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Eric Rommel
Contact Information
Address:
 12923 Wincrest Ct. Cypress, TX, 77429
Phone Number:
 (832) 326-9274
Email:  ERommel.Design@gmail.com
Summary
I am a skilled entry-level programmer proficient in C#, Game script, and Java who is currently enrolled in the Computer Information Systems program at DeVry University. I plan to graduate in November of 2008 and enter the Masters Program offered by the University of Texas in Computer Science. I hold an exemplary scholastic record and have recommendations from many of my current professors. In the past I was the lead systems developer for two successful on-line game modules, and am now developing a third module that will include many self developed artificial intelligence systems.
Education
DeVry University
Presidential Scholarship Holder (Full Tuition Coverage)

Currently enrolled, Graduation expected in November, 2008
Current Degree: Computer Information Systems
Current GPA 3.9 (out of 4.0) 
Cy-Creek High School

Graduated May, 2006; GPA 3.71 (out of 4.0)

Award: Top Performer in Computer Science
References

Moshe Kutten, Ph.D.

DeVry University

Dean of Technology 

(713) 973-3122
mkutten@hou.devry.edu
Seyed Roosta, Ph.D.

DeVry University
Professor - Programming

(713) 973-3122
sroosta@hou.devry.edu
Susan Orr, Ph.D., PMP

DeVry University
Professor - Project Management
(713) 973-3206
sorr@hou.devry.edu
Stephen Stabile, CPA


Consultant

Accountant


(281) 320-9622
LouAnn Gottschalk

DeVry University
Asst Professor - English
(713) 973-3058
lgottschalk@hou.devry.edu
Work Experience
Reynolds and Reynolds - (713) 718-1800
IT Technician: August 2007 to March 2008
DeVry University - (713) 896-3122
Tutor: August 2006 to August 2007
· Math (Pre-Calculus & below)
· English (Advanced Composition & below)

· Programming (C# and Entry Level C++)

Outback Steakhouse 
Waiter: September 2005 to July 2006
Miller Aquatics 
Pool Manager: Summer 2005
Lifeguard: Summer 2004
Programming Experience
2D / 3D Array Manipulation


Creation

Populating

Indexing


Sorting

Searching

Windows Forms Manipulation


Creation


Controlling Access



Designing Controls



Designing Input / Output Fields



Multi-Form Design



Form Disposal

Text File Manipulation


Creation


Controlling Access


Searching


Sorting


Parsing Data


Deletion

Class / Object Manipulation


Class Creation



Constructing 



Multi-Class Design



Abstract Class Design



Object Creation



Inheritance



Controlling Variable Access



Object Oriented Design



Parent / Child Relationships



Polymorphism



Disposing


Animation 


Timers


Basic Pathfinding


Basic Collision Detection


Basic Physics Equations



Basic Trigonometric Equations  



Basic Calculus Equations
Scripting Experience


Artificial Intelligence


NPC to NPC Interaction



NPC to PC Interaction



NPC to World Interaction



World to NPC Interaction 



World to PC Interaction

Event Manipulation


Creation / Death Events


Heartbeat Events



Object Interaction Events 


NPC Interaction Events


World Events
Notable Projects (Past and Current)

Neverwinter Nights Modules



Anchorome: (Beta Entered on June 2007)

Anchorome was solely designed and created by me to show my abilities to design and create interactive worlds. It was created to be a realistic environment that depends on system efficiency and not human control. It hosts many artificial intelligence systems that allow it to act independently of human control. Due to a lack of project scope and support it is no longer hosted or receiving updates. Its current systems allow it to generate random NPC encounters that interact with each other tactically. The experience and death systems cater towards a role playing environment by rewarding social behavior and discouraging mindless dungeon grinding. 


Tales of the Silver Marches: (Lead Scripter for 6 months)

Tales of the Silver Marches (TSM) is a conglomerate work from many different designers and scripters over the past four years. I took the position as Lead Scripter for the module and helped implement several of the artificial intelligence systems hosted in Anchorome into the TSM module. Due to struggles between the Host and GM over ownership I left and began designing Lost Continent.



Lost Continent: (Still in Design Phase)

Lost Continent is a new game module that I am currently designing to replace Anchorome. Envisioned to surpass Anchorome in system interoperability and realism Lost Continent’s systems are designed for simplicity and ease of install. Its systems will rely on local variables for diversity, thus allowing a single AI system to cater to the entire module. All of the designed systems are simplified upgrades of the Anchorome systems and have physical code supporting their design. 

C# Programs



Zombies 2.0 (Alpha entered August 2007)


Zombies 2.0 is an electronic rendition of the Zombies tabletop game. It is a turn based game in which the player must escape a zombie infested city. As the player progresses they find weapons and armor that aid them in escaping the city. I have built a map editor and user interface for the game and am currently working on the Game Engine itself. 
Extracurricular Activities
Cypress Creek High School Debate Team: 2002 – 2004
Cypress Creek High School Web Site Design Team: 2004 – 2006
Developed web pages or various school organizations
Flight Lessons: Wings of Houston Flight School: 
Total Flight Time: 120 Hours
Cy Fair Christian Church Youth Group:

Computer/AV Technical Crew: Prepared custom videos and presentations for weekly events.
Service Projects:

Evergreen Acres Food Drive: Helped organize and manage a neighborhood food drive for the local food shelter (7 years).
Hurricane Katrina Relief: Worked at Houston Northwest/Cy-Fair Distribution Center loading and organizing relief supplies
Eldridge Retirement Home: Entertained and interacted with the elderly residents
North Oaks Boxing Gym: Painting and odd jobs
Vacation Bible School Teen Helper: Helped teach weeklong program to over 100 children
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