Blas Ricur

Gameplay Programmer
Buenos Aires, Argentina |+54 (911) 5131-8025 | blasricur14@gmail.com
www.linkedin.com/in/blas-ricur | https://blascha.github.io/portfolio_blas_ricur/

SUMMARY

Gameplay Programmer focused on gameplay systems, Ul, real-time procedural generation, and
performance optimization. Experience developing scalable systems in Unity and Godot, including
terrain generation, inventory architectures, ability frameworks, and player-facing gameplay features.
Worked in professional environments on production and shipped projects.

EXPERIENCE

Globant, Gaming Intern

(2026 - Finished)

e Selected for Globant's gaming division internship

¢ Training in professional development workflows, code quality, and collaboration practices
e Exposure to international clients and production environments

SSTS, Godot Programmer
(2025 - Present)

e Developed gameplay features and player-facing Ul systems for a mobile game using Godot and GDScript

¢ Implemented and integrated Ul screens with gameplay systems, ensuring responsive interactions and clear player feedback
e Integrated Google APIs for authentication and online data flow

¢ Implemented online data persistence and networked functionality for player-facing features

e Iterated on systems and Ul based on gameplay requirements and user experience

Jaguar Games Studio, Unity Programmer
(2025 - Finished)

e Developed core gameplay systems with a focus on performance and modularity

Implemented a custom Marching Cubes terrain system with runtime chunking, enabling real-time terrain modification
Built a flexible inventory system supporting dynamic item management and extensibility

Designed and implemented a modular ability system allowing seamless switching between multiple player abilities
Optimized systems for real-time performance in Unity

Oneblock, Minecraft Addon Programmer

(2025 - Finished)
e Developed gameplay features for Minecraft Marketplace add-ons
¢ Worked within platform constraints to implement scalable and engaging mechanics

Water’'s Way Down, Unity Programmer
(2024 - 2026)

e Designed and implemented core gameplay systems for a complete 2D game
e Built a custom water-based mechanic central to player interaction

e [terated on gameplay feel, responsiveness, and system balance

e Contributed to a fully completed and shipped product

EDUCATION

Escuela Da Vinci, Video Game Programming & Design
(2022, 2026)

Universidad de Buenos Aires (UBA), Computer Engineering
(2026, expected 2031)

Colegio Cardenal Newman, Secondary Level
2021

LANGUAGES

Spanish, Native - English IELTS 8/9 (2021)

SKILLS

Programming: C# (Advanced), C++, GDScript, Python, HLSL, GLS
Game Development: Gameplay Systems, Ul/UX, Procedural Generation, Optimization
Engines: Unity, Godot, Unreal
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