Nathan McKenzie

Pittsburgh, PA

Skills

Languages

Fluent in C, C++/STL, C#, Javascript, Actionscript.  Comfortable with x86 assembly, 
Python, Java, PHP, and SQL.

Programs

MS Developer Studio, MS Visual SourceSafe, Perforce, Sonic Foundry Soundforge, Adobe Photoshop, DOOM3 Radiant, Metroworks Codewarrior, 3D Studio Max, Adobe Flash, MySQL

Technologies / Codebases

OpenGL, DirectX 9.0c, Vertex and Fragment Shader 3.0 / HLSL, Havok 2.0, Quake1, Quake2, Quake3, Doom3, Half-Life 2, Unreal 2003


Experience / Skills

Audio / Visual

  Image filtering algorithms

  Terrain and foliage rendering

  Sound decompression algorithms

  Dynamic music systems

Fogging and post-processing techniques

Particle systems

Special effects content

Procedural content creation

System / Optimization

C++ reflection techniques

   

  Resource management systems

  Real-time debugging techniques

  Data-driven development techniques

High latency / low bandwidth client-server 

   
   performance optimizations

Hardware performance optimization

Script compiler / interpreter extensions

Game play

  Low-level game play design  

  Path-finding algorithms

  FPS AI algorithms

  Player input

  General game play programming

Animation and sequencing systems

Designer content scripting interfaces

GUI / interface programming

Interdisciplinary communication

Professional Experience

ice cream breakfast. Madison, WI and Pittsburgh, PA 2007-2011.

Owner / Game Maker

· Designed and shipped four Flash games, “Sparks and Dust”, “Magnesium Gardens”, “The Fairview Horror”, and “Racing Comrade”, which have collectively been played over 3 million times.  Designed several other in-progress games.  Handled all game design, level design, writing, audio design, music composition, animation, art, and programming.

Independent Contractor. Madison, WI, 2005-2008.

Filament Games

· Implemented water fog, underwater caustics, shark hose minigame, and a number of other special effects for Uncharted Depths, a science education game

U.W.-Madison and ADL-Academic Co-Lab

· Implemented game teaching middle school children about Urban Science

U.S. Army and ADL Academic Co-Lab

· Completed a detailed year-long evaluation of the current state of Open Source game technology in comparison to commercial game engines.

Rainbow Studios. Phoenix, Arizona, 2004 – 2005. 

Technology Programmer, Unannounced Xbox360 / PS3 Title

· Researched rendering techniques for next-generation foliage.

Technical Game Designer, Unannounced Cancelled PS2 Title

· Researched third person vehicle control schemes for prototyping.

· Implemented an auto-targeting / queuing system for fast vehicle combat.

· Built prototype levels to explore control schemes.

· Helped facilitate communication between the design staff and programming staff.

· Helped guide design-related programming tasks for programmer scheduling.

Raven Software. Madison, Wisconsin, 1997 – 2000, 2003 – 2004.

Senior Game Programmer, Quake 4 (2004)

· Designed most enemy attacks and behaviors, with focus combat dynamics.

· Helped direct content creators to ensure content worked with combat mechanics.

· Researched a C++ reflection implementation that allowed for automated real-time debugging, serialization, and designer access.

· Built a player command recording and playback system used for animated paths.

· Extended the Doom3 AI framework as needed.

· Created some particle system based special effects.

Game Programmer, Jedi Knight: Jedi Academy (2003)

· Helped tweak and balance multiplayer competitive game modes.

Lead Game Programmer, Soldier of Fortune (2000)

   Game Play  

· Spearheaded all code game-balancing, ensuring game 'felt' fun.

· Created all weapons and items, including game logic and effects.

· Adjusted all player control tweaks.

· Implemented enemy path-finding and behaviors.

· Added customizable difficulty settings.

· Designed initial multiplayer game framework.

   System Programming

· Expanded Quake 2 particle system, adding in-game effects editing and menus, and externalized effects as data.

· Crafted dynamic music system using ADPCM compressed wave files.

· Worked with Creative to add EAX support to code base.

· Added ambient world sound system with sound designer.

· Built surface feedback system and decal system.

· Designed scrolling graphical terrain system.

· Created much of the special effects content.

Game Programmer, Heretic 2 (1998)

· Helped define art style for special effects with prototype weapon and spell creation.

· Created several weapons and spells for final game.

Game Programmer, Take No Prisoners (1997)

· Implemented all weapons, items, and vehicles, both game logic and visual effects.

· Added multiplayer game modes.

· Balanced game difficulty levels.

Education

University of Wisconsin, Madison. 2000 – 2001. 

Completed 89 credits toward a BA in English.

Georgia Institute of Technology. 1995 – 1996.   



Completed 45 credits toward a BS in computer science.

