Jason Arora
	Objective

	
	To work in a great environment making fun, original, and intuitive modern day classics.

	Education

	
	2000 - 2005
   California State University

Northridge, CA

Bachelors of Computer Science






3.55 GPA
· On Dean’s List seven times
· College of Engineering and Computer Science Honors List

· Academic Performance Award

· Graduated with Cum Laude Honors

	Skills

	
	Languages

C/C++, C#, Java, MUMPS, Assembly (PEP7), Lisp, Scheme
APIs

DirectX, OpenGL, Managed DirectX, GDI+, Java AWT
Web

HTML, JavaScript, Flash, CSS, ASP.NET, ASP
Database

Cache, SQL
Software

Visual Studio 6.0/.NET, Adobe Photoshop, Microsoft Office, SourceSafe, VNC, Visio

	Work experience

	
	June 2003 – Current
Atlas Development Corporation
Calabasas, CA

Software Engineer

· Single-handedly designed object-oriented software product that handles and manipulates high-volume data.

· Planned, programmed, and implemented secure entry-point authentication in main product.
· Debug application issues using Visual Studio .NET.
· Work with coworkers in a fast-paced environment to resolve live issues on remote client machines and develop application enhancements.

	
	Aug 2002 – Jan 2003
Next Estate Communications
Monrovia, CA

Customer Care Professional

· Worked in a call center, helping new customers and troubleshooting issues for existing customers.

· Created concise and detailed reports in order to assist customers with technical issues.
· Worked with other departments to provide fast answers and solutions for customers.

	Jason Arora


	Projects

	
	The Assteroid Chronicles



Developed with C++, OpenGL, and DirectX.

3D space shooter with a classic 2D gaming feel. Created in only a month, TAC is a complete game package with standard game screens, 4 missions, huge boss battle, transitions between screens, cut-scenes, 3D particle engine, music and sound effects, and a scoring system.
Galactic Skirmish




Developed with C++ and DirectX.

2-player fighter/shooter hybrid featuring standard game screens, 2 game modes, 8 selectable characters with 2 attacks each, 3 levels, 2D particle engine, and fun yet believable physics.

Snake: Snack Attack




Developed with C++ and DirectX.

A frantic, power-up filled take on the classic Snake game.

Arkanoid#





Developed with C# and GDI+.

A simple and vibrant clone of the seminal Arkanoid game.

Clues World





Developed with VRML and HTML.

3D game where players solve simple puzzles to uncover the mystery of the haunted house.

Kung Fu Grip





Developed with C# and Managed DirectX.

2D platform game featuring multiple layers of parallax scrolling. Still in development, KFG is intended to be a uniquely mouse-controlled multiplayer ninja action-adventure.

Strange Attractor




Developed with C# and GDI+.

Graphics application that generates colorful patterns using the Sierpinski Triangle algorithm with custom color-blending techniques. Features an uncomplicated and unique user-interface.
IntuiType





Developed with C#.

An application designed to help disabled computer users. IntuiType is similar to the text-typing programs found in cell phones, but is much more robust.
Central Theater Reservation System

Developed with C#, GDI+, HTML, and CSS.

Full-featured theater reservation system with a highly intuitive and user-friendly interface. Features an animated login screen, an AutoComplete patron selection interface, beautifully rendered HTML reports, an easy seat selection interface, and more.


