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SUMMARY:

· 14+ Years experience developing innovative software
· Strong team leader

· Proficient in a wide range of development technologies 

· Valuable contributor in all phases of the software development lifecycle
· Proven ability  to deploy / release products on time and within budget

SKILLS:

Languages: 

C#, C++, SQL, XML, PHP, AS2, Lingo, JavaScript, 80x86 ASM
Operating Systems: 
Windows (95 – Server 2003), IRIX, Linux
Technologies: 

.NET, SOAP, UML, STL, VXML, COM, MFC, DirectX, TCP, UDP
Dev Environments: 
Visual Studio .NET 2003, Director MX 2004, Flash 8
Debugging Tools:
VTune, Softice, Bounds Checker, Purify

Testing Tools: 

NUnit, Fitnesse, Cxx Test
Media Tools: 

Photoshop CS, Adobe Audition, Premiere, 3DS Max
Other Tools: 

IIS, SVN, CVS, Araxis merge, Visio, Excel, Word
EDUCATION: 
Carnegie Mellon University, May 1992; 

B.S. Computer Science / Math (additional major in Cognitive Science)

EXPERIENCE:
· Led requirements analysis featuring generation of user stories, scenarios and use-cases 

· Peformed requirements specification and requirements management 

· Led design of software architectures using Object Oriented Analysis and Design techniques making use of all major UML diagram types
· Led multiple development teams from product conception through delivery.
· Used Agile software development techniques to deliver on-time / on-target products
· Leveraged Design Patterns and other Object Oriented Programming  techniques
· Wrote application code in many different programming languages
· Performed Database Design and developed SQL queries and stored procedures
· Administered Windows 2003 Server Farm hosting web, database, FTP and SMTP servers
· Implemented distributed applications using COM, TCP/IP, UDP and HTTP 

· Designed and implemented multiple application GUIs
· Developed numerous proof-of-concept RAD prototypes
· Developed Discreet 3DS Max  plug-in and wrote tools in MaxScript
· Developed XTRA plug-ins for Macromedia Director
· Developed video feature detection algorithms

· Developed gesture recognition algorithms 
· Developed character behavior (AI) and character animation controller for games

· Developed terrain rendering engine for game engine
· Developed interpreted scripting language for game title authoring
· Developed installation packages for product deployment

· Administered source code control repositories

· Wrote product documentation for developers and end-users

· Designed custom hardware / software solutions for special purpose applications

· Created audio / visual resources for use in development and final products

08/03 – Present: MC Squared Inc. 
CTO / Architect / Developer
MTV2 On The rise microsite:  The microsite is a Rich Internet Application (RIA) that utilizes a flash front end and web services backend to conduct an online “battle of the bands” competition.  The application supports three distinct user roles: bands, administrators and fans.  A custom web service security protocol is used to prevent tampering and protect privacy.  
CRM Microsites:  The microsites are RIAs that utilize a flash front end end web services backend.  The microsites include CRM features such as Sign-On, Tell-A-Friend and user activity tracking.  Sign-On enables users to opt-in for delivery of marketing emails.  Tell-A-Friend enables users to create a customized emails or video postcards which are then sent to one or more friends as part of viral marketing campaign.  
MC2 PostOffice:  The PostOffice system performs email generation, email delivery, email view / click-through tracking, opt-out capabilities and report generation.  It has been used to repeatedly deliver weekly email blasts to 500 thousand users in a 24-hour period.
FlashTrack:  The FlashTrack technology enables detailed activity records to be generated from users interacting with various MC2 applications.  When no internet connection exists the activity records are cached locally uploaded when a connection becomes available.  The technology is implemented in a way that allows the actions of an individual to be analyzed while preserving the user’s anonymity.
Flow Explorer:  Flow Explorer is a user activity analyzer.  It uses data collected from FlashTrack to present an animated graphical view of aggregate and individual user activity within an application.  Drill-down capabilities are provided that allow clients to interactively explore the data to gain a clear picture of how their application is being used.  Report generation features are also provided.
FullCirlce iBoard: The iBoard is an integrated suite of communication technologies.  It presents users with information customized to their demands and kept up-to-date with regular updates. Multi-modal notification methods ensure that users are alerted when new information becomes available. 

