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skills technical skills

profile

Unity Engine
Blender
Clip Studio Paint

Organization
Game Prototyping
 

he/him

education

Simon Fraser University

Expected Graduation: JUNE 2027

Interactive Arts and Technology, BA

academic projects

  

Writer & Character Designer, Hit & Haunted

Adaptable and quick to learn new tools, with
experience collaborating in multi-disciplinary game 
teams across design, art, and audio.

Conducted self-playtesting and playtesting sessions, evaluating narrative flow, gameplay pacing, 
and player interactions, and documenting feedback for iterative improvements.

Assisted in preparing assets and builds for release on Steam, contributing to overall project
organization and polish.

Modeled seven characters and created animation sets integrated into a Unity finite state machine, 
testing transitions to ensure consistent behavior across idle, interaction, and failure states.

Quickly conceptulized four different unique vendors, each with distinct personalities that can be 
quickly infered through their design.

January - April 2025

Conceptualized the designs of the main characters, making sure that their personalities shined 
through their silouhettes and shape design.

Game Designer

3D Modeling

Character Designer & Modeler, Night Market Madness September - December 2024

Python/gdscript

Modeller & Animator, Aquatic Adventures January - April 2024
Referenced real-world footage to ensure realistic animation, maintaining consistency between model, 
rig, and motion.

Modeled and weight-painted a stylized crab and two additional creatures, ensuring clean
deformation and smooth rigging.

personal projects

Godot

  
Programmer & Artist, OCBallLab April 2026 - Present

Programmed a variety of modded characters in Godot, each with different mechanics and varying 
levels of technical complexity, ensuring each character delivered a distinct and engaging
gameplay experience.
Developed and integrated a new game mode with a boss fight within the existing codebase.
tilized spreadsheets to test ball performances to ensure they're well balanced.


