
Developer Hard Skills

C++

Unreal Engine 5 (Blueprints & C++)

3C Systems (Character, Camera, Controls)

Physics & Collision Systems (Chaos)

AI & Pathfinding (Behavior Trees, NavMesh) 

Performance Optimization

Networking & Replication (RPCs, latency mitigation)

Math & Algorithms (linear algebra, trigonometry, vector math)

Animation & State Machines (blend spaces, IK, animation 
graphs)

Scripting & Tool Development (C#)

Version Control (Git, Plastic)


Soft Skills

Problem-Solving

Team Collaboration

Strong Communication

Attention to Detail

Willingness to Learn

Time Management

Curiosity

I am a perfect fit for a team looking for 
optimised, clean and maintainable 

code. I create modular systems that can be 
used for various purposes to repeating 
work. All this with UX for the user in mind if that 
is the player of the game or other developers 
using a tool ive made

24.02.2002

G A M E  D E S I G N E R  
G A M E  P R O G RA M M E R

I am a passionate game developer with a wide range 
of interests. My goal in life was to become an 
inventor... but since that's not a job why not invent 
inventions in an invented environment? 
Adapting to new situations while making the best of 
them is my main strength.
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R A P H A E L  KAS P E R

+49 171 2877878

rkasp@t-online.de

CONTACT

Friedrich-Ebert-Str. 2 
Darmstadt 64297 Germany

EDUCATION

TECHNICAL UNIVERSITY MUNICH 
ELECTRICAL AND COMPUTER ENGINEERING

MACROMEDIA MUNICH  
GAME DESIGN AND DEVELOPMENT (BA)

2021 NOVEMBER - PRESENT

2020 SEPTEMBER - 2021 JULY

HPU - HAWAII PACIFIC UNIVERSITY HONOLULU
2022 AUGUST

SISS - STATE INTERNATIONAL SCHOOL SEEHEIM 
SCHULDORF BERGSTRAßE 
IB DIPLOMA PROGRAM

2008 AUGUST - 2020 JULY

EXPERIENCES

PROJECT DAVINCI - DEVIANT (REMOTE)
2023 OKTOBER - PRESENT

GAMEPLAY ENGINEER / DESIGNER 
• 3C’s (Full Setup) 
• Editor Tools (Custom Property Editors, Nomad Tabs etc.) 
• Core Systems (Fundamental Game Systems) 
• Animation Setup (First - 3rd Person Syncing, Layering) 
• Networking (Replication, Client Prediction, Server Validation, P2P)

PROJECT STARFIRE
2024 AUGUST - 2025 JANUARY

GAMEPLAY ENGINEER / UX / ANIMATOR 
• Weapon Setup 
• 3C’s (Movement Core, Custom Hierarchical State Machine) 
• FX System (Message to FX Pairings, Editor Tools) 
• Gameplay Sequencing (Save States, Level Loading, Transitions) 
• Materials (Post Process Materials, Custom Depth 

THE UNVEILING
2023 APRIL - 2023 JULY

GAMEPLAY / AUDIO ENGINEER 
• Editor Tools (Setup Wizards,  Visualisation Tools) 
• Shaders (World Space) 
• Smart Movement (Player Assisted Movement, UX) 
• UI Extension (Custom Inspector Setup, Modular Design) 
• Sound System (Pooling, Artist Friendly Setup 

CATCH AND CHAOS
2022 JUNE

CO-LEADER / 2ND PLACE IN GAME JAM

DEVCOM VOLUNTEER
2023 AUGUST

SPEAKER PARTNER - SPEAKER ASSISTANT

SKILLS

LANGUAGES
ENGLISH

GERMAN

HUNGARIAN

COMPUTER SKILLS
C#, C++, C

UNREAL ENGINE

APPLE / MICROSOFT OFFICE

BLENDER

AFTER EFFECTS

ADOBE SUITE

UNITY

GIT / PLASTIC SCM


