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Language 

• C/C++ 

• C# 

• Lua 

• D3D11/HLSL 

• Java 

• Unreal Blueprint 

 

Software 

• Unity 3D 

• Unreal Engine 4 

• Game Maker Studio 

• Perforce 

• Git 

• Subversion (SVN) 

• Visual Studio 

• Audacity 

• Adobe Premiere Pro 

 

Highlighted Skills 

• Gameplay 

Programming 

• Game Design 

• Game AI 

• Agile Development 

• Prototyping 

• Source Control 

• Optimizing/Profiling 

• Data-driven 

Development 

• Procedural Content 

Generation 

Education 
SMU Guildhall | Aug 2020 - May 2022                            Dallas, Texas 

Master of Interactive Technology, Software Development     

Stony Brook University | 2015 – 2019              Stony Brook, New York 

Bachelor of Applied Mathematics and Statistics 

Projects 
Hierarchical AI Behavior Manager Solo 

Master’s Thesis Project      | Personal Engine | May 2021 – May 2022 

   · Use AI to simulate players’ behavior in MMO boss fight 

   · A battle manager distributes tactical orders to each squad 

   · Human playable Bosses to test AI’s strategies 

Candy Slam Scrum Master, Lead programmer (Team of 14) 
Team Game Production      | Unreal Engine 4 | Feb 2021 – May 2021 

   · Designed the programming architecture for all programmers 

   · Implemented all the kart AI in game with data-driven difficulties 

   · Maintained the source control and project progress 

(Monday.com) 

Unannounced Project Gameplay Programmer (Team of 40) 
Turn-based Mobile Game    | Unreal Engine 4 | May 2020 – Aug 2020 

   · Created the turn-based combat prototype for the team 

   · Collaborated with back-end programmers to build the local server 

Retrieve Producer, Game Designer, Lead Programmer (Team of 6) 
Side-scrolling action platformer     | Unity 3D |    Jul 2020 – Oct 2020 

   · Designed and made three sets of levels with 16 types of enemies 

   · Used 2D procedural content generation to make the Metroid-Vania 

big map 

   · Implemented all the 2D animations and made most VFX 

Work Experience 
Tencent               May 2020 - Sep 2020 

Associate Software Engineer                           Shenzhen, China 

   · Worked with the lead programmer to complete the turn-based 

combat part for the game 

   · Worked with the back-end engineers to build the network protocol 

and built the local server independently 

Hangzhou Dianhun Network Tech Co Ltd            April 2019 - July 2019 

Game Designer                            Hangzhou, China 

   · Assisted in testing of new features with Level Designer team and 

provide relative critical feedbacks 

   · Worked closely with other level designers, programmers, and 

artists on development of new features 

Hobbies 
Reading 

   · I enjoyed reading books and novels when I had time 

Game Jams 

   · I joined more than 6 game jams and finished many mini games 


