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François DEVIC

Video Game Programmer
3994 Saint André, appt176, Montréal, QC, H2L 3W1, Canada
francois@devic.net
+1 438 886 1667

Professional objectives:

In order to get in professional life in a great company, I am looking for a tools programmer job in a Video Game company.

Skills:

· Programming in C/C++, Java, C#, managed C++
· Templates & STL

· Image synthesis algorithms (2D et 3D), image processing

· Microsoft DirectX, Qt and OpenGL
· Visual C++ 6, 2003, 2005, 2008
· Microsoft Windows Specific: MFC, WPF
· MEL, MAXSCRIPT
· Tools programming

Professional Experience:

April 2010 – Current : Ubisoft Montréal
Tools programmer on an Undisclosed project
C++, managed C++, C#, Max SDK, Maxscript, WPF
April 2007 – April 2010 : Ubisoft Montréal
Tools programmer on Tom Clancy’s Splinter Cell Conviction:

· Improving and maintening Editor: sound occlusion editor, XML and Ubisoft file format exporters in C#, assets versioning… 

· 3DS Max plug-in improvement
· Scaleform integration

· Engine team support 
C++, C#, Unreal Engine, Max SDK

February 2006 – February 2007 : Student job at France Telecom as internet broadband connections and cellphones saler. Experience of team-work and good communication skills with the customers. 
July 2006 – September 2006: zSlide
· Optimization of mini games for Hot PXL in Python and C++

· Development of VOD – MOD player for Orange in C#

January 2005 – September 2005: Sogeti Transiciel

· Unit tests for Messier Bugatti on brake of the A380 (DO178B level B)

· Technical checks for Hispano Suiza on onboard calculator for RAFALE and on Electrical Thrust Reverser Actuation Controller of the A380 (DO178B level A and B)

April 2004 – August 2004: Master’s degree internship at CEA at Saclay, France

· Research on the MeanShift algorithm (people tracking algorithm).

· Result checking implementation for Vulnerable users detection
· (C++, Visual C++ .Net, MFC)
April 2003 – September 2003: Internship at Allegorithmic at Clermont Ferrand, France

· Workingon creation of Kartoo3D, a 3D version of website http://www.kartoo.com
· project installation

· Conception

· Development  using C++,  OpenGL, QT under Windows, Linux and Mac OS X
April 2001 - June 2001: Internship at LABORATORIZ at Arles, France

Working on defining physical characteristics of rice grains with image processing
Educationnal and Personnal projects :
ENJMIN Second year Project  (6 months – 9 people) : Yusam Gravity Complex

· A ”plateform puzzle” game in 3D, in which the player can manipulate the gravity to solve enigmas constructing his path in order to get out of rooms and to progress in different levels

· use of the 3D engine Gamebryo

· use of the physic engine ”AGEIA PhysX” for all the gravity system

· gameplay programming

· camera programming

· shaders integration

· 3DS Max scripts development for artists
· Available on http://www.gravityforlife.com
ENJMIN First year Project (3months – 5 people team) : Lily et le Géant
· Development of a game using Virtools 3.5

· Camera management (using quaternions)

· Collisions detection

· Automatic scripting

· Mouse/Keyboard and XBOX360 controller management

· Menu creation

· Lighting

· Special Le Cube prize, Artistic Expression, September 30, 2006
· Prize winner of the SACD/NX Publishing contest 2006

· Available in http://www.lilyetlegeant.com
ShaderCopy: 

· Development of a software empowering the installation of MentalRay Shaders on Maya

· Updating maya.rayrc file

· Copying files into correct directories

· Development with C++ and QT 4 OpenSource

· Available on Highend3D.com  

ISIMA Third year project (150 hours): Research and Development dealing with Bump Mapping

·  Development of a modeler with simple 3D objects  (C++, OpenGL, Qt)

ISIMA Second year project: Landscape generation thanks to OpenGL,C/C++ and UML

· Creation of a piece of software allowing visualisation of trees on a ground which can be changed by fractal algorithms
ISIMA First year project: Research and Development dealing with genetic algorithms

DUT project (300h): Development of a 2D game engine with DirectX
· Creation of a Diablo like game. Using of Direct3D, DirectSound, DirectInput
Education:

· ENJMIN (Ecole Nationale du Jeu et des Médias Interactifs Numériques) Master degree on Computer Games specialisation in Game Programming. 2007 Angoulême, France)
· ISIMA College of Engineering in Computer Science, Modeling and Applications, specialisation in Systems, Networks and Software Engineering, 2004 (Clermont-Ferrand, France) 

· DEA (post-graduate qualifying degree for research) in Computer Science in Computer Imaging (Computer graphics and image analysis) , 2004 (Clermont-Ferrand, France)

· DUT (college of technology) in computer science (specializing in image processing), 1999 (Le Puy en Velay, France)

· English: written and spoken (TOEIC 840/990 (2004))

· French: mother tongue

· Spanish: written and read

Hobbies & Interests:
· manager and coach of the ISIMA Handball team and Montreal Celtiques team (A level PNCE)
· soccer (playing 10 years in a club)

· comics/mangas, Sci-Fi 

References:
· Dr BARRA Vincent, vincent.barra@isima.fr 

· Dr DUHAMEL Christophe, christophe.duhamel@isima.fr
· Dr DEGUY Sebastien, CEO of Allegorithmic, deguy@allegorithmic.com
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