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Talented computer science and computer graphics professional with a diverse technical background
SUMMARY OF QUALIFICATIONS
· Currently have a 3.56 GPA in the M.S.E. in Computer Graphics and Game Design at the University of Pennsylvania. 
· Outstanding experience that includes 2 years as a math programmer modeling and simulating casino slot and bingo games in Java and C++.
· Strong technical aptitude with exceptional talent in development and an ability to effectively translate technical information and procedures to end-users.  Superb troubleshooting and analytical skills with capacity to accurately identify problems before providing expert solutions.
· Adaptive and a fast learner. Outstanding communication and interpersonal skills with the ability to listen effectively, respond appropriately, and maintain mutual comfort level while relating to a diverse group of individuals.
EDUCATION 

University of Pennsylvania, Philadelphia, NJ

Rutgers University, New Brunswick, NJ
M.S.E in Computer Graphics / Game Design, 09/2011
B. S. in Electrical / Computer Engineering, 05/2007
Graduate GPA: 3.78/4.00




Minor in Economics

Major GPA: 3.56/4.00
AWARDS AND PROFESSIONAL ASSOCIATIONS
Graduate Level





Undergraduate Level

Dean’s List





Member of National Honor Society of Collegiate Scholars

Graduated with Highest Honors

Dean’s List all Semesters
TECHNICAL EXPERTISE
Graphics Tools:
Autodesk Maya 2011, 3d Studio Max, Adobe Flash Professional, Adobe Photoshop 2011, Adobe After Effects 2011
Languages:  

Java, C++, C#, ActionScript 3.0, MEL, HTML, XML
API’s:


OpenGL, JDOM, Swing, Java 3d, Maya Plugin API, XNA 4.0
Business Tools 
Unity 3.3 Game Engine, Visual Studio 2008, Visual Studio 2010, Boland C++, Eclipse IDE, NetBeans IDE,  Matlab, MS Office 2007, Citrix
PROJECT-BASED WORK
Game Design and Development

· Created the old Asteroids game with modern graphics using the Unity Game Engine. Modeled and textured the assets in Maya 2010, and programmed the player controlled ship and the asteroids/enemy ship AI through C# scripting.
· Designed a basketball board game to better understand the game design process and various game mechanics.
· Programmed various behavior algorithms as a C++ plugin to control the movements of a group of 3D characters in the Unity Game Engine.
· Created a Hide and Seek game in the Unity Game Engine that included the programming of a A* path-finding algorithm as a C++ plugin to control the hide behavior of the enemy characters. Also implemented a third person camera controller for the player character through C# scripting.
· Programmed a Slide Puzzle game using Flash Professional and Actionscript 3.0.
Computer Graphics / Animation:

· Programmed an Urban Architecture Authoring Tool using the Maya Plugin C++ API and MEL Scripting that procedurally generates Urban Buildings.
· Programmed a water/rigid body simulation by implementing height-fields and collision detection algorithms using the XNA 4.0 API in Visual Studio 2010. 
· Programmed a 3d smoke simulation through implementation of fluid mechanics and a 3d jello cube simulation through implementation of a spring-mass-damper systems in Visual Studio 2008.
· Programmed a Ray- Tracer for an interactive scene graph of a room with furniture and programmed procedurally generated clouds and pyroclastics using volumentric rendering techniques in Visual Studio 2008.
· Implemented various animation techniques for topics such as body kinematics and dynamics, rigid body animation, behavioral animation with feedback control, and animation blending and interpolation using Visual Studio 2008.
· Modeled objects, characters, and machines using Maya 2011 and Adobe Photoshop.
· Created an interactive virtual sky city using VRML in my undergraduate Virtual Reality class.
Object Oriented Programming (OOP):
· Assisted in writing multiple Java XML parsers using JDOM v1.1.1 API to extract the necessary data in performing a mathematical analysis of Slot and Bingo games. 
· Wrote a number of dynamic multi-threaded C++ casino slot and bingo game simulations to extract the necessary data for the statistical and mathematical analysis of the games.   
WORK EXPERIENCE

Gaming Laboratories International – Lakewood, NJ




OCT 2007 – AUG 2010
Mathematician Level I: 

· Performed mathematical analysis to verify that client casino slot and bingo games meet jurisdictional requirements.
· Coded game simulations and statistical programs in Java and C++ to extract necessary data for numerous strategy and non-strategy based games.
· Verified client C++ and Java coded simulations and statistical programs using the various debugging features of Borland C++, Eclipse IDE, and NetBeans IDE.
Motorola – Glen Rock, NJ


 




 JAN 2005 – DEC 2005

Systems Engineer (COOP)
· Contributed to the Northern Division’s Engineering Team in the area of coverage design.
· Lead the design of the Motorola Coverage Design Center website using Flash Animation MX and Flash Script.
