	Andrew Tremblay, Software Engineer II
	2

	drew.tremblay@gmail.com
 (978) 870 - 0424
	



	ANDREW TREMBLAY
SOFTWARE ENGINEER II
	8501 Willows Rd #G237, Redmond, WA 98052 
drew.tremblay@gmail.com
http://drewtremblay.com
(978) 870 - 0424

	An industry experienced Software Engineer with proficiency in artificial intelligence, networking, user-interface, system programming, and additional experience in real-time graphics and animation.

	Summary of Qualifications

	· Possesses proficiency in the technical design and development of game systems and technology, with an emphasis on game UIs, artificial intelligence, graphics, networking, and system programming
· Excellent time management skills with a proven track record of meeting critical deadlines
· Strong verbal and written communication skills; can effectively communicate with both technically and non-technically oriented individuals

	Technical Expertise

	Languages and Programming

	· Extremely proficient in C/C++ and Lua
· Proficient in C#, HTML, Java, JavaScript, and Visual Basic
· Experienced with object oriented programming and design, and component based design
· Experienced with multi-threaded and multi-language applications

	Game Development

	· Extremely proficient with user-interface development, event-driven UI frameworks, and UI scripting
· Proficiency with AI systems and logic, pathfinding, and dynamic steering
· Network programming using TCP/IP, UDP, NEX (Nintendo 3DS networking), and WinSock
· Graphics programming using NintendoWare, DirectX, software rendering, some Ogre3D and OpenGL
· Experienced with game engine systems, factories, memory management, file IO, and software libraries
· Designing and implementing data pipelines
· Lua development experience and API integration
· Platform development experience for the Nintendo 3DS, DSi, and Windows PC
· API development using Win32, DirectInput, STL, Boost, and SDL
· Strong debugging skills

	Software and Applications

	· Perforce, Tortoise SVN
· Microsoft Visual Studio, Code Warrior, Doxygen, Cygwin
· Task Management Software, Bug-Tracking Software, Microsoft Office

	


Professional Experience

	Nintendo Software Technology – Redmond, WA
Software Engineer II (2009 – Present)
	2008 – Present

	Designed and programmed business critical solutions for technical applications, game systems, and product localization. Programmed a graphics engine capable of rendering and animating 2D sprites, 3D models, and particles. Developed a network engine for multiplayer games and communication features to leverage 3DS background communications technology. Programmed an event-driven UI framework and UIs for retail products. Demonstrated ability to multi-task between multiple programming disciplines and hardware platforms.

	· Led the engineering team for product localization
· Received consistently high marks on annual reviews

	Associate Software Engineer (2008 – 2009)
	

	Programmed logic for online game modes, high level networking, synchronization and save / load of user-generated and downloadable content, and game UIs.

	· Initial contract was extended based on performance

	
Summary of Projects

	Mario vs. Donkey Kong: Mini-Land Mayhem!
Software Engineer II
	Nintendo Of America
Nintendo DS

	· Programmed the game UI, rendering and animation of UI assets, high-level network systems and error handling, data synchronization and save / load of user-generated and downloadable content
· Designed and implemented the data pipeline and binary format of UI layouts and assets

	Mario vs. Donkey Kong: Minis March Again!
Associate Software Engineer
	Nintendo Of America
Nintendo DSiWare (Download)

	· Programmed the game UI, high-level network systems and error handling, data synchronization and save / load of user-generated and downloadable content

	Block Breakers
Lead Programmer, Engine & Artificial Intelligence
	Student Project

	· Led a team of five engineers and one artist
· Developed and designed the technical documentation for the engine and its core technology
· Programmed a multi-language engine using C++ and Lua, object management and factory creation, memory management, input, and an event-driven UI framework
· Programmed AI logic using state machines, pathfinding, dynamic steering, and smart terrain
· External tools included Direct3D, DirectInput, DirectShow, Boost, STL, FMOD, and Lua

	S.O.S. (Shoot on Sight)
Programmer, Lua & Artificial Intelligence
	Student Project

	· Integrated Lua API into the engine and programmed wrappers for multi-language state machines using C++ and Lua
· Programmed AI logic using state machines, pathfinding, dynamic steering, and enemy spawning
· External tools included Direct3D, Lua, STL, FMOD

	Firestorm: Arena Combat
Programmer, Lua & Artificial Intelligence
	Student Project

	· Programmed goal-based AI logic, dynamic steering, and swarming
· External tools included OpenGL, STL, and FMOD

	Education

	DigiPen Institute of Technology
Received B.S. in Real-Time Interactive Simulation (Computer Science)
	Redmond, WA

	· Relevant coursework in real-time graphics, artificial intelligence, networking, and 3D math
· Recipient of award for Best Senior Game and Best AI In A Senior Game

	Mount Wachusett Community College
Received A.S. in Computer Information Systems
	Gardner, MA





