Anthony Alampi
anthonyalampi@gmail.com | 860-657-3584

Design & Development Portfolio: www.anthonyalampi.com
A strong communicator and problem solver who is passionate for and experienced

with both the design and development processes of interactive software creation.
Programming Experience: 

C#, C++, GML, Python, TorqueScript, HTML5, CSS, ActionScript 3.0

Software Experience:
Unity 3D, Game Maker: Studio, Unreal Engine 4, Photoshop, Illustrator, InDesign, Flash, Maya, Mudbox, 3Ds Max, Clara.io, Tortoise SVN, GitHub, Trello, Slack, Visual Studio 2015, VSCode, Monodevelop
Professional Experience:

Design Consultant
 


Fall 2016- Present

X Factor Consultants, Round Rock TX
-Designs company logos and branding materials, designs and maintains company websites, and provides consultation services to businesses and non-profit organizations.

Curriculum Developer, Animation Consultant
Spring 2018 - Present
Coding with Kids, Round Rock TX
-Designed 30+ hours of course work for students K-8 to learn about 2D and 3D animation

-Courses cover concepts like vector and geometry editing, keyframes and tweening, staging scenes and cameras, lighting and materials, and the 12 principles of animation.
Senior Programming Instructor


Fall 2017 - Present
Coding with Kids, Round Rock TX
-Teaches students grades 6-12 about programming using Python

-Students learn to make games and other kinds of programs while learning to apply concepts like conditionals, coordinates, operations, functions, lists and data structures, memory management, recursion, and much more.

Game Programmer



Winter 2016 - Spring 2017
Invisible Collective, Austin, TX
-Programmed weapon functionality, audio implementation, and more for the PAX South 2017 release of fast paced arena shooter "Battlesloths 2025: The Great Pizza Wars", winner of the SXSW 2018 “Gamer's Voice Award” and published by Rooster Teeth Games.
UI Artist
 




Fall 2016 – Winter 2016
Megaworld Studios, Austin, TX
-Created UI elements and menus for mobile VR mech fighting game "Omegatech”.
-Conducted usability sessions with players and implemented design changes based on feedback.
-Created promotional and marketing materials and wrote game character bios.
Interactive Exhibit Designer


Fall 2015 – Summer 2016
CSC Exhibit Development Crew, Connecticut Science Center, Hartford, CT
-Created exhibit mockups, concept art, UI wireframes, digital graphics, etc, for use in science center exhibits.
Education:
A.S. Computer Game Design, GPA 3.8
Graduated Winter 2015
Manchester Community College, Manchester, CT
-Magna Cum Laude Graduate
-Phi Theta Kappa Honors Society Member, Inducted Spring 2014
