Thomas Jones - Game Developer

www.tom-jones.net / thomas.antonio.jones@gmail.com
Education

M.S. in Computer Science - DigiPen Institute of Technology, Redmond, WA

Expected graduation April 2009, GPA: 3.95
· Thesis Topic: Temporally Coherent Patterns for Non-Photorealistic Rendering

B.S. in Computer Engineering - University of Florida, Gainesville, FL

Graduated May, 2005, GPA: 3.35: Cum Laude

A.A. in Engineering and Fine Arts - Santa Fe Community College, Gainesville, FL

Received July 2001

Skills

Programming Languages: C, C++, Managed C++, C#, XNA, .NET interop, Java, UnrealScript, HLSL

Graphics Libraries: Direct3D9, OpenGL, SDL

Graphics Techniques: Deferred shading, Phong lighting/shading, shadow mapping, hierarchical animation, per-pixel motion blur, particle effects, BSP trees, hierarchical occlusion mapping, non-photorealistic rendering, recursive ray-tracing, inverse kinematics
Miscellanous: UnrealEditor 3.0 (including Kismet, Cascade, and Matinee), Source Engine SDK, Hammer Editor, Doxygen, Progress 4GL, Subversion SVN, Rational ClearCase source control, Microsoft Office

Employment History

Teaching Assistant DigiPen Institute of Technology, Help students and grade projects for the CS460 – Animation algorithms class dealing with interpolation techniques, hierarchical animation, motion along a curve, inverse kinematics. (Part-time, January 2009 – present)

Gameplay Programmer Artificial Studios, Designed and implemented game-play related objects and scripted levels for a PC and Xbox 360 title using UnrealEngine 3. (Full-time, June 2006 to August 2007)

· Released UE3 title Monster Madness: Battle for Suburbia in June 2007 for PC and Xbox 360.

Other positions: Software Developer: Emdeon (WebMD), Environmental Lab Technician: PPB Environmental Laboratories, Computer Lab Assistant: Santa Fe Community College Big Open Lab.

Project Experience

· 14 months of industry experience for an UnrealEngine3 developer: shipped the UnrealEngine3 title Monster Madness: Battle for Suburbia.
· Technical director and lead programmer for several DigiPen game projects including TEK and Drones. More information available on my website.
· Experience with graphical techniques, game engine architecture, component-based design, working in groups, working with artists.
