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	Objective
	Put simply, I want to work with cool people making fun games.  In five years I’d like to be doing the same thing.

	Special Skills
	· Cross platform design and implementation

· Real-time networking

· Manipulation of images

· GUI implementation

· Learned on a variety of platforms and languages

· Languages: C/C++, x86 ASM, Pascal, Clipper/Foxpro/dBase, Basic, Databus

· Operating systems: Win 9x/Win 3.1, MS-DOS/Protected mode, Lantastic, Novell

· Tools: SourceSafe, Lotus Notes, MFC, Smartheap, Bounds Checker, Microsoft FrontPage

	Products Released

	· R/C Simulator

· Fighter Squadron: Screamin’ Demons over Europe

· Qin: Tomb of the Middle Kingdom

· Robot Club: Secret of the Ooze

· Bartlett’s Familiar Quotations

· Picture Publisher

· T-Base

· Chromatools



	Professional Experience

07/2002 – Present
	Course Consultant
 Art Institute Online
· Reviewed, critiqued, and edited online course syllabus. Courses are intended for game artists and game designers, and they needed input from a programmer’s point of view.  Also providing input based on experience in pitching game ideas to publishers.

	11/00- 01/01
	Programmer
Inertia Games
· Hired to work on R/C Simulator, a flight simulator to teach people to fly remote control airplanes.

· Integrated Fox, a cross-platform GUI library.  Included text file front-end to facilitate changes by artists late in the project.

· Responsible for game AI.  Designed and implemented in-game training sessions and event rules monitoring.

· Implemented DirectX and proprietary joystick calibration system.

· Continued support of SDOE.
· Operating systems: Win 9x

	02/99 – 11/99


	Programmer
Digital Chicken
· Began work on utility libraries for a product which will use a first person shooter engine.

· Network administrator.  Installed Linux firewall.

	09/98 – 12/98
	Programmer
Parsoft Interactive
· Hired as contractor to help with Fighter Squadron: Screamin' Demons Over Europe

· Implemented force feedback

· Integrated Activision's ActiveNet library.  Implementation of interface layer between the sim and ActiveNet.

· Design and implementation of user interface for the multi-player marshalling area using MFC-derived system written by another programmer.
· Operating systems: Win 9x


	05/97 - 02/98
	Programmer
 Micrografx, Inc.
· Member of the Picture Publisher team 

· Implemented fixed-point math class to save overhead in converting between integer and floating point. Improved performance of rotation by 100%. 

· Implemented animated GIF support. 

· Operating systems: Win 9x

	07/95 – 05/97
	Programmer
Learn Technologies, Interactive, Inc.
· Design and development of game development system for graphic adventure games and 2D arcade/sim products.  Development system provides the game designer with a stable platform to rapidly develop a series of games without requiring constant engineering attention.

· Qin: Tomb of the Ancient Kingdom released using the above system.

· Mission Ooze Control developed using the above system. 

· Design and development of Bartlett's Familiar Quotations, a multimedia reference product.

· Languages: C++, MFC
· Operating systems: Win 9x

	03/94 – 06/95


	Programmer
Dallas Multimedia
· Brought on as consultant to assist in finishing European port for their first game.

· Retained to design graphic adventure game development system.

· As a background project, began design and development of an arcade game.  Arcade game is in early prototype/proof of concept form.

· Developed prototype game based on 4th grade children's book.

· Languages: C/C++, Macromedia Director

· Operating systems: MS-DOS, Win 3.1

	07/89 – 02/94
	Programmer
Videotex Systems, Inc.
· Design, development, maintenance, technical support, and answered pre-sales questions for programmer's library and image manipulation utilities.

· Image display library compiled under multiple compilers, linked directly with several programming languages under a variety of DOS environments, and supported a wide range of display adapters, printers and scanners.

· Began work on porting library to Windows 3.0 and Visual Basic 2.0.

· Utilities include image conversion and image capture programs.

· Implemented multi-programmer revision control system.

· Gained experience with various image capture boards, scanners, printers, video editing

	09/83 – 06/89
	Programmer
Previous experience
· ‘83-‘89—Retail Technologies—Accounting, inventory control, daily updates to central office, tech support, DOS-CP/M cross-platform.

· ‘89—Amerinet Communications—Support for billing database sold to voice messaging services.

· ’83 —Electronic Data Entry Systems—Development of dBase-style language for early hand-held devices, such as those used by stock clerks.

	Education
	Completed two and a half years at the University of TX in Austin, and North Texas University majoring in Computer Science with electives in English.



	References
	Available upon request.
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