[bookmark: _p8uh3wcdd361]Aaron Marshall – Senior Game Engineer 
[bookmark: _q3eoqko5ww6x]Phone - 805-864-6698 | Email - a.marshall@gamemarz.com | Location - Los Angeles, CA
[bookmark: _vq7032xgs115]Website - www.gamemarz.com | Linkedin - https://www.linkedin.com/in/aaron-marshall-gamemarz/
[bookmark: _f1sz1clo4er9]Summary
Passionate game programmer and designer with over 16 years of experience on 20 different projects.  Focused on developing, designing, testing, and maintaining video games and business software. Dedicated to  being a leader by communicating, listening, documenting, planning, and working hard. 
[bookmark: _uu49b5rskqmr]Experience
[bookmark: _ygpay3m4pawj]Senior Game Engineer - InMotion Software | Jun 2021 - Present
• Project - Multiple Unreal 4 Projects for PC, iOS, and Android (Cannot Specify). Multiple Custom Engine Projects for PC and Console (Cannot Specify). Multiple Unity Projects for PC (Cannot Specify).
• Tasks - Designing, programming, and debugging Input Systems, Animation State Machines, AI Blackboards/Behaviors, UI/UX Systems, and various Gameplay Systems specific to the projects.
• Teamwork - Working with external teams to help them finish their projects.
• Leadership - Spearheaded gameplay systems on internal projects.
• Extras - Integrated AWS Gamelift and Flexmatch into an Unreal 4 Project. Worked with AWS engineers directly to suggest improvements for Gamelift and Flexmatch.
[bookmark: _es9gupsmh72i]Game Programmer - Pure Imagination Studios | Jan 2020 - Jun 2021
• Project - Army of the Dead VR Experience in Unreal 4 for PC (Location Based Experience).
• Tasks - Designed, programmed, and debugged various gameplay systems, integrated custom hardware.
• Teamwork - Collaborated with the core team to integrate the gameplay and custom hardware. Worked with a third party developer to upgrade their plugin used for the custom hardware.
• Leadership - Worked with the directors and producer to achieve the product vision.
• Extras - Assisted in showing off all projects being worked on to interested third parties.
[bookmark: _tof3nrn1o6rx]Lead Unreal Developer - Game Changer MVP | Jun 2019 - Jan 2020
• Project - Multiple Unreal 4 simulations for PC that were displayed on Jumbotrons in stadiums. Multiple web-based mini-games that were played by sports fans in tandem with the Unreal 4 simulations. These were played at major sporting events.
• Tasks - Planned, programmed, and debugged various Unreal 4 simulations and web-based mini-games. 
• Teamwork - Collaborated with all teams to keep functionality working across the Unreal 4 simulations and the web-based mini-games.
• Leadership - Lead the programming team in Unreal 4 to ensure simulations were complete and compatible.
• Extras - Created the organization structure for the Unreal 4 simulations, which enabled assets and code to be reused as new projects were commissioned. 
[bookmark: _nh271tot89er]Game Programmer/Designer - Pure Imagination Studios | Jul 2018 - May 2019
• Project - Alien: Descent in Unreal 4 for Android (Location Based Experience).
• Tasks - Designed, programmed, and debugged the Queen Boss Scripts, AI BT, and Animation FSM.
• Teamwork - Collaborated with the animators to get the Queen animations working with gameplay.
• Leadership - Worked with the directors and producer to achieve the product vision.
• Extras - Designed, programmed, and debugged the Scripts, AI BT, and Animation FSM for a new project.
[bookmark: _6soub2qpk8hr]Lead Game Programmer/Designer - VRWERX | Oct 2016 - Dec 2017
• Project - Paranormal Activity: The Lost Soul in Unreal 4 for PC, PS4, PSVR, Rift and Vive.
• Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
• Teamwork - Collaborated with the artists to get the art working with gameplay.
• Leadership - Worked with the directors and producer to achieve the product vision.
