
Skills
ES6 Javascript, Front-end Web Development, UI/UX Design, CSS, 
Unit Testing, Back-end Web Development, Game Design, Game Development, 
Unity2D/3D, C#, Python, Photography, Videography,  Java, C++, Haskell, Obj-C

Nigel 
Munoz
[Developer/Designer]

Phone: (914) 216-8033

Email: nigelmnz@gmail.com
Website: nigelmnz.com

Objective
To innovate in how people create, interact with, and communicate about media
and games.

Education
Williams College, Williamstown, MA - B.A. in Computer Science (Jan 2016)

Major Projects

KAOSgo, Full Stack Developer & Designer: Winter 2013 - 2015 kaosgo.com
   A webapp which manages the live-action game of  KAOS, a variant of  the game Assassins played
at many schools. It has served games with over 100 simultaneous players. I designed, coded, and currently maintain 
all aspects of  the site.
Tech Used: Node, jQuery, Socket.IO, Express, Heroku, MongoDB, LESS 

Vimeral, Full Stack Developer & Designer: Spring 2014 vimeral.com
   A webapp for anonymously chatting about media (images/gifs/video) in an ephemeral setting, similar to a 
combination of  Snapchat and IRC. I designed, coded, and currently maintain all aspects of  the site. 
Tech Used: Node, jQuery, Socket.IO, Express, Heroku, Mongoose, LESS, Mocha 

Melody Rocket, Game Developer & Designer: Fall 2014 - 2015 melodyrocket.com
   A rhythm/action game for Android. Currently on the the Google Play store. In partnership with Tobii 
Technology, a desktop port is currently in development which will allow the game to be controlled with eye-tracking 
cameras. I designed, coded, and currently maintain all aspects of  the game.
Tech Used: Unity, C#, Illustrator, Photoshop, Android SDK,  Java, Game Design

Employment

Williams College Office of  Information Technology, Media Producton Intern
Summer 2013 (3 months) - Manager: Tamra J. Hjermstad

I was a production intern at Williams College's in-house production studio. I worked with various clients to produce, 
script, storyboard, film, edit, and animate high-quality media for their academic and personal needs. Our works are 
available at sites.williams.edu/vip.
Tech Used: Photoshop, Illustrator, Premiere Pro, Final Cut Pro

Williams College Computer Science Department, “Creating Games” TA
Spring 2015 (4 months) - Manager: Dr. Morgan McGuire

This was a course designed to teach students how to reason about, design, and program games. I developed course 
assignments, mentored students in both design and programming activities, and graded student work.
Tech Used:  Javascript, Game Design, Human Interaction, Teaching

The Muse, Full Stack Engineer
 September 2016 - Present,  Manager: Ana Enders

I am building products and features for TheMuse.com, a next-gen career site. I work with all areas of  their 
Python/Coffeescript stack and across multiple teams to engineer the most trusted career resource.
Tech Used:  Javascript, MithrilJS, Python3, Tornado, PostgreSQL, SQLAlchemy, SASS CSS

GoForth, Game Developer & Designer: Fall 2015 nigelmnz.com/goforth
   A minimalist puzzle game for iOS and Android. It combines the notions of  Tetris and Puyo Pop to create a 
unique and challenging experience. I designed, coded, and currently maintain all aspects of  the game.  
Tech Used: Unity, C#, Illustrator, Photoshop, Android SDK,  Java, iOS Development, Game Design 


