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	4758 Forman Ave #10

Toluca Lake, CA 91602
	Phone: (818) 769-6870 
Cel:(818) 415-0345  timtrzepacz@softegg.com 


Objective

Programming, design, or other creative work on a contract basis.
Summary of qualifications

Fifteen (15) years of game industry experience on over twenty (20) titles. Several were multi-million sellers!
Platforms and Titles

	Microsoft X-Box
	Sony Playstation 2
	Sony Playstation 1
	Sega Saturn
	MS-DOS
	Sega Genesis
	Sony PSP
	Nintendo DS

	From Russia with Love
	Ratchet and Clank 

Ratchet and Clank 2: Going Commando 
From Russia with Love
Portal Runner PS2
	Portal Runner PS1*

Lunar 2: Eternal Blue

Vanguard Bandits

Silhouette Mirage

Lunar: The Silver Star Story
	Iron Storm

Dragon Force

Albert Odyssey

Magic Knight Rayearth
	Princess Maker 2*

Magic: The Gathering*
	Pirates! Gold
	Silent Hill* 

Ratchet and Clank: Size Matters
	Upcoming Educational Game!


* = unreleased titles

Skills and Duties

 2004 - Present
SoftEgg Enterprises
Toluca Lake, CA

Consultant

· Provides freelance consulting services on a large variety of technical and creative projects. From programming to design to marketing, from installation to outsourcing, from private sector to military contracts, I’ve done it all!  Clients include Electronic Arts, Climax Group, High Impact Games, Knowledge Adventure Company, BAI Aerosystems, TimePlay / Big Deal Games, and many, many others!
2001 – 2004
Insomniac Games
Burbank, CA 
Senior Gameplay Programmer

· Management, and programming for many levels of Ratchet and Clank 1 & 2. Worked closely with artists and designers to make sure all assets were available when necessary. Programmed every single object in several levels, including enemy AI and behavior, vehicle physics, weapons, special effects, and level logic. Creation of simple animated prototype objects and level editing using Maya.  Ratchet and Clank was even shipped as the “pack-in” game with the PS2 in Japan!
 2000 – 2001
3DO
Redwood City, CA

Software Engineer III

· Shadow subdivision, camera specification, localization system, memory card, text and menus, windows based tools (MFC & C++ Builder).

 1995 – 2000
Working Designs
Redding, CA

Lead Programmer

· Localization programming for Sega Saturn and Playstation One, including: asset recovery (data hacking), utilities programming, dual shock programming, data compression, memory card system, as well as management and light translation (Japanese to English).

 1995 +
Adventions/SoftEgg
Columbia, MD

Producer / Programmer

· Licensing, management, and localization programming (8086 assembly).

 1992 – 1995
Microprose Software
Hunt Valley, MD

Programmer

· Programming (C and 68000), animation system design and programming (MS-DOS and Sega Genesis), animation scripting, user interface programming, movie player programming.

Education

 1987 – 1991
Virginia Tech
Blacksburg, VA 
Electrical Engineering – Bachelors of Science Degree

Concentration in Computer Engineering

Professional experience
 2004 - Present
SoftEgg Enterprises
Toluca Lake, CA
Consultant

· Provided special effects, game play, and front-end programming services to High Impact Games on Ratchet and Clank: Size Matters for the Playstation Portable (PSP).

· For Climax Group, provided game play, camera, and engine programming on Silent Hill: 0rigins for Playstation Portable (PSP). Some of the early engine work was shared with Oblivion for PSP, before they switched to Renderware. I also game some very brief assistance on the memory manager for Steel Horizion for Nintendo DS.

· Provided UI, HUD and game play programming for James Bond 007: From Russia with Love on Microsoft X-Box, Sony Playstation 2, and Nintendo GameCube for Electronic Arts.

· Wrote design documents for TimePlay / Big Deal Games i-Cinema platform.

· Programmed a section of a not-yet-announced educational game for Knowledge Adventure Company.

