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AI Programming
Tools Programming

Gameplay Programming

c/c++ (4 years)
c# (1 year)
Blueprints

QT
IMGUI

Windows 7/8.1/10
Linux mint 17
linux ubuntu

Microsoft Visual Studio
geany
unity

Unreal Engine 4
mercurial/ pv4 / Github

autodesk maya
slack / trello

AI/Gameplay Programmer                        Jan 2017 - Ongoing
Cures and Curios: VR potion making game in UE4
Team Size of 20
• Working on custom AI movement system that will showcase 
dynamic NPC roaming
• Worked with designers to create unique gameplay items

Tools/Gameplay Programmer               Oct 2016 - Dec 2016
Cross Counter Tactics: 3D grid based tactical RPG in Unity 
Team Size of 5
• Constructed a 3D level editor with Unity Editor Scripts that 
allowed for quick level generation
• Implemented agent movement using A*

Tools Programmer                                       Jul 2016 - Oct 2016 
Berserker Breakers: Custom C++ game Engine and Editor 
Teams Size of 11
• Built widgets for Editor using QT, which allowed designers to 
intuitively use the Engine’s functionality

Tools/Physics/AI Programmer             Sep 2015 - Apr 2016 
Shadow Manor: 2D action game built in a custom C++ Engine
Team Size of 6
• Constructed game Editor using IMGUI
• Engineered physics system using Separating Axis Theorem
• Implemented AI behavior for enemies using a Finite State 
Machine

BSCS Real Time Interactive SimulationSep 2014 - April 2018

DigiPen Institute of Technology, Redmond, WA 

TA     May 2017 - Ongoing           Clubs     Aug 2017 - Ongoing 
Class CS380 Game Ai                 Co-President of Game Ai club

949.373.6491
l​ondon.duchene@gmail.com

londonduchene.com

https://www.londonduchene.com/

