
  Professional Experience
      Demiurge Studios • Software Engineering Intern            May/2014 - Sept/2015            
             • Worked closely with art and design to implement gameplay and backend features for our 
	 shipped title Puzzle and Glory
             • Fixed bugs on a daily basis in the engine using C++ and Lua
             • Implemented backend support for downloading user content from facebook and converting
                the gathered data into the engine’s specific format using multi-threading
             • Developed spline rendering for drawing mission progress through the game world map

 Student Projects • Digipen Institute Of Technology
    Dischord:                                                                                     Aug/2014 - Sept/2015 
       3D atmospheric action game
         Implemented a 3D graphics engine in C++ utilizing DirectX11/10 with a flexible shader
         pipeline that assisted in creating an aesthetically pleasing and immersive game
         Supported Features include:
             • Physically-Based tiled-deferred renderer with support for point, spot, and directional lights
             • Specular, emissive and bump mapping
             • FBX exporter that supports static models, animations, skeletons and materials
             • Screen space ambient occlusion, god-rays, bloom and depth of field
             • Image based lighting
             • Animation blending and skinning
             • GPU/CPU particle simulations  
    SubRay: (www.subraygame.com)                                                           Aug/2013 - Aug/2014
       2D atmospheric underwater exploration game 
         Developed a 2D Graphics Engine in C++ utilizing DirectX11/10 that founded the
         breathtaking and polished game that is Subray
         Supported Features include:          
             • Emissive and displacement mapping
             • 2D texture lighting
             • World geometry edge glow
             • Sprite batching system            
       Awards:
          • Digipen game of the year; winner of Intel buzz Workshop Seattle Developer’s showcase;
               finalist in Strasbourg European Fantastic Film Festival Indie Game Contest
    The AfterWorld Chronicles:                                                                               Jan/2013 - April/2013
       2D procedurally generated  action platformer  
         Supported Features include:    
            • Implemented Engine with strict Ansi C
            • Build in-game editor that allowed designers to build the game world rapidly and
               efficiently
            • Random Level Generation that increased gameplay and content creation dramaticly
            • Developed Graphics Pipeline
            • Gameplay programming

 Education
   DigiPen Institute of Technology • Redmond, WA:           Aug/2012 - April/2016(exp)      

     •Bachelor of Science in Computer Science in Real-Time Interactive Simulation

Technical Skills:
  Graphics Programming
  Editor/Tools
  Game Engine Architecture
  Gameplay Programming
  Data Structures
  Particle Effects

Languages:
  C/C++  
  HLSL
  GLSL
  Lua
  Java(familar)

  Action Script (familar)

API & Tools:
  DirectX10/11
  OpenGL
  SDL
  Nvidia Nsight
  gDEBugger
  Pix 
  TortoiseHg
  Mercurial
  Perforce
  Jira  

Math Skills:
   3D Math
   Linear Algebra
   Motion Dynamics

Spoken Languages:
   English 
   Portuguese  

   hiagodesena50@gmail.com
   hiagodesena.com
   781-605-5232

Hiago Desena | Graphics/Tools/Engine/Gameplay
An exceptional computer programmer that is highly knowledgeable in   
programming(C++, C, Java), with a high quality work ethic to complete 
tasks punctually and efficiently.


