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Brett Adams

	Experience
	Sep 2000(Jul 2001
Flavor Software, Inc.
New York, NY

Software Engineer

· Designed and implemented Flavor Software’s implementation of the MPEG-J standard as defined by the MPEG-4 working group.  By adhering to the MPEG-J API Java code within an .mp4 file can programmatically control the graphical scene, network and other properties of the .mp4 file and local player.

· Using the Java Native Interface and Invocation API, I developed the system which allowed the person creating the .mp4 file to communicate with the scene description of the .mp4 file and the client MPEG-4 player.  This included writing the Java classes that a content creator would use as well as the C++ code to bridge the communication between the Java code and the native code of the player.

· Gave feedback on many architectural issues of the main player and worked on a lot of smaller projects including redesigning the architecture of the player to combine and simplify the code for the main player and WinAmp plug in.

· Provided input on new developments and directions for the company including news ideas and features for the MPEG-4 player and the content creation tools.

	
	Aug 1999(May 2000
University of North Texas
Denton, TX

System Administrator / Lab Manager of Game Development Lab

· Maintained a Windows NT domain server and Ethernet LAN containing 13 networked computers running WinNT and Win98.

· Managed user and group accounts.

· Aid other game developers with C++ and DirectX questions.

	
	Sep 1999–Jan 2000
University of North Texas
Denton, TX

Lead Programmer of RoboPanic
· Led a team of 3 engineers, an artist and a musician to create a top down, 2D graphic adventure game demo.

· Designed the overall architecture for the game engine and graphic systems.

· Handled all version and configuration management.

· Wrote the base code for the graphic system in C++ using the DirectX APIs and the Standard Template Library. The base graphic system included the tile system, the item and entity management in the game and the collision detection systems. 

· Developed a graphical tool in Java, using the JFC/Swing API, to layout and save the rooms of the game in a proprietary format that could be read directly by the game engine.

	
	Dec 1998-May 1999      University of North Texas                   Denton, TX

Developed a 3D Studio Model Viewer

· Wrote a 3D Studio model viewer in Java that would parse a .3ds file and render the model into a JFC/Swing canvas window.

· Included features for dynamic lighting, camera navigation, keyboard and mouse controlled model translation and the ability to toggle certain features of the rendered model.

· Assessed the Java3D API for its applicability in interactive 3D games.

Apr 1997–Sep 1998
Independent Project


Developer of X Query Server
· Developed a graphical application to query information about an X server from local or remote X servers.

· Wrote in C a GUI front end using the X11/Motif toolkit and back end using the Xt and Xlib libraries.

· Designed and developed a cross platform build system using the GNU Make and Autoconf utilities.

· Used Linux, SunOS/Solaris and V5r4 flavors of UNIX for development and testing.

	Education
	1995–2000
University of North Texas
Denton, TX

· Bachelor of Science in Computer Science and Mathematics minor.

1997–1998
University of Glasgow
 Glasgow, Scotland

· Study abroad program through the University of North Texas.

	Other Skills
	Operating Systems

· Unix, various flavor including Linux 1.3.x – 2.4.x, Solaris and Version 5: 6 yrs.

· Win 95/98/NT/2K: 6 yrs.

· Win3.1/DOS: 9 yrs.

	
	Programming/Scripting Languages 

· C/C++ using GNU C/C++, Visual Studio 4/5/6.0 and Watcom 10.6/11: 5 yrs. 

· Java using Sun and IBM development kits 1.2-1.4: 3 yrs.

· Misc: Lisp, Scheme, Ada97, x86 assembly, UNIX bash shell, GNU Make, MS Batch scripts.


