Dale Chetney
644 W Noth Temple, Salt Lake City, UT 84116
 dchetney@student.neumont.edu (608)474-1665
https://www.linkedin.com/in/dalechetney  
 http://www.dalechetney.com
	Summary


· Proven competency in Graphics Card Programming, C++, and Unity.
· Experience with the Graphics Pipeline and Engine Development.
· Equally competent in working with Teams and Self-Management.
· Flexible; can perform many roles in a project, from Programming, to Music, to Design.


	Core Competencies


	· C++
· OpenCL
· OpenGL
· C#
	Software Tools
· Visual Studio 
· Unity
· Autodesk Maya
· FL Studio

	Technical Skills

· Tools Programming
· VR Development
· Game Design
· GPU Programming

	Project Experience

	Project
	Roles & Responsibilities
	Date

	  Dubwars
A video game by MURA Interactive that features music-based combat.
	  Tools Programmer

· Level Editor Development
· Gameplay/Controls programming
· Bug Fixing/Refactoring
Technologies: Unity, C#
	7/2015

	  Dragon!
A networked, asymmetric multiplayer game that supports the Oculus Rift.

One player is a dragon and the rest are villagers.

http://dalechetney.com/2015/01/18/a-post/
	  Designer

· Designed Core Game Mechanics
  Full-Stack Programmer
· Programmed Networking Utility

· Programmed Flight Controls

· Programmed Villager Controls

  Sound Editor
· Mixed and Edited sound effects and ambient noise
Technologies: Unity, C#, Oculus, Photon, FL Studio 11, Adobe Audition, Adobe Photoshop, Autodesk Maya 2012 
	3/2015

	  Neolithic
Allows users to generate landscapes and simulated villages/cities and import them into Unity

http://dalechetney.com/2015/01/18/pentapost/
	  Solo Project

· Wrote design document
· Technology research
· Simulation Programming

· GPU Kernel Programming

· Unity Scripting
Technologies: C++, OpenCL, C#, Unity
	11/2014

	  Wingman
A game made in Unity featuring a wingsuit enthusiast that flies from rooftop party to rooftop party to set people up on dates.
http://dalechetney.com/2015/01/18/one-more/
	  Gameplay Programmer
· Programmed aerodynamics for gliding
· Programmed player controls and camera movement
· Programmed equipment and item usage
  Music Composer/Sound Editor
· Wrote 3 songs
· Mixed and edited sound effects and ambient noise
  Tutorial Designer

· Designed Tutorial
Technologies: Unity, C#, Visual Studio 2012, FL Studio 11, Adobe Audition, Adobe Photoshop
	11/2014

	  Tribble Defence
A web game written in Javascript similar to Triple Town.

https://github.com/dragon1672/Tribble-Defense/
	  UI Programmer
· Designed GUI

· Programmed Game Grid Behaviors

· Programmed Menus

· Programmed Player input and feedback

  Music Composer/Sound Editor
· Wrote 2 main theme and 3 short songs
· Mixed and edited sound effects
Technologies:HTML5, Javascript, FL Studio 11, Adobe Audition
	9/2014

	  Vivit
A music-based mobile game that features boss fights.

http://dalechetney.com/2015/01/18/more-posts/ 
	  Solo Project

· Programmed note positioning/generation

· Designed characters

· Wrote Music

· Programmed character movement

Technologies:HTML5, Javascript, FL Studio 11, Adobe Audition
	9/2014

	  ChetEngine
My own game engine, coded in C++. Rendering with OpenGL.

http://dalechetney.com/2015/01/18/some-other-post/
	  Solo Project

· Programmed Renderer
· Programmed Shaders
· Programmed Entity component system

· Programmed Physics

· Programmed Pathing

· Programmed OBJ Reader
Technologies: C++, OpenGL, C#
	5/2014

	

	Education


Bachelor of Game Development and Software Engineering

Expected 9/2015
Neumont University
	Honors/ Awards

	· Neumont Merit Scholarship


· Neumont Project Showcase First Place Winner 

	October 2012 – September 2015
March  2015
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