THEO ERICKSON

theoserickson@gmail.com  https://www.theoerickson.com/portfolio
https://www.linkedin.com/in/thelonius-erickson

SKILLS
EXTENSIVE EXPERIENCE: C++, Unreal INTERMEDIATE EXPERIENCE: Java,
Engine 4/5, C#, Unity, P4V, Git Python, C, and Unix
BONUS: 2™ degree black belt samurai BILINGUAL: English/Spanish
EDUCATION
UC SANTA CRUZ Baskin School of Engineering Sept 2014 - June 2019

BS Computer Science: Game Design Dean'’s List 2018-19

INDUSTRY EXPERIENCE

DEVIATION GAMES Unreal Engine 4/5 April 2020 - Present
ASSOCIATE TECHNICAL DESIGNER for an unannounced AAA project
e Integrated Gameplay Ability System within e Collaborated with fellow designers on player

our core combat design. vs Al balancing

e Led design discussions concerning combat e Drafted design documents instructing Art and
system state & iterations Engineering.

e Architected data-driven weapons system via e Oversaw all systems related to combat and
C++ and Blueprint. weapons.

e Headed recurring playtests of QA and other
team members to get feedback
Website: https://www.DeviationGames.com/

ROBITS Unreal Engine 4 June 2019 - April 2020
COMBAT DESIGNER for an isometric action-infiltration puzzle game
e Amplified movement system via dynamic ¢ Polished animations utilizing Blendspaces
infiltration options and keyframing/sequencer tools
e Wrote code to add climbing and shimmying e Extended editor tools to allow in game level
for vertical level depth. editing via custom level editor.

Website: https://www.robitsgame.com/

PLAYGROUND HEROES  Unreal Enginer 4 Nov 2018 - June 2019
GAMEPLAY DESIGNER for a 3™-Person Action Co-OP game akin to Dark Souls
e Inovated 2 Bosses from paper designs to e Prototyped a custom dialogue system linking
direct programming implementation voice lines with preset cutscenes.
e Integrated behavior trees and queuing up e Coded in a noise-based wind material for our
attacks to create flowing combos. stylized forest levels.
e Linked Blendspaces and animation logic to e Implemented heirchical LOD’s that remained
player input and core game architecture optimized across computer configurations

e Designed combat system with fluid moves
between attack and movement options.
Website: https://playgroundheroes.webflow.io/
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