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EDUCATION
« University of Illinois Urbana Champaign Champaign/Urbana, IL, USA
BS Computer Science, Game Studies and Design Minor Aug 2024 - May 2028

o GPA: 3.81/4.00

o Relevant Coursework: Data Structures and Algorithms, Linear Algebra, Top Down Video Game Design,
Intro to Game Studies, Intro to Video Game Development Processes

EXPERIENCE
+ The Stu/dio at Illinois Champaign, IL, USA
Game Programmer & Playtester August 2025 - Now

o Collaborated with designers, programmers, and sponsors to implement a Computational Fluid
Dynamics (CFD) visualizer using UE5’s Niagara Particle System and Blueprints.

o Engineered interactive and modular UI components in UE5 VR to render real-world CFD meshes
generated collaboratively using OpenFOAM.

o Translated user and playtester feedback into actionable gameplay improvements for a Unity mobile title,
managing the macOS build pipeline to ship a major version update to the iOS App Store.

« Discovery Partners Institute May 2025 - August 2025
Summer Tech and Research Intern Chicago, IL, USA

o Integrated MongoDB into a social networking app using Kotlin Coroutines for research, turning
in-person connections into online connections.

o Processed 30+ logs from MongoDB Atlas using a Python algorithm, finding 25 social encounters.

COURSEWORK AND PROJECTS

» GSD 405: Introduction to the Video Game Development Process January 2026 - May 2026
Programmer & Designer Champaign, IL, USA

o Architected and programmed all core technical systems in Unity, building frameworks for 2D
platforming physics, combat mechanics, and item functionality.

o Collaborated with artists and audio engineers to implement sprites, animations, and audio in Unity.

« CS 415: Game Development February 2026 - May 2026
Programmer & Designer Champaign, IL, USA

o Engineered a robust multiplayer framework in UE5 using the Advanced Steam Sessions plugin.

o Prototyped core prop-hunt mechanics, logic and systems, enabling players to disguise themselves,
interact with the environment, and navigate the game loop.

ACTIVITIES AND LEADERSHIP

» Gen.G ESports Jul 2026 - Aug 2026
Game Design Practicum Trainee Seoul, South Korea

o Collaborated within a 6-person team to ideate and design an original game, conducting targeted market
research to ensure the core mechanics appealed to the target audience.

o Facilitated consensus on design decisions by mediating team discussions, ultimately pitching the unified
game concept to an audience and Gen.G C-suite executive.

SKILLS

« Programming Languages: GDScript, Python, C++, C#
+ Game Engines: Unreal Engine 5, Godot, Unity Game Engine
« Tools & Platforms: Visual Studio, Perforce, Git, GitHub, MongoDB, Blender, Jira, Rider, Audacity

+ Languages: English, Cantonese (Conversational)
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