated customer workstations in homogeneous network. Maintained 24/7 production network of Solaris SPARC 2000E servers, for hot standby and high availability. Supported Remedy ARS 2.x, OSI NetExpert 3.3, MCS II, OpenVision High Availability products. Maintained servers and clients via automounted netgroups. Coded modifications to sendmail 8.8.5 to block “spam”. Produced utilities in Perl including WWW-basd user account creation, DNS administration, NDBM database for administration inventory, query tool for billing department database. Responsible for all levels of system administration, including internet and private WAN connection, router support, NIS+, DNS, POP3, IMAP, Apache, SSL server and client, scripts, backups, email and netnews handling, login environments, process control, hardware/software purchasing, and other tasks.


Logicon, Inc. - 4/87 to 3/91


Programmer Consultant


Aided in the design, development, and test of LMDS 2.0 using SunOS 4.0.3 and VAX/VMS 5.2. Also aided design of a demonstration version of LMDS under OpenLook standard. Participated in the design, coding in C of interprocess communication (IPC) routines porting LMDS 2.0 to VMS 5.1. Developed and documented dBase III+ database applications. Performed configuration management and quality assurance tasks supporting the LMDS 2.0 product.


Programmer Consultant - 1/87 to 1/93


Completed freelance projects in C, C++, Fortran, Pascal, Intel 8086 and Motorola 68000 Assembly Languages on Windows 95 and various UNIX platforms.


Computers in Paradise - 9/85 to 6/86


Programmer / Training Assistant


Programmed in BASIC, C, and Unix shell scripting languages on an Altos 4068, NEC APC, and Data General/One for telecommunications and training applications.


