David Ray

Technical Game Designer
davidray.dev
hello@davidray.dev
linkedin.com/in/david-ray-dev
863-253-1252

About

Technical designer with 4 years of
experience designing systems and
mechanics that balance depth,
clarity, and player satisfaction.
Skilled in developing combatants, Al
behaviors, player controllers, and Ul
flows using Unity and Unreal Engine.
Brings a systems-thinking mindset
and a collaborative, playtest-driven
approach to crafting engaging
moment-to-moment experiences.

Skills

C# | C++

Visual Scripting & Blueprints
Mechanics Prototyping

Ul Implementation

Player Controllers

Systems Design

Tools Development

Software

Unity

Unreal Engine

Godot

Visual Studio & Rider

Git, Perforce, & Plastic SCM
Figma & Figjam

Jira & Confluence

Education

Game Design B.A.
University of Central Florida,
May 2020

Computer Science A.A.
South Florida State College,
May 2014

Game Designer
302 Interactive (Nov 2021 - Oct 2024)

Designed and implemented core gameplay systems across a
range of interactive experiences for arcade, mobile, web, and PC.

Focused on iteration, playability, and system clarity throughout
production cycles, working closely with engineers, artists, and
stakeholders to prototype and refine mechanics.

Contributed to both high-level design goals and low-level tuning
to ensure responsive and satisfying player interactions. Notable
projects include:

o Froggy Frenzy (Arcade | Unity)
Designed, implemented, and balanced core systems,
including a rhythm-based environmental system, enemy Al
hazard timing, and scoring logic. Tuned gameplay pacing and
challenge curve for replayability.

o TTYL (Mobile, Web, PC | Unity)
Designed and prototyped a branching NPC dialogue system
and a retro keypad interaction model to support a
narrative-driven mobile experience. Worked closely with
writers and UX designers to pace player input and emotional
tone.

o Rub-a-Belly’s Cat (Mobile, Web, PC | Unity)
Designed and prototyped core systems, player controller,
and hazards for a bullet hell style game. Focused on
replayability and delivering on the lighthearted and
humorous tone of the game’s concept.

Software Engineer

CyberDream (Nov 2020 - Jun 2021)

Developed and maintained a Unity-based training simulation,
focusing on system reliability and long-term maintainability
through extensive debugging and optimization.

Authored detailed onboarding and training documentation to
support new developers.

Automated build pipelines using Plastic SCM and TeamCity,
streamlining releases and reducing manual errors.

Provided troubleshooting and implementation support for clients
and external developers, resolving technical challenges and
ensuring smooth integration.


https://davidray.dev/
mailto:hello@davidray.dev
http://linkedin.com/in/david-ray-dev

	David Ray 
	Technical Game Designer 
	About 
	Skills 
	Software 
	Education 
	Game Designer 
	302 Interactive (Nov 2021 - Oct 2024) 
	Software Engineer 

	CyberDream (Nov 2020 - Jun 2021) 



