
Email: bryantan@smu.edu                                                                                Mobile: +17734833252  
Bryan Tan 

Education 
Southern Methodist University (SMU), Guildhall  Dallas, Texas 
Master of Interactive Technology, Specialization in Software Development Aug 2025 - Jun 2026  
  

Sun Yat-sen University (SYSU), School of Computer Science and Engineering  Guangzhou, China 
Bachelor of Engineering in Computer Science and Technology Aug 2018 - Jun 2022  
  
Professional Experience 

4399 Games | Guangzhou, China Jul 2021 – May 2024 
  

Level & Systems Designer for Era of Conquest Jun 2022 – Mar 2023 
4X Strategy - Unity - 100 person team – Published on Google Play 
 Designed an exploration puzzle game level editor and developed 30+ mini-game levels for the main storyline.  
 Iterated on the equipment system and other combat-related features such as battle reports. 
  

Combat & Systems Designer for Project: 4X Strategy + Auto Battler  Mar 2023 – Feb 2024 
4X Strategy - Unity - 50 person team – Not Published 
 Managed the monthly version development plans for combat-related features and development priorities. 
 Designed the auto battler + tower defense combat system and combat flow from scratch, with features including 

skill system and buff system. 
  

Systems Designer for Project: Turn-Based MMORPG  Feb 2024 – May 2024 
MMORPG - Unity – 20 person team – Not Published 
 Designed the pet system featuring progression, skills, and collections for a turn-based MMORPG.                  
  
SMU Guildhall GameLab | Dallas, Texas  Aug 2025 – Jul 2026 
  

Gameplay Programmer for ArachNOT  Aug 2025 – Dec 2025 
Side-scrolling 2D Puzzle Game - Unity - 4 person team 
 Implemented the bouncing and pulling web gameplay (physics-based, using Unity joints), the spider's aiming and shooting, 

the dialogue system, and part of the UI. 
  

AI Programmer for Hamsterballin’  Jan 2026 – May 2026 
Arcade Racer– Unreal 5 - 40 person team 
 Implemented the arcade racer AI perception and behaviors, with features including detecting and reacting to objects 

ahead on track and selecting best branch road based on utility score. 
  

Independent Projects 

Ace Attorney Approximation  May 2026 - Jul 2026 
 Built a retained-mode UI framework in my Custom C++ Game Engine. with features including 

AnchorContainer, BoxContainer, GridContainer, StyleBox and input routing based on widget tree. 
 Implemented a data-driven dialogue system using XML nodes and to control dialogue flows and presentations. 
 Implemented an inventory module and gameplay mechanics similar to Ace Attorney. 
 

NetChess3D  May 2026 – Jul 2026 
 Implemented the network command protocol for chess matches using TCP/IPv4 via the WinSock API. 
  

Custom C++ Game Engine  Aug 2025 – Jul 2026 
 2D and 3D DirectX11 Rendering with texture and Blinn-Phong shader support. 
 Event system, dev console, network system, input system, retained-mode UI, and JSON and XML support. 
 

Skills 
UE5, Unity, Axure, Excel, C++, C#, HLSL 


