Eric Enriquez

Game Developer / Gameplay Programmer
Texas, United States of America | ericbusiness103@outlook.com
Web Portfolio | LinkedIn | GitHub

PROFESSIONAL SUMMARY

Dedicated Software Engineer and Gameplay Programmer specializing in architecture, tools
development, and core gameplay mechanics. Proven ability to build complex, scalable
game systems from scratch—including node-based editor tools, inventory architectures,
and data-driven enemy Al. Passionate about understanding low-level engine architecture
and optimizing player experiences.

CORE SKILLS & TECHNOLOGIES

e Game Engines: Unity, Godot, MonoGame

e Languages: C#, GDScript, UXML, USS, HTML, CSS

e Specialized Skills: Gameplay Programming, Ul/UX, Tool development, Engine
Architecture, Optimization

e Tools & Software: Git, Blender, Visual Studio, VS Code

FEATURED PROJECTS

Unity Top-Down Prototype | Solo developer | Unity, C# | 5/10/2026

¢ Architected an event-driven dialogue sequence system featuring a custom, node-
based Unity Editor tool to streamline narrative workflows.

¢ Engineered decoupled Quest and Inventory systems that dynamically
communicate to trigger quest progression based on real-time inventory updates.

Link to project

Space Pilot - Solo developer | Godot, GDScript | Work in progress

¢ Designed and implemented extensible enemy Al, obstacle spawning, and boss
behaviors using modular, data-driven architecture.

Link to project



https://eric-dev-1998.github.io/
https://www.linkedin.com/in/eric-enriquez-3a4082365
https://github.com/eric-dev-1998
https://eric-dev-1998.github.io/td3d.html
https://eric-dev-1998.github.io/sp.html

MonoGame Arena Shooter prototype | Solo developer | MonoGame, C# | 4/3/2026

¢ Programmed a complete game framework from scratch to deepen understanding of
low-level engine architecture, game loops, and rendering pipelines.

¢ Implemented core physics, collision detection, and input handling mechanics
without the aid of a commercial engine wrapper.

Link to project

EDUCATION & CERTIFICATIONS

B.S. in Computer Systems Engineering
Instituto Tecnologico de Piedras Negras, 2021

Arigorous engineering program focused on a full stack software architecture, hardware-
software integration, and system optimization.

Core focus
Software engineering methodologies, full-stack software architecture, and system
optimization.

Key Capstone
Designed and built a Super Mario Maker style level-editor prototype alongside a web
platform for sharing custom user creations.

Technical High School Degree in Programming
Centro de Bachillerato Tecnologico Industrial y de Servicios No.34, 2016

Early specialized education that provided a three-year head start in core informatics
principles

Core focus
Object-Oriented Programming (OOP), database management, and networking principles.

Key Capstone
Developed a custom Android calculator application featuring integrated audio playback
systems.



https://eric-dev-1998.github.io/as.html