FullCircle LaunchAd: The LaunchAd is a suite of products that deliver targetted, timely product information to purchasers of titles provided by FullCircle’s publishing partners. The Premium-CD product adds new installation functionality to existing installation media without requiring modification of any of the original content.  The Interceptor product detects a user’s intention to launch a specific software title and launches an intermediary application before launching the target title. The Display product displays informational content and targeted advertising relating to an associated title.  It also records users’ responses to the presented content.  The On-Line Monitor automatically detects availability of an active internet connection and uses the connection to selectively download up-to-date content and upload user activity reports. Downloaded content is cached locally to support occasionally connected clients.  There is also a web based Content Manager and a Web Report Generation product.
10/02 – 11/05: B.Creative Media Inc.
Architect / Developer
Multiple Kiosk based Adver-games for the Pharmeceutical Industry:  These games are unique custom applications used to educate and entertain conference and trade-show attendees.  They use quiz game show elements and action games to demonstrate how specific drugs work.  These games have included cutting edge technologies such as integration of user photos mapped on game characters in a 3D graphical environment.

BThereVR: BThereVR is a virtual reality game system where players stand in front of a solid colored backdrop and are filmed by a video camera.  In each video frame their image is separated from the background and merged into a 3D virtual environment. The environment is displayed by a monitor positioned in front of the player.  Whatever the player does with their body is mirrored by their virtual twin. Skin detection and other video processing algorithms are used to locate and keep track of the position of key body parts.   Players can use their hands, feet and body to precisely interact with objects in the game.  BThereVR was deployed to multiple trade shows for advertising clients.
09/99 – 08/02: Sorceron Inc.

Architect / Developer
Sorceron Scalable Rich Media Technology prototypes: The Sorceron Rich Media Technology takes advantage of client computing power to combine multiple media streams into a composite presentation.  Each media stream is transmitted over the internet using a protocol optimized for the media type. The technology supports most well known media types including text, graphics, animation and 3D.
Architect / Lead Developer
Sorceron Cauldron: Sorceron Cauldron is the authoring tool used to create Sorceron rich media presentations. It enables users to integrate multiple media types using a layered timeline based GUI.  It enables users to tune a presentation to support multiple hardware / bandwidth client profiles.  And it enables users to publish the presentations to a Sorceron Server.  Sorceron Cauldron was sold through retail channels.
07/99 – 09/99: MC Squared LLC (Contractor)
Demo software for Essential Reality P5 data-glove prototype: The data glove is a 6 degree of freedom (6 DOF) input device worn by the user which communicates hand position, hand orientation and finger bend measurement information to the host computer.
06/97 – 07/99: Millennium Rush LLC
Architect / Lead Developer
Dance Studio: Dance Studio is a music video creation game for children.  Players choose an environment, a character, a dance style and a song and then create a video in real-time by adding linked dance moves, camera cuts and special effects.  The performance can be edited element by element in a virtual editing studio and exported as a video file to share with friends.  Dance studio was sold through retail channels.
Sr. Developer

Ride The Comix: Ride The Comix is a virtual reality game developed for Walt Disney.  It features six players who are seated (physically and virtually) around the perimeter of a flying vehicle.  Each player wears a helmet which tracks the player’s head position and displays a first person point of view of the virtual universe.  Each player yields a sword (physically and virtually) to fight off villains from the comic book universe.  Game play features both competitive individual play and cooperative team play.  Ride The Comix was deployed to Disney Quest entertainment centers in Orlando and Chicago.
08/92 – 06/97: CCG MetaMedia Inc.

Developer / Lead Developer
REALWare: REALWare Virtual Reality game system similar to BThereVR.  REALWare could only track one body part at a time and the body part had to be identified by a colored marker.  REALWare units and games were sold and leased to clients around the world.
