	Ryan David Meyer

Game Developer

Phone: 206-940-7563

Email: ryandavidmeyer@yahoo.com
Website: ryan.playeveryware.com

	OBJECTIVE

To use my skills as a designer, programmer, and scripter to create original and engaging experiences.

WORK EXPERIENCE

Microsoft   Redmond,  WA    SDE   –  March 2012 – Current

         Unannounced Title -  Multiplatform   

            Technical skills used:  C++, Xaml, Expression Blend, Visual Studio 2012, TFS

            Responsibilities:

                   Created and implemented UI functionality

                   Analyzed user feedback to initiate iterative development of UI systems

                   Self driven research to use Blend Xaml controls in a custom engine

FuelCell Games     Seattle,  WA    Gameplay Developer –  Feb  2010 – Feb 2012 

         Insanely Twisted Shadow Planet  -  XBLA     

            Technical skills used:  LUA, wxLua, Bullet, Visual Studio, C++, Pix, Jira, SVN

            Responsibilities:

                   Scripted enemy AI for single player and network play

                   Designed and implemented level scenarios and boss encounters

                   Independently responsible for the camera system

                   Created co-op gameplay mode Lantern Run

           Ship Studio -  PC and Mobile (prototype)

             Technical skills used:  Unity 3D, C#, SVN

             Responsibilities:

                   Designed initial concept

                   Created game levels, scripted level objectives, and game objects

                   Object balancing and scoring design

 EveryWare     Bellevue,  WA   Lead Designer  –  May 2009 – Current

          Power Defense  -  Nintendo DSi                   

             Technical skills used:  C++, Code Warrior, Nitro / TWL, SVN

             Responsibilities: 

                   Conceived game concept and rules of play

                   Level design and creation around portable hardware restrictions

                   Trained art team to use Nintendo DSi toolset

Surreal Software     Seattle,   WA   World Designer  –  Sept 2008 – Jan 2010

         This Is Vegas  -  PC, Xbox 360, PS3                  

            Technical skills used:  Unreal Editor, Kismet, Perforce, Pix

                  Set up level streaming for an open world game

                  Positioned the traffic system including crosswalks, traffic lights, and parking

                  Applied Nav Mesh and material path types


	TECHNICAL SKILLS

Editors:


Unity 3D  


Unreal Editor


Kismet


Radiant


Hammer Editor

Programming Languages:

C/C++ (6 years)

LUA (4 years)

C# (3 years)

Visual Basic (2 years)

Perl (1 year)

APIs:

STL (3 years)

DirectX (3 years)

XNA (3 years)

Nitro / TWL (2 years)

PhysX (1 year)

 Bullet (1 year)

wxLua (1 year)

Tools:


Visual Studio


Expression Blend


TFS


SVN


Code Warrior


Pix


Jira

NOTABLE ACHIEVEMENTS

ITSP named Best XBLA Game of the Year - IGM Game Of The Year Awards 2011: Editor’s Choice 

ITSP wins Annie Award for Best Animated Video Game of the Year

EDUCATION

Digipen Institute of Technology     Redmond, WA

Bachelors Degree in RTIS 

(Real Time Interactive Simulation)

Minor in Mathematics




