
JOSH BROOKS
Game Programmer — Unreal Engine 5 · C++ · Blueprints
New Jersey, USA · brooks.joshua43@gmail.com · linkedin.com/in/veryambitious · github.com/FearWydk · fear-wydk.itch.io ·
fearwydk.github.io/gamedevportfolio

Solo and studio game programmer specializing in Unreal Engine 5 gameplay systems — Gameplay Ability System
architecture, C++ enemy AI, and modular combat frameworks. Shipped title on Steam; currently leading Blueprint
architecture on an in-development roguelite and building an original action RPG vertical slice.

TECHNICAL SKILLS

Languages C++, Blueprints

Engine Unreal Engine 5

Systems Gameplay Ability System (GAS), Behavior Trees, AI Perception, UMG / Widget Materials, Data Assets,
Spline Navigation

Also SDL3, Git

PROJECTS

The Resonance
Original IP · Solo Developer · 2026–Ongoing

Elemental action RPG vertical slice. Architected the full combat framework on GAS via a custom C++ plugin (GASOline); built C++
enemy AI with Behavior Trees and AI Perception, including a custom attack-range BT decorator; designed a segmented
GAS-driven damage pipeline and a UMG-material radial vitals HUD; implemented a hack-n-slash combo/finisher system.

GASOline — Reusable UE5 GAS Plugin
Solo Developer · Ongoing

Open C++ framework wrapping the Gameplay Ability System into a reusable plugin — Ability System Component, attribute sets,
data-driven ability granting. Powers The Resonance's combat architecture. github.com/FearWydk/GASoline

Little Red Hunter
AyoGamesStudio · Lead Programmer · 2025–TBA

In-development roguelite. Leading Blueprint architecture across a 22GB shared codebase: modular turret system, health/inventory
components, enemy AI, quest-gated dialogue system.

Shattered Melodies
Full Sail Capstone · Programmer · 2023–2024

Action RPG shipped on Steam with a 20+ person team. Built enemy AI, vending machine mechanics, crystal puzzles, item shop
system.

Mask Survival
Solo Developer · 2026

Stealth survival game shipped on itch.io. Faction-aware Behavior Tree AI, struct-based inventory, throwable decoys, spline patrol
routes, original score.

Automation Grid
Solo Developer · 2026

Deterministic cellular-automaton puzzle in Blueprint — fully precomputed simulation scrubbable forward/backward before
committing a seed.

EDUCATION

Full Sail University M.S. Game Design (2023–2024) · B.S. Digital Cinematography (2020–2023)

EXPERIENCE

Option Care Health — Lead Patient Access Specialist Jan 2025–Present

Assists in leading a team of specialists, mentoring new hires and managing daily operations.


