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Los Angeles, CA  |  +1 626 693-4003  |  leficious@gmail.com  |  leficious.com  |  LinkedIn

PROFILE
Technical game designer focused on combat, gameplay systems, and technical animation in Unreal Engine. Builds playable
prototypes across player mechanics, enemy AI, animation logic, UI, and designer-facing tools, supported by a complete 3D production
background and experience working across design, art, animation, and engineering.

SELECTED TECHNICAL DESIGN PROJECTS
Fallen Valkyrie | Unreal Engine 5 Jan-Jun 2025
- Built a playable boss-level vertical slice with spear and bow combat, dodging, target locking, resource systems, directional hit reactions,

and multi-phase encounter pacing.
- Connected Animation Blueprints, state machines, retargeting, Motion Warping, transitions, and Anim Notify attack windows to gameplay;

implemented the boss in StateTree and integrated cameras, UI, cinematics, and level scripting.

Grid-Based Tactical RPG Template | Unreal Engine 5 Jan-Mar 2026
- Implemented A* and Dijkstra pathfinding, movement range and path preview, and a snappable tactical grid with a UMG authoring and

debugging tool.
- Built shared data structures and reusable Animation Blueprint templates for classes, units, equipment, and attributes.

Starshore | Unreal Engine 5 Jun-Dec 2024
- Created a character controller with flight, dash movement, and a five-hit combo, then connected abilities, targeting, stats, enemies,

pickups, and UI into a playable loop.
- Used GAS, Behavior Trees, and data-driven structures to build reusable inventory, vendor, and item-detail interfaces.

Sacred Forest | Unreal Engine 5, Maya 2026
- Built an optimized modular environment kit with low-poly assets and atlased vegetation, balancing stylized lighting, reusable

construction, and realtime performance.

TOOLS AND TECHNICAL ART
Stylize Normals Toolkit | Maya, Python, Maya API 2026
- Developed and released a production-safe tool for transferring, generating, previewing, inspecting, repairing, and comparing custom

vertex normals, with multi-object workflows, live preview, and one-step undo.
GitHub repository

Tenebria Character Pipeline | Maya, Yeti, Substance, ZBrush 2024
- Completed the character from modeling and texturing through rigging, IK/FK controls, animation, and rendering; built procedural Yeti

hair-card textures and the final braided hairstyle.
MEL-Driven Clockwork Platform | Maya, MEL 2025
- Scripted a complete mechanical rig and animation in MEL, coordinating interdependent clockwork components through reusable

procedural controls.

EDUCATION
University of Southern California | M.S., Game Design and Development Expected Jun 2028

School of Cinematic Arts | Los Angeles, CA

Gnomon School of Visual Effects | B.F.A., Digital Production - Games Jun 2025
Los Angeles, CA | Work selected for Gnomon's student reel

TOOLS AND SKILLS
Gameplay Systems: Unreal Engine 5, Blueprint, GAS, StateTree, Behavior Trees, Enhanced Input, UMG
Technical Animation: Animation Blueprints, state machines, retargeting, Motion Warping, Anim Notifies, Control Rig, IK/FK, realtime cinematics
Programming and Tools: Python, Maya API, MEL, C++, C#, Unity, Git, Perforce, data-driven systems
3D Pipeline: Maya, Substance Painter and Designer, ZBrush, Yeti, Photoshop, SpeedTree, Gaea
Languages: English (native); Mandarin Chinese (fluent speaking; working reading and writing with translation support)
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