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SUMMARY 

M.S. graduate with a passion for graphics technology, and not afraid to lead, seeking opportunities relevant to my 
Computer Graphics / game development interest. 

 

COMPUTER SKILLS 

Languages:  C/C++/C#, Java, HTML, JavaScript, PHP, Unreal Script, Perl, Python, SPARC Assembly 

Multimedia:  Macromedia Studio MX 2004, Adobe Photoshop CS3, 3D Studio Max 2009, Maya 2008 

APIs: XNA, Direct3D, OpenGL, OGRE 3D, FMOD, ASP.NET, QT, Win32, MFC 

 

WORK EXPERIENCE 

Microsoft ς Software Design Engineer in Test (SDET)  May 2007 - Present 
Á Working on the Virtual Earth product (http://maps.live.com), with image-processing teams. 
Á Designed, developed, and maintained a remote testing automation system written in C#. 
Á Designed and developed an ASP.NET web application that monitors the image acquisition and processing 

pipeline, utilizing technology to connect to a remote SQL database. 
Á LƴǘŜǊƴŜŘ ŦǊƻƳ aŀȅ ǘƻ !ǳƎǳǎǘ ΩлтΦ  {ǘŀǊǘŜŘ Ŧǳƭƭ-ǘƛƳŜ ƻƴ Wǳƭȅ ΩлуΦ 

 
University of Southern California ς Lead Teaching Assistant Sept. 2007 ς  May 2008 
Á Served as a teaching assistant for a total of 5 classes each semester (Advanced Game Projects, Survey of 

Games, Final Game Project, Serious Games, Game Engine Development). 
Á Assisted students with their game projectsτboth coding and design. 

 
Alelo Studios ς Game Programming Intern 2006 ς 2007 
Á Developed various new features for a 3D game utilizing the Unreal Engine, such as a dynamic NPC crowd 

system and interactive sounds in specific game modes. 
Á Optimized existing features to improve game stability, look and feel, and load times. 
Á Hands-on experience with Unreal Engine 2.5, Unreal Script, the Unreal Level Editor. 

 
Cardinal Health ς Embedded Software Engineering Intern 2005 ς 2006 
Á Isolated and resolved memory leaks in an embedded software application for medical infusion devices. 
Á Enhanced existing command shell for a real-time operating system (OSE). 
Á Developed several internal tools in C to assist in the debugging of software bugs. 

 
Altoris ς Software  Developer 2004 ς 2005 
Á Wrote critical parts of a science informatics application sold commercially world-wide used to quickly identify 

relationships among large chemical datasets on a molecular level. 
Á Developed components include:  Win32 shell foundation, printing, MS Word and Excel hooks, application state 

management, and other internal speed optimizing functions. 
Á Designed and developed company web site (http://chemapps.com) using HTML, JavaScript, and PHP. 

 

EDUCATION 

University of Southern California (USC)  Aug. 2006 ς May 2008 
Á Master of Science (MS) 
Á Major:  Computer Science. with Specialization in 3D Graphics 
Á Final GPA:  3.74 

 

[Call or Email for Address] 

(626) 824-6127 | http://www. aeonsky.com 



University of California, San Diego (UCSD)  Sept. 2001 ς June 2006 
Á Bachelor of Science (BS) 
Á Major/Minor:  Biological Science / Computer Science 
Á Final Overall GPA:  3.23 
Á Final Computer Science GPA:  3.60 

 

GAME / GRAPHICS EXPERIENCE 
The following is a select list of games I have worked on.  The full list is available on my website.  

 
Artemis Chronicle  Present 
Á Role:  Project Lead, Technical Producer (team of 7) 
Á Game Summary:  Confidential. 
Á Technology: C#, XNA 

 
New Duck Hunt   2007 
Á Role:  Lead Engineer, Art Director 
Á Game Summary:  A 3D remake of the original Nintendo classic (with Wiimote integration). 
Á Technology: C++, OGRE 3D API, Fmod API 

 
Drum Hero  2007 
Á Roles:  Lead Graphics Engineer, GUI design, Art Director 
Á Game Summary:  3D rhythm game simulating drum-playing, utilizing the Nintendo Wiimote as drumsticks. 
Á Technology:  C++, OGRE 3D API, Fmod API 

 
Tactical Iraqi ς Developed with Alelo  2006 ς 2007 
Á Role:  Supporting Developer 
Á Game Summary:  Players take the role of US soldiers in present day Iraq, and must communicate to NPCs solely 

by speaking and understanding the Iraqi language.  Speech recognition is used to decipher spoken words. 
Á Technology: Unreal Script, Unreal Engine 2.5, Python 

 
Ground Truth ς Research Project developed for Sandia Labs  2007 
Á Roles: Lead Engineer 
Á Game Summary: RTS game designed to train incident commanders in the event of large-scale disasters. Game 

was featured in Fox News. 
Á Technology:  C++, OGRE 3D API, Fmod API. 

 
Petals of Pandora  2006 
Á Role:  GUI and Audio Engineer 
Á Game Summary:  3rd-person shooter inspired by Shadow of the Colossus, capable of online play. 
Á Technology:  C++, OGRE 3D API, Fmod API, RakNet API 

 
Dr1ver   2005 
Á Roles: Sole Developer 
Á Game Summary: Driving simulator, written from scratch. 
Á Technology:  C++, OpenGL API 

 
Ray Tracer   2006 
Á Roles: Sole Developer 
Á Project Summary: Ray-tracer capable of rendering realistic looking images.  Implements BSP-tree, soft-

shadows, anti-aliasing, light mapping, bump-mapping, mip-mapping, basic texture-mapping, Phong shading, 
procedural textures, and area lights. 

Á Technology:  C++ 

 



SCREENSHOTS 
More screenshots are available on my website.   

New Duck Hunt Drum God 

Petals of Pandora Tactical Iraqi 

Dr1ver Ground Truth 

REFERENCES 

Saty Raghavachary ς DreamWorks, USC  saty@dreamworks.com 
Á Relationship:  Former Graphics Professor 

 

Michael Zyda ς USC  mzyda@usc.edu 
Á Relationship:  Gamepipe Department Lead 

 

Matthew Lopes ς Microsoft matlop@microsoft.com 
Á Relationship:  Coworker 

 


