Andrij Pilkiw

Contact Information:

Addr:
30 Havelock St. Toronto, Ontario M6H 3B4 Canada

Email:
andrew@spookysquid.com 
Home:
(416) 535-9226

Skills:

Language: 
C\C++, C#, x86 Assembly, 6800 Assembly, Python, Perl,





Java



Graphics:
DirectX, Opengl, HLSL, GLSL



OS: 

WinXP, Mac OS X, Solaris, Redhat Linux 



Database: 
MySQL, MS SQL Server, Sybase



Tools:

MS Visual Studio, gcc, Intel's VTune, Photoshop, Maya,





Gimp, Blender, Touch Designer, FX Composer

Job Experience:

2008 Aug
Spook Squid Games Inc.

       -

Developer - for the Guerrilla Gardening: Seeds of Revolution 

  Present
prototype. This required creating a prototype to test various game play



aspects. It involved coding a simple 2D isometric graphics renderer, an



advanced AI with detection systems, dynamic, per-AI A* node maps and simple



finite state machines and a simple sound engine and control interface.



Developer - for The Night Balloonists submission for the GAMMA IV one 

button competition. This was written in GameMaker 7 and required reworking 

the collision and physics systems as well as integrating sound and input and 

customizing a cross-fade system.

2009 Oct
Parallel World Labs Inc.

       -

Software Developer for Exhibit Viewer – a 3D multimedia display system for a

2010 Feb 
museum. The initial Exhibit Viewer was written in C++ using Delta 3D, Open 



Scene Graph and ultimately OpenGL and GLSL shaders. The final Exhibit



Viewer is built using Derivative's Touch Designer involving various audio and,



or video content with custom GLSL shaders to run the various display exhibits.

2008 March
Bitcasters Inc.

       -

Programmer for Stormhawks Online – a 3D multiplayer online game

2008 July 
based on a popular television show. Duties included coding the custom

pixel shaders that allow the game to match the unique visuals of the TV

show as well as coding for sound, interface and GUI scripting in Python 
and adding some improvements to the vehicle physics.

2000 - 2005
A.P. Computer Consulting Ltd.

The contract with ViewStats entailed the installation of MySQL in Lynx, writing tracking software in C, supervising a junior programmer in the writing of analysis tools written in PERL and JAVA.

The contract with the Royal Bank of Canada required the supervised migration of a desktop setup tool.

1998 - 2000
RBC Dominion Securities Inc.

Was a member of Architecture Group, responsible for coding production solutions using PERL, Basic, C and Unix scripts.

Tested, maintained and, when necessary, rewrote custom reporting software so that it met Y2K standards.

Developed and maintained an internal website designed for financial research publication.

1996
            Gray Matter Studios, Inc.

Was a member of the Research and Development department responsible for designing collision detection subroutines in 3D environments for Gray
Matter's custom game engine. These duties included examining the early 3DFX cards as possible development targets; assembly level optimization and rewriting of rendering loops in a software 3D renderer; debugging discrepancies between the collision physics and real-time rendering of game objects; and reworking the rationalization routine between the graphical (DirectX) and physical positions of creatures in a 3D Action game based on the Hercules live action TV series.

1993 -1996
St. Mary’s (Toronto) Credit Union Ltd.

Was responsible all technical aspects of the day to day functioning of the Credit Union; this programming various reporting software, maintaining legacy software, and installation of a small network.

Education:

1997

Completed a B.Sc. in Computer Science at the University of Toronto

Fall of 1996
Audited graduate level Graphics and Planning and Control courses at



the University of Toronto

References and demos available upon request.

