KHUSHVEER ARUJA

Technical Game Designer

Qs (+44) 7725 149350

Dd khushveer.ahuja99@gmail.com

(3 khushveer.com Technical Game Designer with 4.5 years of Unreal Engine experience delivering end-to-end
gameplay systems for large-scale multiplayer experiences. Proven ability to independently
[in] linkedin.com/in/khushveerahuja own complex features from early prototyping through implementation, iteration,

documentation, and live support using hybrid Blueprint and C++ workflows.

© London, United Kingdom

Shipped networked experiences supporting thousands of concurrent players, with ownership
of first-time player onboarding, Al ecosystems, navigation, combat systems, and internal tools.
Highly iteration-driven and performance-focused, with a strong emphasis on scalable, player-
centric technical design. Trusted cross-disciplinary contributor, regularly collaborating on
complex debugging, performance optimisation, and system-level problem solving across
design and engineering teams.
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, Live Seiviice Developimei: 2 (2 Otherside - ODK, First Trip, Second Trip 72
' Deb.ug.gm.g & PEnenmMEnes . Designed, scripted, and shipped core systems for the Otherside Development Kit
Optimisation (ODK), a foundational plugin providing gameplay mechanics, user-generated content
. Technical Documentation tooling, and blockchain integration, supported by clear technical documentation.
. Cross-Discipline Collaboration . Sole owner of the First-Time User Experience (FTUE) onboarding and tutorial flow,
driving the feature end-to-end from concept and prototyping through
Implementation, live iteration, and post-launch updates.
.- Level designed environments accommodating 7,500 concurrent players; prototyped
fully networked Al ecosystemes.
- Implemented navigation systems, waypoints, compass, and maps, delivered modular
quest systems with integrated Ul, animations, SFX/VFX.
. Collaborated cross-discipline to align technical design goals and pipelines.
(3 Dragon RO
. Designed and implemented scalable weapons and class systems for thousands of
, , concurrent players.
- Unreal Engine (Blueprints/C++) . Built modular medals and rewards systems integrated into ODK.
- Unity (C#H) - Contributed to a Guinness World Record event for 2,197 players on a single server.
- Perforce
. Jira / Confluence @ KosmoPop
+ Adobe Creative Suite . Technical lead for a live K-Pop event starring Alexa & Twice, building a dynamic,
- Blender / Maya networked environment that resized in real time to support ~1,000 concurrent players.
. Unreal Sequencer / UMG Ul Tools - Designed interactive elements and coordinated cross-discipline delivery, ensuring
robust, performant systems throughout the live event.
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First Class Honours

¢ University College School
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Design & Technology, NSPCC Charity
- Completed Gold Duke of Edinburgh
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