
Guy Ginat New York, NY
Game Developer & Technical Director guyginat4@gmail.com | LinkedIn | GitHub | guyginat.xyz

SUMMARY
Co-founder and Technical Director of a funded indie studio shipping an online co-op game on Steam in November
2026. I build multiplayer netcode, procedural generation, release pipelines and tools for designers, on a
background of shipped mobile games and full-stack engineering.

TECHNICAL SKILLS
Languages: C#, TypeScript, JavaScript, Python, Lua, Ruby, SQL
Engines & Game Tech: Unity (Editor tooling, Addressables, Shader Graph, Timeline), Photon Fusion 2, FMOD,
Steamworks, Godot (.NET), HarmonyX, Playdate
Web & Infrastructure: React, Next.js, Node.js, Flask, Rails, Elasticsearch, MongoDB, Firebase, Plastic SCM, Git

EXPERIENCE
Panda Paw – Co-founder & Technical Director, New York, NY 2026 – present
Funded five-person indie studio. CatchUp (online co-op) demo live on Steam and in Next Fest; launch Nov 11, 2026.

– Own the technical stack: Unity 6, host-authoritative Photon Fusion 2 with client-predicted physics, FMOD,
and Steamworks (lobbies, achievements, cloud save, leaderboards).

– Designed a netcode model where the whole world derives from two networked values, so late joiners
rebuild the scene from a few bytes; cut per-player network state by about 25% while fixing client stutter.

– Built the release pipeline (Plastic SCM changeset to versioned build, Steam branch and Discord in one
command), plus telemetry and crash reporting with build-tagged breadcrumbs.

– Led the procedural level generator for the studio’s first title (about 54k lines): a deterministic, seed-synced
16-stage pipeline with a designer-facing Level Workbench and background-thread generation.

City Hive – Senior Software Engineer, New York, NY 2025 – 2026
– Worked on the build and release pipeline behind about 5,000 white-label commerce apps.

NYU Game Center – Graduate Teaching Assistant, Brooklyn, NY 2023 – 2025
– Mentored students in game design and development; ran Unity and systems design workshops.

NOVOS Games – Unity Lead Developer, Tel Aviv, Israel 2022 – 2023
– Led development and shipped an asynchronous multiplayer mobile game in Unity, live-operated through
its first year.

– Built core gameplay, backend networking, analytics, Addressables content loading and tools in a team of 10;
recruited and onboarded its developers.

Picafuel – Full Stack Developer, Tel Aviv, Israel 2020 – 2022
– Developed the fleet-management platform with React, Node.js, Flask and Elasticsearch, including a
campaigns engine for driver-facing promotions.

– Built a data migration automation system that onboarded new clients’ millions of records with no manual
turnaround.

SELECTED PROȷECTS
Local Multi-Control – Maintainer of a Slay the Spire 2 mod that drives the game’s real multiplayer pipeline locally
for 2–12 characters; C#, HarmonyX; 445 Steam Workshop subscribers - link
Midas narrative pipeline – Dialogue runtime and tooling for a narrative radio game: Google Sheet script, web
graph editor, one runtime running identically in Unity and Godot - link
Tower – A year of design research into radial grids: reusable Unity framework, six prototypes, a laser-cut board
and a Playdate game - link

EDUCATION
New York University, Tisch School of the Arts – MFA in Game Design, New York, NY 2023 – 2025

Reichman University (IDC Herzliya) – BSc in Computer Science, Herzliya, Israel 2016 – 2020
– Zell Entrepreneurship Program: co-founded Paladin, a startup protecting children in online games.
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