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EXPERIENCE
Project Lead, Game Designer & Developer Remote
Media Lab at Fluminense Federal University May 2025 - Present

o Standalone VR: Co-developed an educational VR experience reconstructing 1830s Rio de Janeiro and the
Cais do Valongo, a UNESCO World Heritage site, exhibited at SBPC 2026, Brazil’s national science congress.

o Project & Team Leadership: Led four programmers, coordinating feature work through Git branches, and
bridged communication with primary clients to translate provided documentation into 12 technical milestones.

o Planning & Progress Management: Authored the delivery roadmap and maintained a dependency register
for blocked or deferred features, aligning stakeholder expectations with available development capacity.

o Proactivity & Content Pipeline: Identified the need, designed and implemented a designer-facing dialogue
pipeline that converted Google Sheets text into typed C# enums, keeping engineering out of the writing loop.

Technical Game Designer Remote
Ludomancer Studio Nov 2024 - Present
o Shipped Titles: Contributed to several PC and mobile titles: All Stars Merge (Google Play; 10K+ downloads,
4.1 stars across 98 reviews), Hotel 77 (Steam, 10 languages), Cursed Blight and Memories of War (itch.io, 1k+
plays), Red Death Party (English localization & QA), COVID 35 (Multiplayer) and unreleased console titles.
o Game Design & Systems: Designed and implemented gameplay systems, mechanics, reward economies,
upgrade trees, combat models, levels, progression flows, controller-first menus, and achievement metadata.
o Cross-functional Team: Worked across design, art direction, and engineering, taking ownership of diverse
development needs across gameplay, narrative, Ul, testing, and implementation within a remote indie studio.

Gameplay Programmer & System Designer Remote
Independent Contractor May 2026 - Sep 2026
o Specification & Documentation: Consolidated recorded specification sessions with a US-based client into a
design document, resolving specification conflicts and ambiguities before implementation.
o Systems Architecture: Designed and implemented systems for an unannounced PC title in Unity 6 and C#,
using data-driven behavior that allows designers to add and tune content without engineering changes.

Software Engineering Intern Remote
Radiz Engineering and Software May 2022 - May 2023
o Software Development: Shipped app features to the passenger and driver apps of a ride-hailing platform,

standardized error handling across 16 modules and closed 20+ defects through pull-request code review.

CORE SKILLS

e Design & Planning: GDDs, Level, Narrative & Technical Design, Prototyping, Gameplay Balance, Playtesting

e Technical Development: Gameplay Programming, Performance Optimization, Data-Driven Architecture, C#

e Production & Leadership: Cross-functional Collaboration, Project & Team Management, Git, Scrum & Kanban
e Platforms & Engines: Controller-first UI, Achievement Design, Steam, Console Certification Submission, Unity

e Spoken Languages: English (Fluent, C1 MET certified), Brazilian Portuguese (native)

EDUCATION
Bachelor of Science in Information Systems Niteroi, Brazil
Fluminense Federal University Aug 2020 - Dec 2026 (Expected)

INDEPENDENT PROJECTS

e Wander TTRPG System: Designing a 2d10 TTRPG, balancing 120+ elements through spreadsheet modeling.
e Prison Break: Escape Big Sister: 2D stealth platformer demo built in Python/Pygame, available on itch.io.

e Research: Currently documenting video game history through chronological play of culturally relevant games, from
1947 onward, building a broad reference base for game design, so my backlog is close to infinite.
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