	Patrick C. Dugan
patridu__at___88hz__dot__com (sorry for the formatting, fighting off spam bots)

	OBJECTIVE

	
	Software Engineer seeking Game Audio Programmer position.

	Computer skills

	
	Languages and Programming
· Proficient in: C++, Wwise, FMOD, Max/MSP, Object Oriented Programming, Audio DSP Algorithms
· Familiar with: TFS, Product Studio, Ad-hoc and Directed Testing

	Experience

	
	Software Design Engineer in Test
	May 2007 – Jan 2009

	
	Microsoft Games Studios, Games Test Organization, Redmond, WA
· Wrote an XAPO Aural Exciter plugin for use in Fable II (Xbox 360). The plugin was used to vary the timbre of sword impact sounds, to make the sword sound as if it is resonating depending on where it is hit.

· Wrote audio asset sanity-checking tool, using DSP techniques to detect silence at the beginning and end of VO and foley effects.

· Wrote a First-order reflection system for Wwise (utilizing a convolution reverb plug-in I wrote).
· Created platform and audio engine independent DSP plug-in environment to consolidate DSP across Microsoft Games Studios’ titles. The system worked with XAudio2, FMOD and Wwise.

· Implemented GTO Toolbox ASP.NET website and owned website data import tool, writing C# and SQL stored procedures.
· Maintained hook controller (C# app issuing commands over Xbox 360 debug channel). The tool provides testers with a way to automate common scenarios in Viva Piñata 2.
· Provided directed performance testing and ad-hoc testing for Viva Piñata PC and Viva Piñata 2.

· Began as an intern Summer ’07, started full-time in Fall ’07.


	
	Gameplay Programmer
	2006

	
	Artificial Studios, Gainesville, FL
· Designed and implemented (using UnrealScript and UnrealEd) several monsters for the Unreal Engine 3-powered Xbox 360 and PC title, Monster Madness.
Worked closely with other gameplay programmers to ensure cohesive gameplay experience, and to meet several high-pressure milestones.

	
	Software Engineer
	2004

	
	Neurotronics, Inc.
Wrote XML settings manager for Polysmith, Neurotronics’ polysomnograph software. The system (built into Polysmith) migrated Windows registry settings to an XML file, where the settings were maintained for future versions.



	Education

	
	University of Florida
	Fall 2006 – Fall 2010

	
	Gainesville, Florida
· Master of Science, Computer Engineering
· Taking distance education classes while working full-time at Microsoft to finish degree.

· Excelled in Electroacoustic Music Composition 

· Gained strong foundation in computer music synthesis, resynthesis and composition.

· Implemented many music synthesis algorithms in C++, including Karplus-Strong string synthesis, granular synthesis and a reverb unit.

	
	

	
	University of Florida
	Fall 2001 - Spring 2006

	
	Gainesville, Florida

· Bachelor of Science, Computer Engineering

· Cumulative GPA: 3.52/4.0
· Magna Cum Laude

· Final project: With 7 other teammates, designed and implemented (using paired programming) a side-scrolling “Marioesque” game featuring networked co-op. 

· Relevant coursework includes: Object Oriented Programming, Operating Systems, Computer Networking, Computer Graphics, Linear Algebra, Signals and Systems, Microprocessors


	AWARDS

	
	· IBM Extreme Blue Finalist

· Florida Bright Futures Scholarship Recipient


	REFERENCES

	
	· Guy Whitmore, Senior Audio Director, Microsoft Games Studios
· Kristofor Mellroth, Audio Director, Microsoft Games Studios

· Additional references and contact information available upon request.


