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THEO ERICKSON
T E C H N I C A L             D E S I G N E R

Education

INTERMEDIATE EXPERIENCE: Java, Python, C, Unix, Git
BILINGUAL: English/Spanish 

Key Skills
EXTENSIVE EXPERIENCE: C++, Unreal 4/5, C#, Unity, P4V, 
BONUS: 2nd degree black belt samurai

in/thelonius-erickson310-242-1733 theoserickson@gmail.com

UC SANTA CRUZ Baskin School of Engineering                            Sept 2014 – June 2019 
BS Computer Science: Game Design                                            Dean’s List 2018–19

Collaborated with fellow designers on player vs AI balancing 
Drafted design documents instructing Art and Engineering.
Oversaw all systems related to combat and weapons. 

Integrated Gameplay Ability System within our core
combat design. 
Led design discussions concerning combat system state &
iterations 
Architected data-driven weapons system via C++ and
Blueprint. 

Industry Experience

ASSOCIATE TECHNICAL DESIGNER FOR AN UNANNOUNCED AAA PROJECTASSOCIATE TECHNICAL DESIGNER FOR AN UNANNOUNCED AAA PROJECTASSOCIATE TECHNICAL DESIGNER FOR AN UNANNOUNCED AAA PROJECT

Polished animations utilizing Blendspaces and
keyframing/sequencer tools
Extended editor tools to allow in game level editing via
custom level editor. 

Amplified movement system via dynamic infiltration
options 
Wrote code to add climbing and shimmying for vertical
level depth. 

COMBAT DESIGNER FOR AN ISOMETRIC ACTION-INFILTRATION PUZZLE GAMECOMBAT DESIGNER FOR AN ISOMETRIC ACTION-INFILTRATION PUZZLE GAMECOMBAT DESIGNER FOR AN ISOMETRIC ACTION-INFILTRATION PUZZLE GAME

Designed combat system with fluid moves between attack
and movement options.
Polished animations utilizing Blendspaces and
keyframing/sequencer tools
Extended editor tools to allow in game level editing via
custom level editor. 

Inovated 2 Bosses from paper designs to direct
programming implementation
Integrated behavior trees and queuing up attacks to
create flowing combos.
Linked Blendspaces and animation logic to player input
and core game architecture

GAMEPLAY DESIGNER FOR A 3RD-PERSON ACTION CO-OP GAME AKIN TO DARK SOULSGAMEPLAY DESIGNER FOR A 3RD-PERSON ACTION CO-OP GAME AKIN TO DARK SOULSGAMEPLAY DESIGNER FOR A 3RD-PERSON ACTION CO-OP GAME AKIN TO DARK SOULS
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