Nick Sabalausky

1240 Ford Rd. ◦ Lyndhurst, OH 44124
440.684.7264 ◦ bus_monster@twistedpairgaming.com
Experience
Embedded Systems Programming (Contracted)
Nurve Networks LLC (http://www.xgamestation.com) - Danville, CA - Fall 2005 to Spring 2007

Skills: Embedded Multiprocessing System, Proprietary Language of SPIN, Assembly Code, Audio Signal Processing
· Showcasing the abilities of "Hydra" hobbyist game console kit by writing and documenting demonstration software on a prototype unit.
Web Developer
Lakeland Community College (http://www.lakelandcc.edu) - Kirtland, OH - Winter 2005 to Summer 2006

Skills: IIS Server, MS SQL Server, ASP, VBScript, JavaScript, DHTML, RSS, XML, HTML, CSS, HTTP, SMTP, Photoshop
· Improved and maintained a database-driven event calendar system.
· Developed an easier to maintain, more accessible drop-down navigational menu system.
· Implemented new sites for the Lakeland Institute and the Men's Center's "Men's Guide"
Information Technology Intern
Progressive Insurance (http://www.progressive.com) - Mayfield Village, OH - Summers 2001, 2002

Skills: ASP, VBScript, JavaScript, WAP/WML, PalmOS (PDA), SourceSafe, HTTP, HTML
· Created “Factoid of the Day” quiz application for PDA and cell phone web sites.

· Designed and built basic survey capabilities for the PDA and cell phone web sites.

· Implemented monthly changes and additions to the policy-holder web site.
Computer Game Developer (Contracted)
Xtreme Games LLC (Now "Nurve Networks LLC" ) - San Jose, CA - Winter 1998 to Fall 2002

Skills: C/C++, DirectX, Assembly Code, Paint Shop Pro, Audio Editing
· Designed and built budget-market Windows games

· Mechapede: A "Centipede" clone. Released for online distribution in Fall 2002.

· Zarkanoid: A "Breakout" clone. Released for retail distribution in Winter 1999.

Independent Development

Skills: .NET, PHP, C#, Digital Mars D, C/C++, Java, OpenGL, Digital Electronics, Embedded Systems, Assembly Code, Game Boy Advance, Client/Server Networking, Nullsoft Installation System (NSIS), Subversion Source Control

· Electrical Engineering: Designed/built a working read/write device for a parallel EEPROM chip.

· Enabled use of Microsoft Visual Studio for creating Game Boy Advance projects by developing a custom Microsoft Visual Studio AppWizard Plug-In. (http://www.twistedpairgaming.com/gbadev)

· Combined the D language and Game Boy Advance branches of the GCC compiler to create the first known Game Boy Advance program written in D.

· Wrote short introductory tutorial and accompanying sample program for programming 3D graphics in Java using OpenGL.

· Developed software for "retro" systems: Atari 2600 and Apple II.

· Started programming at age of seven.

Awards
3rd Place in PDRoms (http://pdroms.de) Game Coding Competition #2.5 (2004)
· Highest ranked entry by a single-person team

· Time limit of 18 days / Theme of "Old LCD-style game"

· Entry was an action game and 'intro' for Game Boy Advance

3rd Place in Xtreme Games LLC 128k Game Development Competition (1999)
· Time limit of one month / Size limit of 128 kilobytes / Theme of "Retro Game Remake"

· Entry was a 3D Centipede-clone for Windows

