
	Norman Campbell
Unreal Engine Gameplay Programmer (UE5 / Blueprints)
Remote, U.S. • NormanCampbell1221@gmail.com • 954-534-6446



PROFESSIONAL SUMMARY
Unreal Engine Gameplay Programmer with experience shipping a demo built entirely in Unreal Engine 5 using Blueprints. Proven ability to design, implement, debug, and iterate on gameplay and environmental systems end-to-end, including multiplayer-aware features. Strong systems-focused mindset with foundational Java and JavaScript experience.
TECHNICAL SKILLS
Unreal Engine: UE5, Gameplay Framework, Actors, Components, Blueprints (Advanced)
Gameplay: Combat, AI Logic, Physics, Inventory, UI
Environment: Day/Night Cycle, Dynamic Atmosphere, Wind Systems, Water Simulation (Gerstner Waves)
Tools: Debugging, Blender, FireAlpaca, Excel, Google Docs
Programming: Java, JavaScript 
PROJECTS
Hallowed Crucible — Shipped Demo
Solo Gameplay Programmer | UE5 (Blueprints Only)
• Built all core gameplay systems end-to-end, including combat, enemies, progression, and player mechanics
• Architected modular Blueprint systems and iteratively balanced gameplay through testing
Survival Game Prototype — Environmental Systems
• Implemented dynamic day/night cycle, wind-driven foliage, and a complete replicated water system (Gerstner waves, floating physics, swimming/diving, underwater visuals & audio)
Additional Prototypes: Survivors-like core loop • Parkour movement system
PROFESSIONAL EXPERIENCE
Gameplay Programmer — Razor Star Studios (Jan 2022 – Dec 2024)
• Implemented and debugged gameplay systems using Unreal Engine Blueprints
• Collaborated with designers and artists to deliver functional gameplay features
Voice Trainer — Babel Audio (Dec 2020 – Dec 2024)
EDUCATION
Associate of Arts — Broward College
B.S. Computer Science (In Progress) — Florida International University
