
workflow through scrum meetings and a trello board.
Led a team of 11 developers as the design and project manager, optimizing

shooting and a wave management system for enemy spawning.
Designed the game's core loop with a focus on fast-paced movement, the player's

and triggers.
Sketched the game's level and implemented it in engine, adding props, colliders 

and intensify the fast-paced shooter experience.
Developed three unique enemy types with distinct behaviors and stats to diversify  

http://claudioscuderigd.github.io/
http://linkedin.com/in/cs-gd/
https://mailto:claudioscuderi.gd@gmail.com

