Javier Fernandez Gonzalez

	Address:
	1 Broadacres, Guildford, Surrey
GU3 3AZ, United Kingdom

	E-mail:
	javierfg1979@yahoo.com

	Personal web page:
	www.zurrutik.com

	Mobile:
	07847 237484

	Date of Birth:
	February 13, 1979

	Nationality:
	Spanish (EU resident)


Profile
· Fluency in C++ with full understanding of STL

· Fluency in 3D graphics programming (OpenGL, DX9, DX10, HLSL shader model 3.0/4.0)

· Excellent object-oriented design and 3D math skills
· Experience in multi-platform development (PC, Xenon, Wii, PSP, PS2, Xbox)
· Experience in AI and gameplay programming under Valve Source Engine
· Knowledge of Windows programming (MFC, Windows API)
· 10+ years of hobbyist programming (Please check personal webpage : www.zurrutik.com)
Education
	Universidad de Leon
	Master Degree in Computer Science (June 2002)

	State University of New York
	Participant in the Exchange Program for Computer Science students

(2001 – 2002)  GPA : 3.36

	Universidad de Leon
	Student in Computer Science (1997 – 2001)

	
	

	Languages
	Spanish (Native speaker), English 


Previous employment

	4/2007  - Current
	Kuju Entertainment R&D, UK
Graphics programmer for in-house engine

Engine shader API for all DirectX platforms (DX9, DX10, Xenon)

· Adding support for DDS Volume textures in Texture Conversion Tool and Runtime code

· Adding support for multiple techniques and custom semantics

· Create multi-platform shaders to test all the extended functionality.

· Optimize shader parameter passing using handles and typeless function calls
Engine GUI for all supported platforms (PC, Xenon, PS2, PSP, Xbox, Wii)
· Analysis, Design and Implementation of a hierarchical 2D GUI system that supports z-sorting, alpha sorting, resizing, motion and blending.

Particle System Editor (PC) and Runtime (DX9, Xenon)
· Adding shader support for all kinds of particles supported (sprites, meshes, trails)
· Adding GUI widgets to select a shader/technique pair and edit all parameters at runtime using MFC, with a robust value range check.

· Adding support for custom shader lighting models, creating fixed-function emulation shaders for testing.

· Update serialization code to store/retrieve shader parameters

Art Previewer
· Code refactoring to provide an input abstraction layer for all platforms
· Adding Wii support


	1/2006 – 12/2006
	Silicon Garage Arts, Spain

Gameplay and AI programmer under Valve Source Engine

Camera control

· Convert default FPS camera system into an action 3rd person camera

Player

· Add animation support in single player mode

Artificial Intelligence
· Implement NPCs behaviours
· Combat logic between player and NPCs (Melee and range attacks)



	1/2004 – 10/2005
	Embassy of Spain in Santo Domingo, Dominican Republic

Information Technology Consultant


	5/2003 – 11/2003
	Telefonica R&D, Spain

Web programmer


	10/2002 – 5/2003
	Homebrew development, Spain

Graphics programmer under OpenGL

Creation of a 3D engine from scratch, including all of these features

· Physics

· Basic movement and gravity

· Bounding sphere and brush collision detection and response

· Meshes

· Mesh loading (support for MD2 file format)
· Animation

· Keyframe based

· Custom linear interpolation between keyframes and animations 

· Texturing

· Supports multitexturing, bumpmapping, mipmapping

· Scrolling texture effects

· Support for BMP, TGA, JPEG

· Scene Management

· BSP tree management

· Frustum culling

· PVS support

· Lighting

· Per-vertex, fixed-function

· Supports dynamic lighting and lightmaps

· Another features

· Special effects : Billboarding, fog, water, transparency

· Terrain rendering

· First person camera handling

· Integrated XML parser

· 2D library : Fonts, GUI mixed with 3D rendering 



