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y very own King’s Quest Clone (from 1990’s some}im



January 2009 — Present

Alan Wake — Remedy Entertainment

Description:
I’'m currently working at Remedy as a Tools & Tealogrammer
Have gotten to know the Xbox 360 very well durihg tast 2 years
My biggest responsibilities during Alan Wake was tontent
pipeline, localization support and the DLC system




February 2008 — August 2008
Earth No More — Recoil Games

Description:
| worked as an Al programmer
Got to know the Unreal 3 Engine & Unreal Scripttprevell
Built a hierarchical decision making Al based olevance
calculations
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September 2007 — February 2008
Tower Bloxx Deluxe (Sumea Studio, Digital Chocolaje

Description:
| worked as Lead Programmer on this project (3 mogners, 3
artists, 1 designer)
Casual PC Game, DirectX 9
Simple Game Mechanic (Build Towers, one button gaiag)
City Mode (Puzzle Game)



~2006 — September 2008

The Tales of Bingwood (Hobby Projectwww.bugfactory.fi)

Description:
A retro style point-n’-click Adventure game (32@240)
Engine and Tools by me
Implemented a Scripting language from scratch
Simple WYSIWYG Editor



February 2007 — August 2007
Tornado Mania 3D (Sumea Studio, Digital Chocolate)

Description:
| worked as Lead Programmer on this project (2 @nogners, 2
artists, 1 designer)
Mobile 3D Game, (Using M3G & Mascot API)



June 2006 — September 2007:
Day of Wrath (Hobby Project, First-Person Adventure Game)

Description:
Engine & Tools written completely from scratch bg.m
Facial Animation Engine
Random Face Generator
Interactive Surfaces (like in Doom3) created wittndool similar to
Flash
Several Tools including, Facial Animator, Lip-Syheol, Dialog Flow
Game Monkey Script
3D Models are created, UV-mapped, rigged by me tegxdtred
though)



2005 - 2006:

General Balance (Hobby Project, RTS Game)
http://www.cjgraphic.com/balance/index.html

Description:
Programming, Design & Art by me
A Real-Time Strategy Game
Terrain Engine + Editor
Non-tile based Fog of War
Rudimentary Hierarchical RTS Al
Hilarious name generator



2004 — 2005:
Master's Thesis

Description:
Medical Imaging with Direct3D
Visualizing large datasets with limited resources
Implemented / Extended existing clustering alganith
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