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Technical Skills
C, C++, and C#

· Experience programming in C and C++ for 3 years and C# for 1 year.
· Strengths in implementing numerous data patterns for searching, sorting, and organizing data quickly and efficiently.

· Knowledgeable with programming in Win32 and MFC as well as in using the Standard Template Library to increase productivity.
· Proficient in DirectX and OpenGL with which I developed many small 3D games and applications from scratch.

· Skills in TCP/IP networking with WinSock advanced through building games and programs to operate under specific network protocols.

Artificial Intelligence
· Strong abilities in programming smart artificial intelligence for expert systems or to mimic human behavior.
· Comprehensive knowledge of fuzzy logic and its application towards creating entities capable of intelligent and complex decisions.
· Implemented A* path finding and Dijkstra shortest path algorithm.
· Knowledge of steering behaviors and how to create military formations and realistic flocking patterns like those found in nature.
· Understanding of the evolutionary techniques of genetic algorithms and neural networks and their application towards video games.
Other Programming Languages
· Excellent skills with many aspects of UnrealScript and with the Unreal Tournament 2004 engine, UnrealEd, and the Karma Authoring Tool.
· Highly capable with ActionScript and working within Macromedia Flash.

· Knowledge and practice developing for the licensed Torque Game Engine along with Torque Script and its tool set.
· Built a game installer with the Nullsoft Scriptable Install System.

· Familiar with HTML, Java, Visual Basic, MEL script, and Managed C++.
Education

The Art Institute of Vancouver - Burnaby

Studied all facets of video game programming and took a keen interest in artificial intelligence for games and game play implementation.  As well as programming I took classes on other aspects of video game development including 3D modeling, game history, game design, and audio recording.
Okanagan University College
Attended several skill building courses on the topics of object oriented programming, Java programming, and C++ programming.
Okanagan Mission Secondary School
Graduated after attending for 3 years where I excelled in computer science, computer assisted drafting, and business computer skills. 
Professional Experience 
Fall 2005 – Present
Locksmithing / Engraving / Customer Service
Trident Key Mart




Burnaby, British Columbia
Re-keyed locks, cut keys, and engraved items using both a manual engraver and a computer numerically controlled (CNC) engraving machine.  Created custom engraving images and assisted customers with engraving layouts and styles.  Responsible for opening, operating, and closing the store and cashing out for the day.
Fall 2004 – Present

Programming
Waking Games




Burnaby, British Columbia
Worked with the Torque Game Engine and with Torque Script on an independent game title.  Programmed while working directly with an artist or designer to achieve their desired result.  Designed an artificial intelligence to fill the role of a realistic human player.  Provided game play design ideas and solutions to complex technical problems.
Spring 2005 – Fall 2005
Programming
The Art Institute of Vancouver - Burnaby

Burnaby, British Columbia

Produced an original Unreal Tournament 2004 mod in a professional environment.  Worked with a team of student programmers, artists, and designers.  Managed milestones and weekly meetings to complete a survival horror zombie game in a development period of 9 months.
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