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Senior Technical Game Designer / Senior Technical Systems Designer
Skills

❖ Design: Rapid Prototyping, Systems Design, Progression, Economy, Gameplay Mechanics, NPC AI.
❖ Technical: C#, C++, Blueprints, Lua, Visual Scripting, Shader Graph.
❖ Software: Unity, Unreal, Excel, Git, Perforce, Jira, Figma, Miro, Maya, Adobe Suite, Notion.

Experience
Windup Minds | Senior Technical Game / Systems Designer Jul. 2023 – Present

Stay: Your Forever Pet | PC, Exploration Adventure, Pet Simulation* Rapidly pitched, paper prototyped, coded, iterated, and shipped new major gameplay featurecalled expeditions with 50+ playtesters to increase play time by 800% in 4 months.
* Identified retention issues in playtests, then independently designed and built an objectivessystem end-to-end in C# to drive short and long-term goals-setting.
* Balanced economy and progression across 60+ crafting recipes, 14 resource types, and 3 corestats, tuning spawn rates across 30+ areas.

Stay: Forever Home | VR/MR, Cozy Pet Simulation* Diagnosed churn points in the FTUE funnel using analytics, then refined the onboarding flow overmultiple cycles to raise completion from 23% to 68%.
* Validated pet AI in Behavior Designer’s visual scripting before authoring 95% of AI behaviors inC# (60+ actions, 2 creature types) to scale for complexity and tunability.
* Planned and shipped 1 year of seasonal content updates (accessories, toys, decor) by setting upfeature flags, coordinating with artists monthly, and delivering QoL features/bug fixes.
* Developed, balanced, and maintained documentation for foundational progression and economysystems, using exponential curves to tune leveling pace and long-term player retention.

Niantic | Technical Artist Jun. 2022 – Jul. 2023
Peridot | Async-Multiplayer, Mobile, AR, Pet Sim* Proposed, prototyped, and shipped fullness and attention meter systems for core pet-caregameplay loop into a live game with 1M+ installs, collaborating with designers and engineers.
* Engineered procedural animation systems such as a multi-priority IK head/look-goal system andturning locomotion to replace static creature animation with responsive, lifelike movements.
* Programmed animation and debug tools to streamline animators’ workflow and VFX integration.

Dreamland Confectionery | Director, Lead Game Designer Jun. 2020 – May 2022
Dreamland Confectionery | PC, Exploration Adventure* Published on Steam with 12k wishlists. Showcased on Next Fest 2020, Wholesome Direct 2021.
* Designed, scripted in C# and Lua, and balanced a crafting loop gating 6 traversal abilities behindcraftable items to pace access to rarer resources, upgrades to crafting, and story progression.

Sweeping the Ruins | Technical Artist (Unreal, Blueprints) Jun. 2020 – Jun. 2021
Sweeping the Ruins | PC, Action* Implemented boss monster reactions and character controls in Unreal Engine using Blueprints.

Education
University of Southern California Los Angeles, CA
School of Cinematic Arts — B.A. Interactive Entertainment — GPA: 3.8 Aug. 2018 - May 2022
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