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Published WOrk
“Bryan’s Indie Collection”						                                    Published Independently on Steam: 8/2025
· A collection of nine Unity video games that were developed independently and with groups for degree courses.
Project Experience
“Virtual Insanity and Donuts”
3D Level Designer, 5 Person Team - Senior Capstone Project, Oakland University                                                                   9/2024 – 12/2024
· Responsible for building and texturing structures, placing props, lighting, and creating ideal atmosphere for all levels.
· Collaborated with gameplay designers, programmers, and artists to ensure levels fit the needs of core gameplay and artistic design.
· Made frequent and well documented updates to GitHub branches to ensure software stability. Fixed bugs resulting in texture glitches and made changes in response to player feedback before project deadline. 
“Last Stand on Mars”
3D Level Designer, 2 Person Team – Game Programming Final Project, Oakland University                                                 3/2024 – 4/2024
· Independently designed and built a variety of 3D terrains with Unity’s terrain editor to immerse the player and improve replayability.
· Implemented different combat positions to encourage strategic decision-based gameplay instead of instinct-based.
· Maintained quality standards on a one-month deadline while upholding responsibilities on other projects.
“Fluffy”
2D Level Designer, 4 Person Team - Software Engineering Project, Oakland Community College	                                    9/2021 – 1/2022
· Designed and documented unique levels that incorporated tutorials, platforming, combat, and advancing player capabilities.
· Implemented levels in Unity using the tile palette tool to streamline workflows and enhance creative layout design.
· Provided thorough design documentation at every stage of the software development process. 
Technical Skills
Level Design
· Player Immersion / Atmosphere / Lighting / Environment Interactions / Consistency in Artistic Design / Detail Oriented 
· Strategic Decision-Based / Replayability / Performance Optimization / Quality Assurance / Design Markup
Gameplay Design
· Gameplay Loop / Player Retention / Responsive Player Movement / Collision-Based Combat Mechanics
· Enemy Pressure / Resource Balancing / Difficulty-Based Enemy AI
Game Programming
· C# Scripting for Unity Engine / 2D and 3D Procedural Level Generation / Game Physics / Player Input / Collision Detection
· Projectiles / Health System / User Interface / Animation / Enemy AI / Game State / Debugging / Commenting
Software Engineering
· Scrum Methodology / Short Projects / 2D and 3D Unity Development / Visual Studio Code / GitHub Desktop
· Software Documentation / Independent Projects / Small Team Projects

Education			                                                                                                   		                                                                                  
Bachelor of Science in Computer Science, Oakland University, Rochester, MI – GPA: 3.53	                                                    9/2022 – 12/2024
· Department Honors: 3.5GPA requirement in Computer Science courses, 3.73GPA achieved.
· Noteworthy Courses Completed: Game Programming, Game Design, Senior Capstone Project, Sophomore Project, 
Data Structures, Design and Analysis of Algorithms, Programming Languages, and Discrete Mathematics.
				                                                                       
Associate of Arts, Oakland Community College, Royal Oak, MI – GPA: 3.76                                                                                      8/2019 – 8/2022                                                                                                            
· Noteworthy Courses Completed: Game Software Development, Software Engineering, and Object-Oriented Computing.
Experience
Advanced Repair Technician, Geek Squad 	                                              				                                    6/2025 – Present
· Performs advanced software and hardware repairs on computers and documents repairs.
Repair Technician, Ubreakifix                                                                                                                                                                              7/2024 – 5/2025
· Repaired phones, tablets, computers, and gaming consoles. Documented repairs, took phone calls, and made sales. 
Help Desk Technician, Oakland University                                                                                                                                                     1/2024 – 7/2024
· Provided tech support over the phone, remoting into desktops, and in person. Documented all interactions in ticketing system.                                                                         
