Alexander K. Woodward
alex.woodward96@gmail.com


TECHNICAL SKILLS:
	
Languages: 
C#, C++, Java, JavaScript, JQuery, GDScript

Software: 
Unity3D, Visual Studio, Node.js, Adobe Photoshop, Autodesk Maya, Unreal Engine 5, Microsoft Office Suite

Other: 
Web Design, experience in developing Mobile and VR Games, Team Leadership and Presentation Skills


EMPLOYMENT:

	Independent Development						 January 2024- Present
· Working on a Rogue-Like RPG Strategy game developed in Godot Engine


	WIMO Games - Software Engineer II			     March 2021 - January 2024
	WIMO Games, Remote
	Worked on Mobile and VR Projects
· Developed AI behavior for Battle Bows and an unreleased project
· Assisted in developing systems for multiplayer and VR usage
· Assisted in supporting Steam releases for VR Projects
· Developed Talent system for RG Dice Heroes of Whitestone

	KingsIsle Entertainment - Associate Software Engineer		May 2019 - March 2021
	KingsIsle Entertainment, Round Rock, TX
	Worked in the Mobile Games department developing several products
· Worked in Unity3D to develop a wide variety of systems for mobile projects
· Developed systems and tutorials for First-Time-Users for several unreleased product
· Implemented complicated UI for multiple unreleased titles

	MAGIC Incubator – Game Developer				June – August 2018
	Magic Spell Studios, Rochester, NY
	Worked at MAGIC Spell Studios developing Odyssey (See Projects)

	Fisher Price Unity Developer Co-op Position (Unity 3D)	September–December 2017
	Fisher Price, East Aurora, NY				 
	Assisted Fisher Price employees in developing a prototype app for a new product.
· Assisted project lead in brainstorming and developing new features for playtesting in the state-of-the-art Play Lab
· Helped run Play Lab playtests
· Devised and optimized the Bluetooth BLE integration between a Nordic Thingy:52 and Unity3d
· Utilized augmented reality suites to develop an optimal play experience


	
PROJECTS AND RELEASES:
	Game Release: Micro Machines - Mini Challenge Mayhem		        January 2024
· Assisted in developing systems to support VR
· Assisted in developing systems for Steam integration

	Game Release: Battle Bows								   July 2023
· Programmed all Enemy AI
· Developed a system to support multiple weapons in game
· Developed grenade-launcher weapon
· Assisted in developing systems to support multiplayer and VR
· Developed a number of easter eggs and quality of life systems
· Assisted in developing systems for Steam integration

	Game Release: RPG Dice Heroes of Whitestone				        January 2022
· Developed talent system to be integrated into the core combat loop
	
Game Development: Odyssey (Unity 3D)				 May 2016 – August 2018
· As a personal “passion project,” independently created a series of prototypes for a fast-paced 2D adventure shooter in Unity 3D
· Assembled a team to help develop the game further while continuing to function as a team lead
· Coordinated and ran weekly playtesting
· Game currently has a functional tutorial, first level, and business plan, but has ceased active development


EDUCATION: 
Rochester Institute of Technology						Rochester, NY
	Bachelor of Science in Game Design & Development		August 2018
	Honors: magna cum laude						GPA: 3.65			
Awards:
	New York State Game DEV Challenge: Odyssey			April 2018
	Second place in the Student category

	Best of Showcase: The Big Wave					February 2017
Featured game at International Conference on Game Jams, Hackathons, and Game Creation Events, San Francisco February 2017.	
