AARON  L. MATTHEW
6326 Lexington Apt H, Los Angeles, CA 90038
 (805) 905-8056 cell.
oizys0@gmail.com
http://www.linkedin.com/in/aaronmatthew
	OVERVIEW

    Multi-talented Designer/Programmer with a focus on Online Experiences
· Specialty in Design and Systems Architecture

· Experienced Technical Director and Project Leader
· Project Planning, Production, Development-Cycle Experience

· Expertise in Cross-Media Development for Online, Social and Mobile
· Advanced Skills in all avenues of Game Development

· Quick to assimilate new skills and processes


	REFERENCES

· Thomas Mannino

Colleague:  Meteor Games

Phone:   (323)-481-9297 cell
· Nick Thompson
Colleague:  Meteor Games

Phone:   (562)-639-4023 cell
· Evan Tallas

Colleague:  Kaiser Permanente

Phone:   (323)-420-4231 cell

	TECHNICAL SKILLS


	Game Design
	Game Development
	Web Development
	Multimedia

	· Theoretical and Craftsman

· MMO Design
· Virtual World Economics 

· Iteration and Prototyping

· Progression mapping, flow
· Social Networks, Viral

· Class and Skill balance
· Market Research
	· Modular architectures

· Data Structures, Generics

· Scripting, AI, Mechanics
· User Interfaces, Tools
· C, C++, C#, STL, ASM
· Scalable Server Systems

· Shaders and Graphics

· SVN, Jira, MS Project, Excel
	· Flash and ActionScript 3

· PHP 5, Perl 5, Python 2.6
· AJAX, JavaScript, JSON

· Prototype, jQuery, Mootools

· Web Services, SOAP, REST

· MySQL, SQL2005, Oracle 8

· Database Design, Optimization
· Caching Tiers and Deployment
	· Certified Recording Engineer

· Pro Tools, Cubase
· Sound Design / FX 

· Composition and Mastering

· Internet Radio Production

· Photoshop, Painter, Illustrator
· Cinema 4D, 3DS Max
· Internet Marketing


	RECENT WORK EXPERIENCE


ASVATHAA, Inc.


Director, Gaming Business Unit
02/2010 – Current


Santa Monica, CA / Delhi, India / Singapore
Lead various multi-shore teams of developers making social and mobile games infused with social good targeting the Asian diaspora. Designed multiple games for company brand and clients. Hired and trained multidisciplinary India team.
METEOR GAMES



Lead Game Designer and Chief Architect

12/2007 – 01/2009


West Hollywood, CA
Designed, developed, and architected cross-media MMO: Twin Skies, working with Business Development, Department Leads, and Principles. Made technical decisions, architecture diagrams and prototypes based on the design specifications.  
· Conducted product demonstrations to the press, at conventions, and to business partners.
· Produced and hosted Youtube video blogs for online promotion.
· Coordinated cross-department task forces to improve communication and let everyone be involved.
· Implemented Jira, SVN and Microsoft Project as the standard for project management.
DESIGN

· Conceptualized, implemented, and balanced all character classes, skills, progressions, and combat mechanics.
· Generated virtual world economic models, markets, and incentives based on research and projections.
· Developed fresh social mechanics for improving experience, retention, and virality.
· Worked with writing department to develop back-story and quests.

DEVELOPMENT
· Created game design spec, diagrammed class architecture, and programmed prototypes.
· Coded client and server side scripts in Python within BigWorld MMO framework.
· Created and programmed custom scripting language: ‘Gruel’ for writer/level designer scripts and end user macros.
· Architected communication across servers, 3D client, flash, web, and phone.
SKILLS USED

· MMO Design, Virtual World Economics, Social Networks, Artificial Intelligence, Scripting, Mechanics, User Interface

· Python, ActionScript, C++, STL, MySQL, PHP, JavaScript (AJAX, jQuery)
KAISER PERMANENTE


Lead Programmer

11/2005 – 11/2007


Pasadena, CA

Lead programmer and architect for a specialized, top-tier (“Black Ops”) IT team focusing on Information Gathering, Reporting, and Process Improvement projects for a network of over 200,000 machines.  
· Enterprise-scale database design, management, and optimization.
· Fourth level network diagnostics and support.
· AJAX based reporting website provided company-wide current information.
· Flex charts, flash navigation interfaces, user interface for business intelligence, data mining.
SKILLS USED

· Flex, ActionScript, SQL 2005, Statistics, PHP, JavaScript (Prototype), C#, Citrix, Windows Domain Management
· Distributed Networks, Enterprise Web Services, User Interface, Windows Batch Scripting, Cisco Routers
DATA MOSAICS, Inc.


Chief Technical Officer




05/2004 – 04/2005


San Francisco, CA 

· Technical team management, project management, and client management.
· Oversaw design and implementation of core technologies.
· Provided framework-building expertise.
SKILLS USED
· Database Design, Modular Architectures, User Interfaces, Statistics, Accounting Systems
· MySQL, PostgreSQL, Oracle, PHP, JavaScript 
ENDGAMERADIO.com


Owner, DJ

05/2004 – 04/2008


Los Angeles, CA

· Video game culture website and online radio program

· Shows discuss gamer culture, ludology, game design, news that affects the industry

· Developed Flash online chat system from scratch and socket server host

OPINIONSURVEYS.com


Lead Programmer




06/2003 – 05/2004


Glendale, CA 

· Administrated large-scale multi-server PHP/MySQL platform with load balancing and redundancy.
· Programmed market research surveys and made analysis reports based on them.
· Implemented automation systems for report data mining and delivery.
M-AUDIO



Information Systems Engineer



11/2002 – 03/2003


Arcadia, CA 

· Developed Company Intranet to improve organization built on Linux/Apache/MySQL/PHP.

· Created a task management system for delegation and ease of reporting.

· Implemented Call Tracking System / Customer Relationship Management database.

· Oversaw security measures for website and intranet.

MAXON COMPUTER, Inc.

Research and Development Manager, USA



1998 – 2001



Thousand Oaks, CA 

· Overviewed product cycle for Cinema 4D. Created and enforced development time lines.  

· Interviewed and hired new employees. Task management and delegation.  

· Competitive product analysis reports and demonstrations. 

· Primary point of contact for third party developers, including API support and research.

· Developed 3D graphics tools and plugins in C++ and proprietary COFFEE language.

· Created tutorials on high-level 3D graphics and animation techniques for software manual.

· Documented SDK.  Built online database documentation system using ASP, Perl and VBScript.
	ADDITIONAL


ATTENDED FIRST WORLDS IN MOTION SUMMIT (GDC 2008)

INTERNATIONAL GAME 

DEVELOPERS ASSOCIATION (IGDA)
Member
2006 – Present
JIG




Creator
· Self-Developed Original Flash game in Actionscript 2.0 from concept to release in under 2 weeks
· Composed Original Music for the game
· Hit front page of Newgrounds.com and Ebaumsworld.com within a week
