Paul C. Isaac 
paul.c.isaac@gmail.com 
mobile # 512-426-2241 
Objective: 

Find a senior programming position that's challenging and fun... that will allow me to use my technical, creative and leadership skills along side a group of talented people creating high quality game software and development tools. 

I am open to full-time or contract work in the Austin area.

Experience: 

2006 - Present  DA Games 
· Senior programmer
· Researching the Unreal Engine 3 and developing a mission prototype
1997 - 2006  Digital Anvil / Microsoft
· Freelancer - PC

· lead programmer, scheduling, hiring, tool support

· managed 5 programmers, 3+ contractors

· interact with design, art and test groups

· file system, MP3 decoder, in-game performance analysis

· data editing and validation tools

· Brute Force - Xbox 

· optimization

· Project Lonestar - Xbox 360 

· Facet object / engine architecture

· Compiling XML data to binary packages

· Mission system with graphical script editor built on LUA

· Project Enwor - Xbox 360
· Procedural synthesis of plants, rocks, etc.

· Distributed data compile system

· Weapons and destructible world system

1987 - 1997  Origin / Electronic Arts 
· Times of Lore - Commodore 64 

· Times of Lore - Apple II (sole programmer) 

· Bad Blood - Commodore 64 (sole programmer) 

· Wing Commander - PC (engine, bitmap rasterization) 

· Strike Commander - PC (lead programmer, triangle rasterization, general optimization) 

· Tool support for Strike  CD, Pacific Strike, Privateer, Wings of Glory
· EOR – 3D object editor and texture tool used by at least a dozen EA games prior to the arrival of 3D Studio

· Wing Commander 3 - PC, 3DO (created 3D object editor, 3DO render engine) 

· Project Prowler - PS1, 3DO (project director - 3 programmers, 4 artists, 2 designers) 

· Wing Commander 5 - PC (mission editor) 

Education: 

University of Connecticut - Computer Science 

Skills: 

Languages - C# (3 years), C++ (12 years), C (4 years)
Assembly languages – x86, 6502, ARM, MIPS, PPC 

3D Math, Rendering, DirectX, OpenGL, Networking, Xml, Perl, LUA
Passion for optimizing math, algorithms, data structures, render, etc.

Visual Studio, Perforce, Visio, Photoshop
Libraries: Havok Physics, Granny Animation

Games & Hobbies: 

I am an avid gamer favoring Action and Adventure games. 
Halo 1-2, Oblivion, Call of Duty 2, World of Warcraft, Lego Star Wars, Splintercell, ...     Mario, Zelda, Ultima 3-4 

Rock climbing, hiking, kayaking.

References: 

"Phil Wattenbarger" pwattenbarger@gmail.com
Producer Midway

“Jorg Neumann” jorgn@digitalanvilgames.com
Producer Microsoft

More references available upon request. 
