Guthrie B. Adams III

guthrieadams@gmail.com

http://www.beastworks.com
http://www.linkedin.com/in/guthrieadams
512-762-9552
Objectives

Seeking full-time, contract, or telecommuting employment as a game, or related application, software developer, where I can continue to learn and contribute to quality products.
Employment History

2009-Present Flying Wisdom Studios (Lead Software Engineer)

Designer and Developer of ”Instinct” Engine
· Math library with vector, matrix, and utility classes 

· Graphics engine supporting run-time interchangeable renderers for OpenGL ES 1.1 and 2.0.  Both are highly optimized and support compressed vertex formats, VBOs, multi-texturing, light-maps, baked vertex lights, shadows, normal and specular maps, other effects, batching, layering, and sorting
· Custom model format and classes supporting multi-texturing, tangents, binormals, generic material and shader parameters, skeletal animation, hardware and software skinning
· FBX model and animation exporter with bone batching and mesh combining
· Skinned animation system supporting software and hardware skinning, arbitrary bone counts, multi-animation layering and blending 

· Entity system with derived classes for physical and rendered objects, particle systems, lights, etc
· Model entity class supporting static and animated objects, attachments (particles, lights, weapons), and attached effects (glows, damage, power-ups, fades), swappable materials and textures
· Serialized event system for communication between network peers, host application, input, user interface, entities, and other objects

· Basic UI system and controls
· Heavily optimized
Exo-Planet (iPhone/iPod/iPad) 
· Multi-player, 3rd person shooter with training, time trials, capture the flag, and death match in space and zero gravity.
· Developed and maintained player entity with blended animations, dynamic effects, ray-based shadowing, interchangeable weapons, able to hover, jump, grapple, collide, and walk on arbitrary surfaces without crossing ledges.
· Developed and maintained world entity facilitating swappable textures, ray casts, collision, surface tagging, and octree-based space partitioning.
· Wrote foundation for camera and controls 
· Lead small team of programmers to develop in-game UI, HUD, controls, game modes, and client/server interaction
· Travelled to Buenos Aires and California to work with developers of front-end, network API, equipment store, and social features
2008-2009 Super Happy Fun Fun (Lead Software Engineer)

IPhone Tech Engine

· Lead engineer for iPhone development
· Created 2D and 3D graphics system around OpenGL 1.1
· Developed other platform specific functionality

· MAX based game editing and asset pipeline
· Profiling and Optimization

Snowboarding TnT (iPhone) 
· Lead engineer for game play, user control, physics, collision, effects, object interaction, and systems
Big Buck Hunter Pro and other Projects (iPhone)

· Engine development and support
2005-2008 NCsoft (Software Engineer)

Dungeon Runners
· Assisted with PS3 port
Tabula Rasa

· Primary role was to develop, support, and provide new features and events for artists: visual effects, particle effects, camera effects, projectiles, environmental audio, and more

· Supported artist-centric tools: special effects package editor, particle editor, model viewer, 3DS Max exporter and scripts, UI editor, asset report tool
· Added features to world editor for audio placement, easier terrain editing, object grouping, and prefabs/templates
· Profiling and optimization
2004-2005 Multimedia Games, Inc (Game Programmer)

· Developed several DirectX based casino and mini games
· Assisted programmers with problem solving, debugging, and other atypical features

1999-2004 Acclaim Entertainment (Game/Lead Programmer)

All Star Baseball 2006 (PS2, Xbox)

· Lead programmer, profiling, optimization, updating downloadable content system, general team support

The Red Star (PS2, Xbox)

· Camera features, player/camera interaction, frustum collision, mini games, movie player
Particle and Special Effects System and Editor
· Platform independent, data-driven library with rendering modules for PC, PS2, Xbox, GameCube
· Hierarchical effects, allowing transform and attribute inheritance

· Properties supporting key frame animation

· Real-time editor with multiple views, camera, and navigation modes, custom controls
· Spline editing control for animated properties

NBA Jam 2004 (PS2, GameCube, Xbox)
· AI, game play, game flow, player control, animation, cut scenes, camera, steering behaviors and movement, cross platform particle and special effects engine and editor, special effects graphics on PC and Xbox
NFL Quarterback Club 2002 and 2003 (PS2, GameCube, Xbox)

· AI, game play, game flow, player control, animation, cut scenes, camera, and movement


Turok 3: Shadow of Oblivion (Nintendo64)

· AI, boss encounters, arena design
South Park: Chef's Luv Shack (Nintendo64, PlayStation, PC, Dreamcast)

· UI, mini games
Relevant Areas of Development
· Graphics, Animation, Collision, Game Play, AI, Path Finding, UI, Tool Development, Special Effects, Particles, Space Partitioning, CSG, Debugging, Profiling, Optimization, Memory Management, Relevant Math and Physics
Programming Languages and Libraries
· C++, C, Lua, Python, JavaScript, Pascal, XML, HTML
· Some Java, Objective-C, C#, SQL, Action Script, Intel Assembly

· STL, Boost, MFC, Qt, wxWidgets, Win32, DirectX, OpenGL, OpenAL, FMod, Bink, iPhone SDK, Max SDK, FBX SDK, Gamebryo, XDK, FreeImage, Bullet Physics, Newton Dynamics
Software
· Windows XP/7, Mac OSX, Visual Studio, XCode, 3DS Max, Maya, Photoshop, VTune, GlowCode, MS Office, Perforce, CVS, VSS, SVN, Star Team, Test Track Pro, BugZilla, FileMaker Pro, SN Systems Tools
Education

1996-1999 University of Texas Austin

· Computer Science
1992-1996 Newman Smith High School

· Multiple years of honors and advanced placement computer science and mathematics
· Math and Computer Honors Societies 
