Adrian Egea

Senior Software Engineer | Games Developer
C++ | Unreal Engine 5 | Systems and Gameplay | Graphics Vulkan OpenGL

Email adrian.egea.comenge@gmail.com
LinkedIn www.linkedin.com/in/adrian-egea-comenge
Portfolio  https://adrianensis.github.io/portfolio/

Tel. +34 696786456

Software Engineer & Game Developer (Computer Science degree) with over 9 years of experience specializing in Unreal Engine
5 and Modern C++ (17/20/23) and passionate about creative projects. My strongest skills are patience and creativity, they
allowed me to become self-taught gamedev, code my own Vulkan Game Engine and take part in multiple AA/AAA Unreal
Engine projects like Lords of the Fallen (2023, PS5, XSX, PC) and Gothic Remake (2026 PS5, XSX, PC). | am also very
collaborative and fast learner. I've joined projects in different stages like pre-release, mid production, and greenfield projects.

Professional Experience

Principal Unreal Engine 5 C++ System/Gameplay Programmer Feb 2026 — Present
Radical Dreams Entertainment Bk &%t Japan (Remote)
Unreal Engine 5 development for PC and Consoles (PS5, XSX, Switch?2), Porting, Cinematics Programming, Ul
Programming, Gameplay and Systems, CI/CD Pipeline setup (TeamCity).

Unreal Engine 5 C++ System/Gameplay Programmer Apr 2025 - Jan 2026 (10 months)
GRIP Studios Czech Republic (Remote)
Responsible for Modding System implementation for PC, PS5 and XSX, Gameplay Systems like Hints System, Mutable
System refactor to allow Characters and Vehicles runtime generation. Bugfixing and Visualization Debug Tools.

Unreal Engine 5 C++ System/Gameplay Programmer Mar 2024 - Oct 2024 (8 months)
Underdog Studio (CI Games) Barcelona, Spain (Remote)
Worked on Cancelled Unannounced Survival Project (PS5, XSX, PC). Responsible for the Quest System and network
replication for Coop mode.

Unreal Engine 5 C++ System/Gameplay Programmer Aug 2021 - Mar 2024 (2 year 8 months)
HexWorks (Cl Games) Barcelona, Spain (Remote)
Worked on Lords of the Fallen (2023, PS5, XSX, PC). Responsible for the Quest System, Save Game system,
Serialization system, RPG features like items, stats, VFX/SFX/Wwise integration. Assisted with GAS abilities
implementation and network replication for Coop mode. Identified and resolved critical gameplay bugs during
development and post launch (patches and DLCs). Game optimization improving async loadings.

Unreal Engine 4 C++ System/Gameplay Programmer May 2020 - Jul 2021 (1 year 3 months)
Alkimia Interactive (THQ Nordic) Barcelona, Spain (Remote)
Worked on Gothic Remake (2026 PS5, XSX, PC). Responsible for the Character/Creatures Movement and Animation
Blueprints. Ported Blueprint animation code to C++. Assisted with Bugfixing, small creatures Al, GAS movement
abilities implementation.

Lead Unreal Engine 4 C++ Programmer Apr 2018 — Mar 2020 (2 year)
Limitless Barcelona, Spain
Cancelled Unannounced MOBA Project (PC). Responsible for the Programming Team (5 devs) on a MOBA project.
Responsible for the game architecture, networking code, automatic build system with Jenkins and Git, tools and git
scripts for the art team.

Graphics Developer May 2017 - Apr 2018 (1 year)
Cl3ver Barcelona, Spain
Development of Oculus Rift app with C++/OpenGL and Rhino/Sketchup 3D data importer plugins, bugfixing and
improvement.

Full-Stack / Android Developer Feb 2015 - Apr 2016 (1 year 3 months)
Tretanto Murcia, Spain
Apps and Social Networks development with JS, JQuery, AngularJS, Android, PHP, Symfony2, Doctrine, MySQL.

Relevant Side Projects

C++ / OpenGL / Vulkan 3D Game Engine Nov 2017 — Present (+9 years)
Improving my C++ / OpenGL / Vulkan skills by writing a 3D Game Engine using C++, OpenGL, Vulkan and GLSL.
https://github.com/adrianensis/ForestEngine

JavaScript + WebGL 2D Game Engine Jul 2013 — May 2017 (4 years)
This WebGL Game Engine was developed as end-of-degree project using Javascript, WebGL and GLSL.
https://github.com/adrianensis/ThiefEngine

(Game Al) Artificial Intelligence Project Apr 2016 —Jul 2016 (4 months)
University Project. Artificial Intelligence for Video Games using Java, LibGDX. Al, Basic Steering, Delegate Steering, Group
Steering, Flocking, State Machines, Pathfinding and A*. https://github.com/adrianensis/Al-Videogames-2016
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