Job Description

Name: Jason Gionta

Email: Gionta2@tcnj.edu
Job Title: Interactive Designer

Description: My job as Interactive Designer would be to develop the controls needed to navigate our main characters through the game, as well as to add trigger events that occur throughout the game.  Such controls would include moving the character fluently through a three dimensional environment with realistic physics resulting in fun and challenging game play.  The games response to certain situations in games is critical and can make for an outstanding unique experience.   

Skill sets: (a) At the present time, I have programmed in many different languages include C and C++.  I have taken a class in circuits and low level programming.  Over the past winter break, I experimented with modifying Halo 2 characters and map files.  As a result I’ve gain a lot of experience in understanding how map files are used by the engine. (b) I hope to master the ability to create realistic feeling games through Human Computer Interaction and be able to develop my all around game designer skills so that I may hold a vast skill set when furthering my career in the gaming industry.

Computer resources necessary: A copy of the software engine we, as a development team, decide to use.  Once the engine is chosen, software can be distributed on a need be basis.  Software tools developed to aid software development.  These tools can usually be found on the Internet. Another resource for an interactive designer is current documentation on interactive development in gaming.  This can also be found on the Internet from research teams or documentation of other gaming software development projects.  Software used to compile our project.  A compiler will depend on choice of the engine.  Once the decision is made, then we can distribute software.  A computer that can handle the engine is also necessary.  Three highly advanced gaming computers will be located in Holman Hall in room 407 with all the needed software installed. 

Deliverables:  At least two map files and a modified engine to run our map files.  The delivery date is set for some time for the end of the semester.

Communication Network: Hopefully my communication network includes all of the other technical developers including Game Designer, Graphics Mapping Designer, Sound Mapping Designer, AI Programmer, and Lead Programmer.  Most of my interaction will take place with the Game Designer/Engine Programmer.  This is because I will have to be aware of internal changes within the Engine and game to I can tweak the game play.  As for the Sound Division and Art Division, most of my communication will not be directly to any group but more through group presentations or our Lead Programmer/Professor.

