Harvey Brown

Senior Game Designer, Taunton UK

Portfolio - | LinkedIn -
Phone - 07960 864477 | Email - harveykbrown@protonmail.com

I'm a cross-disciplinary Senior Game Designer with 7 years in the industry, 8 shipped commercial releases
and expansions reaching 200M+ players. Strong technical background with a Masters in Computer Science,
programming and designing tools and gameplay systems across mobile, console, PC and VR.

| like teams that move quickly, where | can contribute directly to the design and implementation of gameplay
and tooling, and collaborate with a wide range of disciplines.

Shipped: Wreckin' Raccoon (VR) | Rebel Inc: Escalation (PC/Mobile) + Campaign Mode, Scenario Creator and
2 paid DLC | Plague Inc: The Cure (PC/Mobile/Console) | After Inc: Revival (PC/Mobile)

SKILLS

Design - Systems & Economy Design, Live Ops & F2P monetisation, Progression & Meta systems, Technical
Design, FTUE & Onboarding, Design Documentation, Data Driven Design & User testing

Engineering - C#, C++, JS/TS, Unity, Unreal (Blueprints), Godot, Systems architecture, Tools & pipeline
development, HLSL/GLSL, Niagara, Performance optimisation for standalone VR and mobile

Data & Live Ops - Analytics Implementation, Data visualisation (Elastic Kibana, AWS Managed Grafana),
Excel/Sheets economy modelling, GDPR & DPA compliance

EXPERIENCE

nDreams Orbital & Compass
Senior Game Designer (Technical + Systems) - 2022 - 2026 (studio closed)

Wreckin' Raccoon - VR physics sandbox, Meta Quest

e Designed the emergent interaction subsystems, implementing dozens of complex interactive and
physics-constrained objects

e Implemented the semi-emergent state-based Al architecture for the game's antagonist NPC

e Built the gameplay analytics dashboards with the nDreams shared technology group, reused as the
template for later titles

e Contributed to a 3-month Early Access roadmap targeting retention and engagement

Asteroid Farming Game - VR co-op survival/farming live service, Quest 2 (unreleased)

e Main systems designer on a multiplayer live service title built for sustained retention through dynamic
quest driven progression and social base building

e Designed and implemented the full economy under strict Quest 2 hardware and server constraints

e Drafted the technical evaluations and ran the event storming sessions that defined backend
requirements for the live service layer

e Built tooling for automated data generation and testing, improving the speed and reliability of
economy iteration

VR Gameplay Prototypes - Broomstick Racing, Gun Recoil, Chariot Racing (unreleased)

e Product owner for multiple new game and IP initiatives, taking concepts from rough vision to
specced, prototyped and greenlit builds

e Ran multidisciplinary strike teams (5-12 people) iterating early core game loops in Unreal Engine
against major milestones

e Designed and implemented custom VR-first character controllers, each focusing on a single unique or
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novel mechanic (chariot racing, broomstick flight, use gun recoil to move, rope swinging parkour)

Ndemic Creations
Technical Game & Systems Designer - 2019 - 2022

Rebel Inc: Escalation - counter-insurgency strategy, PC/Mobile, + Campaign Mode, Scenario Creator and 2
paid DLC

e Managed the Early Access content roadmap for PC, launching in 1.0 launch in 2022 (~300k sales in 3
months, 80+% Steam rating), and continuous live ops on mobile (10M+ downloads)

e Shipped 11 official scenarios, 3 maps and 2 governors as free retention content, leading feature
teams of 3-6 and producing each piece once for both schedules

e Led design and production of Campaign Mode, a procedural strategy-roguelike progression
gamemode that became our second highest grossing IAP on mobile, generating 30+% of total app
revenue at launch

e Led development of the Scenario Creator, an official standalone modding toolkit used to share
thousands of user-created games; oversaw QA, beta testing, documentation and rollout, and wrote
custom JavaScript tooling to automate the large data exports required to build the tool

e Built a weekly challenge mode on globally-seeded random generation, driving engagement through
time-limited challenges at negligible server cost

e Oversaw 2 paid DLC and rebuilt the game's analytics and dashboards

Plague Inc: The Cure - strategy DLC, PC/Mobile/Console

e Worked on the design of the Cure Mode DLC, featured by the World Health Organization and the
Coalition for Epidemic Preparedness Initiative

e Collaborated with fact-checkers Full Fact and Politifact on the "Fake News" scenario, modelling how
misinformation spreads

e Rebuilt the Plague Inc’s Localization Tooling in JS and Python, automating data validation and
imports for all future updates

After Inc: Revival - settlement simulation, PC/Mobile

e Spent a year developing gameplay and IP for a new Ndemic strategy title, reaching 100k+ downloads
in its first 3 months

Studio-wide

e Managed PC and mobile storefronts, overhauled the company's analytics, and owned its Data
Integrity and GDPR policies

e Mentored a junior designer through their first gameplay contribution, 2 official scenarios and the
Golden Sands DLC

PERSONAL PROJECTS

Godot Shader Library (2024-Present) - Reusable shaders, VFX and graphics systems for Godot: procedural
cutoff shaders, UV-warp procedural fire, FFT-driven ocean simulation and procedural grass rendering 10m+
blades at 60fps

Isometric FPS Framework (2026) - Controllers, animation and Al framework for an isometric twin-stick
shooter

Game jams (2019 - Present) - Retro Platformer (2D parkour platformer, 2019), Endless Knight (2D endless
runner, 2022), Count Down (3D action combat, 2026)

EDUCATION

University of Southampton

e MEng Computer Science 2018-2019
e BSc Computer Science 2015-2018



