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About Me 
 

Game Programmer & Software Developer with hands-on experience building interactive applications 
and game systems in C++, C#, Unreal Engine, and Unity. Experienced in engine development, graphics 
programming, UI systems, gameplay programming, and integrating third-party libraries and tools. 
With a background in 3D modeling, animation and VFX, I strive to attain polish with both technical and 
creative perspectives to a collaborative game development team and cycle. 

Projects 
 

IExeEngine | A custom game engine that can develop 2D or 3D games April 2025 

• Developed a custom game engine in C++, working through compilation, linking, and through an 
engine’s build pipeline. 

• Integrated external elements, such as DirectX 11 & the Bullet physics engine, to allow graphics 
rendering and in-engine physics. 

• Implemented lighting-based shaders using HLSL. 

• GitHub: https://github.com/IbrahimExe/IExeEngine 

 

Bring the Balance | A 3D, RPG Simulation game built in Unreal for CVGM  Aug 2026 

• Developed an educational interactive installation for the Canadian Video Game Museum at 
the Centre for Digital Media as part of a 6-person development team. 

• Programmed gameplay and UI systems using C++ in Unreal Engine 5.6, integrating 
Blueprints for rapid iteration and designer-facing functionality. 

• Designed and implemented a reusable C++ UI framework to manage multiple game-state 
interfaces, UI interaction, input handling, animation, screen transitions and game-state-driven widget 
management that supports the turn-based RPG simulation designed for a museum environment. 

• Collaborated with another developer teammate using GitLab for version control. 

• Project: https://thecdm.ca/projects/revealing-art-balance-canadian-video-game-museum 

• GitHub: https://github.com/IbrahimExe/BringTheBalance 

 

De-File | A 2D physics-based puzzle game made in week inside Unity Feb 2026 

• Developed a 2D physics-based puzzle game in Unity and C# within a one-week development 
period for the 2026 Global Game Jam. 

• Implemented a custom particle-based simulation and obstacles in a 2D environment. 

• Designed and programmed the game’s UI systems, including menus, objectives, effects, and 
interactive buttons. 

• Play: https://ibrahimexe.itch.io/de-file 

• GitHub: https://github.com/Ghuztavo/De-File 
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Education 
 

Bachelor of Science – Game Programming | LaSalle College Vancouver 2023 - 2026 

Understand how game programming works through the learning of fundamental computer science 
concepts, as well as various languages covering C, C++ and C# fundamentals, and gained familiarality 
with multiple game engines (Unreal, Unity, GameMaker). 

3D Design & Visual Effects Diploma | Vancouver Film School 2022 - 2023 

Learned the 3D pipeline, including modeling, animation, VFX and compositing, through software such as 
Autodesk Maya, Foundry Nuke. 

Foundation Visual Arts & Design Diploma | Vancouver Film School 2021 - 2022 

Gained familiarity with the foundation of design and art through the Creative Adobe Suite. 

 

Skills & Softwares 
 

• Game Engines: Unity, Unreal Engine 5, GameMaker 

• Programming Languages: C++, C#, Python, Kotlin, GameMaker Language, HLSL  

• Adobe: Illustrator, After Effects, Photoshop, Premiere Pro, Substance Painter 

• Software: Autodesk Maya, Blender, Foundry Nuke, GitHub/ GitLab/ Git  

 

Hobbies & Interests 
 

• Soccer/ Football, Gaming, Videography, Visual Effects, 3D Animation, Comics 

 

Volunteering 
 

• Canadian Video Game Museum: Guided visitors through Canadian, and specifically 
Vancouvers’, video game development history at the Museum of Vancouver pop-up exhibition.  


