
Ben Johnson
My Portfolio: www.innovationtheorygames.com/
1741 Glidden Ct.                                                                      Home: (858) 715-8127 Cell: (858) 344-5776

San Diego, CA 92111 USA                                                                                        bjohnso2@digipen.edu

Objective 
Full time employment in a design or programming position on a team passionate about creativity and making great games.
Education
· B.S. Real-Time Interactive Simulation – DigiPen Institute of Technology – Graduated May, 2009
· B.A in Psychology w/ Computer Science Minor – Point Loma Nazarene University – Graduated May, 2005
Relevant Coursework:

Winner of 2009 AGDC Game Narrative Review Contest, GDD creation and iteration, Game Design, Level design, C++/C# Application development, gameplay programming, AI programming, 2D/3D graphics programming, Effects programming, UI programming, Data Structures and Algorithms, Image Processing, game code debugging, gameplay and systems troubleshooting, game project management, Agile Development, Radiant Editor, Hammer Editor, Microsoft Visual Studio 2005.
Relevant Experience

Level Design Intern at Airtight Games: 5/2008 – 8/2008
· Game Worked on: Dark Void 
· Worked closely with and contributed to content design team
· Updated level data using UE3 (cover and pathing) as levels are updated to proxy geometry.
· Designed AI path and player/AI cover nodes layouts 

· Using Unreal Kismet, scripted fun and engaging combat.

· Designed and built a full map around a mini-quest high concept
Lead Designer, Level Designer, Effects Programmer: 5/2007 - 11/2008
· Game Worked on: Johnny Origin - Junior/Senior Project
· Designed and iterated on 10+ levels through multiple iterations of the game

· Wrote particle spawning and pattern functions for game effects.
· Engineered prototype graphics and camera system using OpenGL, implemented in-game tool.

· Helped troubleshoot and refine gameplay, maps and controls based on playtest feedback.
Lead Designer, Level Designer, Gameplay/AI Programmer: 8/2006 – 4/2007

· Game Worked on: Fury’s Vengeance Too: The Revengeance – Sophomore Project
· Wrote the prototype graphics and file I/O framework

· Lead programmer for enemy and boss AI

· Responsible for game design document and design of all 3 levels

· Wrote score system for enemy kills and graphical scoreboard.

·  Programmed/Debugged various elements of physics and animation frameworks
REFERENCES

Jose Perez (Supervisor)

Lead Game Designer

Airtight Games

jose@airtightgames.com
(425) 891-5971

Ben Ellinger (Professor)

Professor/Game Developer

DigiPen Institute of Technology

bellinge@digipen.edu
(206) 353-1384

Will Edgette (Friend, Co-Worker)

Build Engineer Intern

Airtight Games

torsoboy@gmail.com
(810) 824-2512

Tyler Shaub (Friend, Co-Worker)

Student

DigiPen Institute of Technology

tshaub@digipen.edu
(425) 279-3170

Languages


C++


C


C#


Assembly





Level Editors


Radiant


Hammer


Unreal





Graphics


OpenGL


DirectX


Win32





AI


Finite State


A*





Applications


MS Visual Studio


SVN


Perforce


MS Office





Art


3D studio MAX


Paint.Net








