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SKILLS & AWARDS

Programming: C, C++, C#, Python, JavaScript, Networking, Object-Oriented & Asynchronous Programming
Tools: Unity, Unreal, Godot, Git, Perforce, Touch Designer, VR/XR, Shader & VFX Graph

AT & Workflow: Al coding agents, LLM integration

Awards: Games for Change 2026 Best in Health & Wellness Nominee (Camp Movewell); Global Game Jam Pittsburgh
Non-Traditional Game Award (Mento-Issue)

EDUCATION
Carnegie Mellon University Pittsburgh, PA, USA
Master of Entertainment Technology Aug 2024 — May 2026
National Yang Ming Chiao Tung University Hsinchu, Taiwan
B.S. in Electrical and Computer Engineering Sep 2019 — Sep 2023
EXPERIENCE
iCan Entertainment Taipei, Taiwan
Game Client Intern (Unity) Jun 2025 — Aug 2025

e Delivered 3 player-facing Ul screens and a slot machine minigame within a fixed monthly release cycle for God
Convenience Store, a live mobile title on iOS and Android.

» Prototyped 5 experimental game modes under open-ended R&D direction; 2 were selected and promoted to the live
game, integrating with backend systems to support real-time data updates, achieving a 40%
prototype-to-production rate.

» Refactored gameplay systems using UniRx, UniTask, and Zenject to decouple event handling and async flow.

Wistron NeWeb Corporation Hsinchu, Taiwan
Advanced Technology Development Intern Aug 2022 — Nov 2022
e Analyzed web-gaming packet behavior, then implemented C and Lua QoS on the router backend, using deep packet
inspection to prioritize gaming and streaming traffic across 5 traffic classes.
o Rebuilt the router web interface in JavaScript with sortable views for dedicated gaming traffic.

PROJECTS

Borderless Jan 2026 — May 2026
» Engineered a real-time networking system for a 4-device mobile game, designing a host-client architecture with
custom clock calibration to reduce game state synchronization latency from up to 3 seconds to under 30ms.
e Designed and implemented a spatial interaction model where players physically move their phones in 3D space as
the core puzzle mechanic, validated across ~30 playtesting sessions (2-4 players each). Demoed the build at a GDC
booth and the ETC project showcase, where industry guests wanted that mechanic carried into other genres.

Camp Movewell Aug 2025 — Dec 2026
e Built a WebSocket streaming layer to deliver live sensor data simultaneously to an exergaming application and a
web-based controller, contributing to a system nominated for Best in Health & Wellness at the Games for Change
2026 Festival.
o Architected a modular sensor data pipeline for smart shoes, filtering outlier samples on the Bluetooth stream so a
bad reading would not jump the movement data.
XHaler Jan 2025 — Apr 2025

» Programmed gameplay for a 5-level VR breathing experience on a 5-person team over a 14-week semester, mapping
custom biosensor data onto game states and tuning feedback to each player’s breathing.

o Conducted usability testing with ~30 players, identifying 3 critical immersion blockers; iterated on mechanics and
systems until players could navigate the full experience without guidance, transitioning from a guided to a fully
self-directed play flow.
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