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SUMMARY
Computer Science senior with an Animation minor building gameplay systems in Unreal Engine 5 with C++ and Blueprints. Experienced across engineering and art pipelines: turn-based combat systems, state machines, and data-driven design on the programming side; 2D and 3D animation in Maya and Blender on the art side. Four years of tabletop game mastering informing hands-on systems and encounter design. Graduating December 2026 and seeking a gameplay programming or technical art role.
GAME DEVELOPMENT PROJECTS
Turn-Based JRPG Battle System  Unreal Engine 5 (C++)	
Gameplay Programmer / Technical Artist	2026
1. Built a complete turn-based battle system with combat state management, action resolution, and enemy encounters
1. Implemented scene transitions, menu navigation, an inventory and item system, cutscene sequencing, and a character skin system
1. Structured logic so systems stay designer-tunable in Blueprints while core rules remain in a single authoritative layer
1. Reviewed by a shipped-title industry developer and cleared as portfolio-ready
VeggieBattler System  Unreal Engine 5 (C++) -- In Development 	
Solo Developer	2026
1. Designed a farming and creature-collection hybrid where harvesting a crop triggers a turn-based battle to claim it
1. Authored gameplay classes in C++ including a timer-driven state machine using UENUM state modeling over boolean flags to make invalid states unrepresentable
1. Built a data-driven creature system on UPrimaryDataAsset so new crops with distinct stats and growth timing are added entirely in-editor with no code changes
1. Exposed tunable parameters through UPROPERTY reflection and BlueprintImplementableEvent, keeping game rules in C++ and presentation in Blueprints
1. Configured module dependencies in Build.cs and managed the project under Git version control
EVO (Ecosystem and Evolution Simulator)  Unity (C#)	
Solo Developer	2026
1. Built a predator-prey ecosystem simulation modeling population bottlenecks and generational evolutionary pressure
1. Replaced hardcoded per-trait fields with a data-driven trait system built on ScriptableObjects, so new evolvable traits (movement speed, vision range, food efficiency) are added entirely through Inspector-configured assets with no code changes
1. Implemented generational mutation logic using a generic dictionary-based trait store, applying randomized inheritance and clamped mutation ranges uniformly across an arbitrary number of traits
1. Designed the system to scale without touching existing behavior code — new traits automatically propagate through initialization, mutation, and reproduction
2D and 3D Animation Reels  Maya, Blender	
Animator	2025 – 2026
1. Produced two edited demo reels covering 2D and 3D character animation, rigging, and motion work
Developer Portfolio Website  HTML / CSS / JavaScript	
Developer	2026
1. Built and deployed a personal portfolio site with a data-driven project gallery
GAME DESIGN LEADERSHIP
Dungeons & Dragons Group, Auburn University  Auburn, AL	
Founder & Dungeon Master	2022 – 2026
1. Founded and led a tabletop RPG group, growing to 9+ players across three concurrent campaigns
1. Ran twice-weekly sessions for 4+ years, designing encounters, tuning difficulty, and pacing multi-session story arcs
1. Adjusted encounter difficulty and narrative direction in real time based on party composition and player engagement
1. Coordinated scheduling and retention for a recurring player base across multiple simultaneous groups
EDUCATION
Auburn University  Auburn, AL	December 2026
Bachelor of Science, Computer Science. Minor in Animation.
Relevant Coursework: Game Design II, Animation 2D I, Animation 3D II, Database Systems, Operating Systems, Web Development I & II, Mobile App Development (Swift/SwiftUI), Java
TECHNICAL SKILLS
Languages: C++, C#, Python, GDScript, JavaScript, HTML/CSS, Swift/SwiftUI, SQL, PHP, Java
Engines & Gameplay: Unreal Engine 5 (C++ and Blueprints), Godot 4, Paper2D/PaperZD, state machines, data-driven design, turn-based combat systems, UI/UMG
Art & Animation: Autodesk Maya, Blender, Adobe Photoshop, Adobe After Effects, 2D and 3D character animation, sprite pipelines
Tools & Workflow: Git, GitHub, JetBrains Rider, Visual Studio, VS Code, Netlify, Notion
Systems & IT: Microsoft Entra ID, Active Directory, Windows Server, Microsoft 365, endpoint management, Windows 10/11, macOS, Linux, VMware
Certifications: Dell Client Foundations 2025 (Completed May 2026)
PROFESSIONAL EXPERIENCE
Auburn University  Auburn, AL	December 2025 – Present
Lead IT Technician	
1. Oversee team of 12+ IT technicians providing daily leadership, task direction, and onboarding
1. Manage IT asset tracking, device deployment, and equipment lifecycle across College of Business
1. Administer Microsoft Entra ID and support Windows Server and endpoint management operations
1. Conduct IT audits ensuring consistent operations across department facilities
1. Coordinate Dell hardware dispatches using Dell Client Foundations 2025 certification
Auburn University  Auburn, AL	November 2024 – December 2025
Information Technology Technician	
1. Provided Tier 1/2 technical support for end-users across hardware, software, and network issues
1. Installed, configured, and maintained computers, printers, and networked devices
1. Supported Apple and Windows environments including macOS, iOS, and Microsoft 365
1. Assisted with system deployments and ongoing endpoint maintenance
Tuscaloosa County Board of Education  Tuscaloosa, AL	May 2018 – July 2019
Information Technology Technician (Internship)	
1. Delivered IT support across school district facilities including printer and network operations
1. Supported network switch configuration and system deployment district-wide
