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Career Objective





I would like to use my skills as a programmer/designer to support a dynamic and talented team of game developers.





Entertainment Technology Center (ETC), Carnegie Mellon University					2008 – 2010


Pittsburgh, PA, USA


Masters in Entertainment Technology





Cochin University of Science And Technology (CUSAT)							2001 – 2005


Kerala, India


Bachelor of Technology in Electronics and Instrumentation Engineering





Skill Sets





Industry Experience





Education and qualifications





Languages           :     C++, C#, ActionScript 3, Java, COBOL, BatchDB2, UNIX Shell Scripting.


Game Engines    :     Unity3d, Unreal Engine 3.0, Panda3D.


Tools                    :     Visual Studio 2008, UE3, UDK, XNA 3.0 Game studio, XDK, XUI, Surface SDK, Perforce, Flash CS4


                                    Photoshop CS4, 3DS Max.








Project			: 	NATAL project					Game Engineer Intern, Schell Games


Tech			:	NATAL, XDK, XUI, C++, DirectX.			January 2010 – April 2010


Responsibilities		:	-      Gameplay programmer.


-      Integrating NATAL functionality into the game.


Creating wrapper classes for implementing game mechanics.





Project title		: 	SPY						Game Engineer Intern, Schell Games


Tech			:	AS3, Flash CS4, XML, Photoshop CS4		January 2010 – April 2010


Responsibilities		:	-      Gameplay programmer.


Closely work with designers and artists to meet game vision using industry standard tools.


Agile game development.





Project			:	PCH						Game Engineer Intern, Schell Games


Tech			:	AS3, Flash CS4, Photoshop CS4.			May 2009 – August 2009


Responsibilities		:	-      Gameplay programmer.


Rapid game prototyping.


Pitching unique and fun game ideas to the team.


Agile game development.





Project			:	Fin-DB						Software Engineer, L & T Infotech Ltd.


Tech			:	C++, Shell Scripting, COBOL, BATCH DB2, 	October 2005 – July 2008


                                                          SQL, BTEQ, TeraData, Mainframes.


Responsibilities		:	-      Offshore Tech Lead.


-      Developed and released code monthly based on business requests.


Handled extraction, transformation and load of data.


Ensured that quality procedures were followed throughout the project’s lifecycle.


Managed the offshore team and enabled effective communication with onsite team.











Project PandAI (Panda3D game engine)


A student pitch project at ETC to create an AI (Artificial Intelligence) Framework for Pand3D game engine. 


Designed and developed a robust AI framework which is flexible as well as easy to use.


Implemented Pathfinding system using A* for a waypoint navigation system and flock behavior.


Ported the mesh generation process to a standalone tool for better efficiency during runtime.





Project Salvation (Unreal 3.0 game engine)


An independent study with Jesse Schell to create an Unreal Tournament 3 mod combining FPS action and storytelling.


This was a solo project.


Designed and developed a single player experience using the Unreal 3.0 engine, including UnrealScript, Kismet and Matinee.


Created a full level for the experience using Unreal Editor.


Created a 3 minute long machinima sequence using Unreal Matinee.





Project Souda (Microsoft Surface)


A client based project at the ETC with Lockheed Martin to create innovative and immersive applications for the Microsoft Surface.


Built an XNA application for manipulating textual information in 3d space using multi-touch interface of the Surface.


Integrated the Nintendo Wiimote to Microsoft Surface to manipulate models in 3D space.


Created a pulsating Infra Red pen which can be used with the Microsoft Surface to identify the user of the pen. 


Created the RC circuit for pulsating the IR LEDs.


Integrated a GPS device to the Google Earth app on Microsoft Surface.





Project Molecule (Unity 3D) [In Progress]


An educational game to understand chemical bonding and the structure of atoms and molecules. This is a solo project being developed to meet the vision of Jesse Schell to create a game based on atoms and molecules.


Created sub-systems to generalize bonding of different types of atoms.


Implemented Tinker toy like gameplay to draw linkages for ionic and covalent bonds between atoms.





Other Game Projects


These are solo game projects. I did the programming, design, art and sound for these games.


- 	Copter Plus: A remake of the classic Copter game with new gameplay elements such as level orientation shift and


       horizontal and vertical freedom of movement. This was implemented in Unity3D using C#.


-	Snake Remixed: A remake of the classic Snake game with a few additional game mechanics. This was created using


       Unity3D and C#.


-    	Game of Life: A remake of John Honway’s game of life algorithm. This is an automation of cell life. This was      created using Unity3D and C#.


AlphaBeats : A word game created in XNA 3.0, in which the player creates words from flying letters using a simple mouse interface.


- 	TicTacToe : A tic-tac-toe game with intermediate AI implemented using XNA 3.0.

















	





Academic Projects





- Winner of Randy Pausch Scholarship Award in 2009.


- Secured 3rd rank in Electronics and Instrumentation Engineering at Cochin University of Science and Technology.


- Featured blog post in Gamasutra. �HYPERLINK "http://www.gamasutra.com/blogs/JohnKolencheryl/20090720/2527/Can_I_Be_The_Game_Designer_I_Want_To_Be.php"��Can I be the Game Designer I want to be?�


- Won excellence awards for providing deliverables ahead of time and for timely resolution of problems at L&T Infotech.





Honors








