Antonios Stergiopoulos

Game Developer
antonis.stergiopoulos@outlook.com - LinkedIn - Portfolio

PROFILE

Game developer with 4+ years of professional game programming experience, an MSc in Computer Games Technology, and a BSc in Computer Science.
Experienced across shipped commercial titles, gameplay systems, editor tooling, platform support, patches, and build pipelines, with a strong focus on Unity and C#.
Additional experience includes Unreal Engine/C++ through professional work and DirectX/HLSL through academic projects. Full project breakdown available at

astergio.com.

CORE SKILLS

Primary: Unity, C#, gameplay systems, editor tools, build pipelines, platform conversion

Additional: Unreal Engine, C++, DirectX 11, HLSL, Python

Workflow: version control, Cl/build automation, release support, issue tracking, technical documentation
Professional: problem solving, technical ownership, organisation, teamwork, planning, communication

WORK EXPERIENCE

Game Developer | Secret Level Studios / PQube, UK Jan 2024 - Present
* Develop gameplay systems, editor tools, build pipeline improvements, and production-ready features for commercial Unity projects

¢ Contributed to Kitaria Fables 2 and supported development work for Kitaria Fables

¢ Led day-to-day programming on When the Light Dies during project transition and final development stages

* Support patches, bug fixing, release preparation, and platform-specific work for Potion Permit and Knight vs Giant: The Broken Excalibur

¢ Platforms include Steam, PS5, PS4, Xbox Series X|S, and Xbox One

(epiTor TooLs ) (BUILD PIPELINES ) (UNITY BUILD AUTOMATION ) (FMOD |
Junior Programmer | Team17 Digital, Wakefield, UK Mar 2022 — Nov 2023
* Worked on commercially shipped Unity/C# and Unreal Engine/C++ titles across platform conversions, feature implementation, maintenance, and release-focused
development
* Implemented platform-specific features and conversion work, including Windows Store and storefront/platform requirements
* Worked with Unreal Engine and C++ on Hell Let Loose and Thymesia
* Supported bug fixing and long-term maintenance across Overcooked! 2, The Knight Witch, The Serpent Rogue, Hokko Life, Crown Trick, Hell Let Loose, and
Thymesia
¢ Platforms included Windows Store, macOS, Linux, Steam, GOG, Epic Games Store, Nintendo Switch, Xbox Series X|S, Xbox One, PS5, PS4, Luna, and Alibaba

(‘uniry ) ((UNREAL ENGINE [ PLATFORM CONVERSION | ( PERFORCE ) ( TEAMCITY

Microsoft Student Partner / Microsoft Learn Student Ambassador | Microsoft, Greece Jun 2014 - Sep 2021
* Supported university lectures and lab sessions, helping students with C#, Visual Studio, Unity, and UWP development

* Presented seminars and online sessions on Unity, C#, Windows app development, and Microsoft technologies

¢ Created tutorials and learning material for the StudentGuru Unipi community

(unimy ) (visuaL sTupio ) (TEACHING )

Web Developer | NCSR Demokritos, Greece Nov 2016 — May 2017
* Developed and maintained a public-facing website for a European healthcare event using JavaScript, HTML, and CSS

Software Developer Intern | NCSR Demokritos, Greece Apr 2016 — Jun 2016
¢ Supported development and maintenance of a research-focused healthcare web platform using AngularJS, C#, MySQL, and SOAP-based services

(anGuLARss ) (c# ) (mysaL ) (soapur)
SELECTED PROJECTS

Selected non-professional projects. A fuller archive of academic, personal, game jam, and experimental work is available on my portfolio.

Mixed Reality HoloLens 2 Thesis | MSc Thesis, Abertay University 2021
* Developed a Unity mixed reality experience using HoloLens 2 spatial mapping, hand tracking, eye-based input, surface interaction, and 3D positional audio

(unimy ) (c# ) (HOLOLENS 2 ) (MIXED REALITY )

AR Escape Room | BSc Thesis, University of Piraeus 2020

¢ Developed an augmented reality puzzle game using Unity and Vuforia, with marker-based room exploration, interactive inventory objects, and escape-room-
inspired puzzles

Golem Get Going | MSc Group Project, Abertay University 2021
* Roguelike platformer prototype where | handled programming and in-engine implementation, including gameplay systems, shaders, project structure, version
control, and level building

Lost In Dimension | Online Together Jam 2020
¢ Asymmetric two-player online puzzle game where | developed the top-down gameplay section, networking, and parts of the Ul

(‘unrry ) (PuN2)(MULTIPLAYER )
EDUCATION

MSc, Computer Games Technology | Abertay University, Dundee, Scotland Sep 2020 - Sep 2021

* Focused on gameplay programming, networked games, Al, procedural methods, applied mathematics, DirectX/C++ graphics projects, and mixed reality
development

BSc, Digital Systems | University of Piraeus, Greece Sep 2012 - Jul 2020

« Computer science-focused degree covering programming, data structures, algorithms, databases, artificial intelligence, software development, and Unity-based
AR thesis work

ACHIEVEMENTS & VOLUNTEERING

Al Gaming Tournament for Student Partners | 7st Place, Microsoft Nov 2019
« Built the most efficient solution for matching cards quickly using Azure Computer Vision and automated image/text analysis
Hour of Code | Code.org, Greece Dec 2014 & Dec 2015

¢ Introduced elementary school students to programming through Scratch and puzzle-based activities