· Provided military systems programming for BAI Aerosystems / L3 communications.
· Created invention demonstration animation video using Maya and voice over audio using Ableton Live for Sossy’s Originals.
· Designed and coded small business websites, produced audio for voice actor demo reels, music CDs, and live performances.
 2001 – 2004
Insomniac Games
Burbank, CA 
Senior  Gameplay Programmer

· Responsible for managing artists and designers to make sure assets were available when necessary.

· Coded every single object, enemy AI, effect, vehicle, gadget, particle, etc. in three levels of Ratchet and Clank 1 for Sony Playstation 2, as well as half of the weapons and gadgets, vehicles, and many others in C with a smattering of C++. Highlights: a generic particle system, a genetic algorithm for generating fire, an in-game value tweaker for game objects, fully-autonomous “Agents of Doom”…
· Coded every single object, etc. in three levels of Ratchet and Clank 2, as well as the mining vehicle and hang-glider, intelligent troopers who use cover, reflection mapped water that turns into ice, special algorithms to reduce processor usage by hidden objects.
· Coded prototype levels, weapons, enemies, space combat, dynamo pad animation, and much more for Ratchet and Clank 3. 
 2000 – 2001
3DO
Redwood City, CA 
Software Engineer III

· Created a shadow subdivision system on PS1 so that shadows would conform to terrain geometry. 

· Programmed a “localization-ready” WYSIWYG font and text editor for both PS1 and PS2 projects with Microsoft Visual C++ and MFC and implemented the corresponding text engine on both platforms. 

· Implemented all menus and memory card code for both projects, including 3d animated objects and particle effects in all menus. 

· Created a terrain attributes tool for the PS1 project using Borland C++ Builder. 

 1995 – 2000
Working Designs
Redding, CA  
Lead Programmer

· Handled all programming on conversions from Japanese to English for Iron Storm, Dragon Force, Albert Odyssey, Magic Knight Rayearth, Lunar: The Silver Star Story, and Lunar: Eternal  Blue. Implemented text engines with kerned or proportional fonts, data compression, dual-shock support, memory card systems, asset recovery programs, speed optimization, etc.

· Programmed and managed programming on Silhouette Mirage, and Vanguard Bandits.

· Managed translation staff on Lunar: The Silver Star Story, Vanguard Bandits and Lunar: Eternal Blue. 

· Created automated system to match mouth movements of animated characters to pre-recorded audio data for Magic Knight Rayearth, saving the company thousands of dollars!

· Created system to automate translation of source code comments using ATLAS translation software, saving the company tens of thousands of dollars of translation costs!

· Created Cat’s Eye, a generic art extraction program (running under Windows) to graphically browse undocumented binary data files and extract art data.

· Created programs to replace audio and video data in a compressed Cinepak movie without recompressing data.

· Created 8-player “bonus games” Lords of Lunar and Lunar Space for Lunar: The Silver Star Story and Lunar: Eternal Blue.

· Created map editing utilities running under Microsoft Windows with Borland C++ Builder.

· Performed light Japanese to English language translation tasks on all titles.

 1995 +
Adventions/SoftEgg
Columbia, MD 
Producer / Programmer

· Handled licensing, management and programming for the English language release of Princess Maker 2, a game licensed from Gainax Co., Ltd. of Japan.  

 1992 – 1995
Microprose Software
Hunt Valley, MD 
Programmer

· Handled animation, game play and tools programming on Pirates’! Gold and other games for the Sega Genesis. 

· Handled programming on Magic: The Gathering for MS-DOS (unreleased). This included all user interface code for the entire game, including a 256 color Autodesk Animator animation player, a full bitmapped graphics library featuring graphics compression and “on-the-fly” instant decompression, a full windowing system and a full-featured non-modal dialog system. Also created the “face-maker” program for the online game. 

For more details, see the online version at http://www.softegg.com/Resume/ .








