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 H-6 Farmhouse Ln. Morristown, NJ 07960 • 973-796-8638 • chris.liguz7@gmail.com 
www.GhostGamesOnline.com
Objective

To work in a company involved in the game industry where I would be able to exert my strategic work methods and intuitive abilities towards programming and software design in order to help create new and entertaining games.

Education

Masters Degree in Computer Science with Distinction
2004-2007
 
NY Institute of Technology 

    

           

New York, NY
Bachelors Degree in Computer Information Systems

Minor in Computer Graphic Design
2000-2004
    
Baruch College



    

           

New York, NY

Work Experience
Lead Software Engineer
January 2012 – May 2012








Ecko | Code
· Helped prototype and create two unreleased games using Unity 3D targeting multiple platforms.

· Implemented various UI interfaces and their functionality. This included: HUD components, menu systems, map & quick travel dialogs, unit frames, UI animation F/X, targeting markers, and model swapping systems, among others.

· Created a random NPC spawning system that helped fill the game world with unique life.

· Worked on various AI systems to help NPC’s pathfind and follow believable paths.

· Helped implement key game mechanics and iterated on them to make them fun.


Client Side Software Engineer
August 2011 – January 2012 







Ecko | Code
· Created the Facebook game “Dexter: Slice of Life”.
· Used Flash Develop in conjunction with AS3 to modify the engine and create the game.

· Worked closely with the art director to design overall game feel as well as implementation of most UI functionality using Adobe Flash. This included: HUD components, menu systems, various dialog boxes, and store interfaces.

· Collaborated with team members across all departments to meet very strict deadlines.

· Implemented new features and created new content to go live on a weekly basis.


Software Development Engineer in Test I
April 2007 – November 2010 







Massive Inc. - Microsoft
· Designed, developed, and implemented test tools and automation infrastructures using C++, C#, and VB

· Owned data setup while driving test planning and execution on multiple Xbox 360 titles.

· Lead bug testing and regression tests on several tools in development.

· Edited and tweaked Xbox 360 SDK demo applications using dev kits.


Game Programmer
January 2002 – August 2011






            

Independent
· Developed several independent PC projects using C++ and various API’s.

· Implemented game logic, AI, UI and sound effects. 

· Created concept art and designed character models.

· Created 2D sprites and pixel art.


Mobile Game Porting Programmer
April 2008 – July 2008







       Massively Mobile
· Modified code and game assets to fit specifications of different handsets.

· Deciding per handset specifications what assets to include to achieve the best gaming outcome. 

· Implemented EFIGS localization on ported games.

· Testing and ensuring the quality of software developed.

Languages & Skills
· C++, C#, ActionScript 3.0, Java, Assembly, HTML, XML, LUA Script

· Unity 3D, HGE 2D Engine, Gamebryo 2.6, Flash CS5, Adobe Photoshop, some 3D Studio Max

· Perforce, GitHub, Test Track Pro, MS Product Studio, Jeera