• Management - Created and assigned tasks for the junior programmer and the artists.
[bookmark: _xdo4p1k29qxq]Lead Programmer - Streamline Studios | Aug 2013 - Oct 2016
• Projects - Final Fantasy XV in Luminous Studio for PS4 and Streamframe for Web.
• Tasks from Square Enix - Improved and polished Final Fantasy 15 for release.
• Tasks - Designed, programmed, and debugged front end and back end features for Streamframe.
• Teamwork - Collaborated with programmers on tasks and performed code reviews.
• Leadership - Worked with other leads to ensure tasks were finished, and performed interviews. 
[bookmark: _7t9tl46i428r]UI/UX Programmer - Lukewarm Media | Aug 2012 - Jun 2013
• Project - Primal Carnage in Unreal 3 for PC.
• Tasks - Designed, programmed, and debugged most of the in game UI/UX and menu UI/UX.
• Teamwork - Collaborated with programmers to fix gameplay bugs and create features.
• Leadership - Spearheaded the UI/UX needs for this project, including multi-language support.
• Extras - Did pre-production, prototyping, and Unreal 4 beta evaluation for the next project.
[bookmark: _4anx6z5cmdy8]Consultant - Halon Entertainment | Apr 2011 - Jun 2011
• Project - World War Z Movie Previsualization tests in Unreal 3.
• Tasks - Determine the viability of Unreal 3 in the Previsualization pipeline.
• Tools - Built tools in Python for Maya and tools in Photoshop to improve those pipelines.
• Teamwork - Worked with team members to understand the differences in the current pipeline.
• Extras - Analyzed the artistic capabilities of Unreal 3, such as camera controls and rendering. 
[bookmark: _kmbwqab0jf19]Game Programmer/Designer - GameDesk | Nov 2010 - Apr 2011
• Project - Temperature Game in Game Maker for PC.
• Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
• Teamwork - Created tutorial documents for Game Maker to help teammates and students.
• Teaching - Worked with teachers in developing a game programming math curriculum.
• Extras - Did prototyping for additional levels and gameplay mechanics. 
[bookmark: _pb94ywf4aues]Lead Game Programmer/Designer - Game Wizards | Jan 2011 - Sep 2011
• Project - Ovarium The Battle Within in Unreal 3 for iOS.
• Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
• Teamwork - Facilitated the implementation of the team’s art, sound, and level design.
• Leadership - Project co-lead who managed and collaborated with 3 team members.
• Management - Created and assigned tasks for the artists, voice actor, and sound designer. 
[bookmark: _jn75x07xabe]Lead Game Programmer/Designer - Game Wizards | Apr 2010 - Dec 2010
• Project - Stack-A-Bull in Unreal 3 for PC.
• Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
• Teamwork - Facilitated the implementation of the team’s art, sound, and level design.
• Leadership - Project Lead who managed and collaborated with 8 team members.
• Management - Created and assigned tasks for the artists and sound designer.
[bookmark: _y03nr11k4lvp]Game Programmer/Designer - Game Wizards | Jan 2010 - Apr 2010
• Project - Exodus in Unreal 3 for PC.
• Tasks - Designed, programmed, and debugged most of the weapons, in game UI/UX, and menu UI/UX.
• Teamwork - Worked with the project leads to ensure the weapons and UI/UX worked in the levels.
• Leadership - Spearheaded the completion of the remaining programming tasks.
• Extras - Added in the loading screens and packaged the game for distribution. 
[bookmark: _iiopc62mo66r]Software
Unreal 5, Unreal 4, Unreal 3, Unity, Maya, Max, Zbrush, Photoshop, Illustrator, Flash 
[bookmark: _nmuph5n65cas]Languages
C++, C#, Blueprint, Kismet, HTML, Javascript, PHP, AS 2.0, AS 3.0, Python 
[bookmark: _cci6a6ffb1ew]Education
2011 B.Sc in Game Art and Design at The Art Institute of California
