Jason R. Eaton
2461 Hoover  -  West Bloomfield, MI 48324  -  Cell:  (248) 933-1459  -  eatonj@umich.edu
Projects Web Site/Online Resume:  http://www-personal.engin.umd.umich.edu/~eatonj/myhome.html
OBJECTIVE


Seeking game entry level software engineering/programming position.
EDUCATION
University of Michigan - Dearborn, Dearborn MI
Working on Masters in Computer and Information Science




2008-Current
University of Michigan, Ann Arbor MI







2001-2006
Bachelor of Science and Engineering in Computer Science - GPA 2.745 / 4.000
Oakland Community College, Bloomfield Hills MI





1999-2001
GPA 3.609 / 4.000
Related Coursework:  Structured Programming I & II, Engineering Physics I & II, Calculus I - III, Discrete Mathematics, Intro to Computer Architecture, Matrix Algebra I, Statics & Dynamics, Interactive Computer Graphics, Object Oriented Advanced Programming, Intro to Logic and Design, Intro to Computer Organization, Computer Game Design, Major Design Projects, Programming Languages, Operating Systems, Networking, Compiler Design, Computer Animation, Software Architecture and Design Patterns, Algorithm Design and Analysis
Related Projects:
 - Designed a 2d fighting game “Red Reflex” using dx framework



Fall 2003
 - Worked on 3d tank game using OpenGL






Winter 2003

 - Lead programmer for board game “Hexspace” using dx framework



Winter 2003
 - Wrote tile engine for “Aqua Teen Hunger Force” GBA game using HAM


Winter 2004

 - Independent study on collision detection and response in video games



Fall 2005
 - Wrote Binary Space Tree (BSP Tree) generator for Hexen maps for algorithms class

Fall 2009
EXPERIENCE
Direct Brain Interface Project








Ann Arbor, MI
Software Engineer









2009-Current
- Documented BCI 2000 code

- Designed training "games" for direct brain interface
- Extended BCI environment for drawing sprites and programming "games"
Related Projects:
 - Designed side scrolling fighting game engine using my own dx framework


Fall 1999
 - Designed networking layer for multiplayer using winsock based library libnet


Spring 2003
 - Assistant programmer for “Marble Bandits" using Open Dynamics Engine (ODE) 

Winter 2004
 - Designed dungeon generator for games with tile based maps




Summer 2005

 - Lead programmer for “Monkey” game, created for 48-hour game contest  (earned third place)
Fall 2005
 - Created tile based 3d collision engine, for games that play like the 2d predecessors

Summer 2007

 - Ported “Monkey” game to flash Actionscript 3.0, uploaded to Kongregate


Winter 2008

 - Created and gave tutorial for flash game design for WolverineSoft members


Fall 2008
COMPUTER SKILLS

Environments:  UNIX, MS-DOS, MacOS, Windows
Applications:  Microsoft Word, Excel, Matlab, Power Point, Visual Studio, Dreamweaver, Flash IDE
Languages:  C, C++, Java, Actionscript 3.0, Perl, Lisp, C#, Prolog, Java Script, Visual Basic, JSP, SQL, PHP
ACTIVITIES
WolverineSoft - Vice President; Various Martial Arts Programs - Ninjutsu, Tai Chi, Yoga

