Thomas Rader




 
                     radertj13@yahoo.com
      www.zeblack.com

Education

Full Sail University




Winterpark, FL

Bachelor of Science in Game Development


February, 2009
· 3.30 GPA
· Over 99% total attendance
· Awarded 3 Course Director’s awards for Public Speaking, English
Composition for Gaming, and Software Architecture
· 100/100 Professionalism score
Project Experience

Roadent Rampage – 5 month team project (3D networked, multiplayer 3rd person)
Position:  Asset Lead

· Developed Homing Missile with unique missile lock feature that utilizes
inexpensive vector dot products and makes use of “unprojecting” 3D objects
into 2D screen space making it clean and usable
· Designed and developed system of managing creation and destruction of 
homing missile and mine power-ups in the game over the network without a
server acting as the authority
· Co-integrated durational power-ups in a networked environment
· Wrote and integrated a templated bounding volume hierarchy to handle 
spatial partitioning for terrain data that also encompassed the terrain’s type 
allowing for terrain-specific sound effects triggered by terrain collisions
· Implemented all collision between game objects using bounding volumes 
for moving spheres, sphere overlaps, and AABBs
· Collaborated with core Network Programmer to integrate Ejection system
and all relevant corresponding character state changes on both the client and 
server client achieving a very successful, playable, ejection mechanic
· Served as the link of communication between the art director and the team
handling requests for all game assets including sound, 2D art, and 3D art
· Created 3rd person shooter picking algorithm and implementation
· Co-developed technical and game design documentation
Mr. Pinchy – 2 month team project (2D puzzle game)
Position:  Project Lead

· Developed eight of the game’s nine levels, each boasting a fun and unique 
gameplay experience, in under three weeks
· Managed team scheduling and updated task lists as necessary
· Utilized WiiYourself SDK providing Wii Remote input for the project
Work Experience

United States Marine Corps



Iraq, Japan, CA, NC
Network Administrator / Engineer



Oct. 2002-Oct. 2006

· Recipient of Naval Achievement Medal for
drastically improving network efficiency 
while deployed in Iraq
· Awarded Good Conduct Medal
Software Knowledge


Programming


C


C++


C#


ARM7


GLSL





API’s


DirectX 9.0


OpenGL 2.1


LUA


FMOD


WinSock





Tools and IDE’s


Microsoft Visual Studio 2005


VTune Performance Analyzer


Render Monkey


Pix for Windows


Tortoise SVN source control


Alienbrain Essentials source control





Game Development Experience


Gameplay Programming


Network Programming


Character State Machines 


Stacked


Non-Stacked


Spatial Partitioning


BVH


Uniform Grid


Collision Systems


2D


3D


Terrain Attribute System


Input Systems


DirectInput


XInput


Wii Remote








