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gergely.z.szakacs@gmail.com

Hungary

&80

SKILLS

Blockouts & Whiteboxing
Game Prototyping

Core Loop & Mechanics Design
Design Documentation
Scripting interactive elements
Player Guidance

TOOLS

Unreal Engine 4/5
Unity

Python

Inkscape & InDesign
JIRA & Confluence
Perforce & Github
Jenkins & TeamCity
TestRail

STRENGTHS

Adaptability
Analytical mindset
Collaboration
Communication
Creativity

Problem solving
Troubleshooting

CERTIFICATES

CGMA: Level design for games
GameCraft: Advanced game
development in Unreal Engine
Game Design: Art and Concepts
Game Design and Development
in Unity

EDUCATION

Electrical Engineering - Budapest
University of Technology and
Economics

LANGUAGES

Hungarian - native
English - professional
German - intermediate

GERGELY SZAKACS

Level Designer

Strong technical background and 15+ years of experience in systems engineering and
game development. Specialist in creating immersive gameplay spaces and interactive
environments within Unreal Engine. Proven ability to bridge technical constraints with
creative design, leveraging a deep understanding of pacing, blockout creation, and
scripting to deliver engaging player experiences.

PROJECTS

Rooklike Gambit
Co-developer for an upcoming tactical roguelike on Steam (2-person team).
«  Responsible for gameplay systems, Ul integration, and Al design & implementation.

Pine Creek
«  Designing level layouts, scripted logic, and creature behaviors for a survival-horror Steam
title.

EXPERIENCE

Sep 2024 - Present Game Designer & Developer Freelancing

- Designed core gameplay elements, player tutorials, and economy loops for a Web3 space
exploration title.

«  Prototyping and developing gameplay subsystems (Ul, gameplay logic, etc.) in Unreal En-
gine for various independent game projects.

Apr 2025 - Jan 2026

SW Test Engineer lll ManpowerGroup

- Coordinated test planning and team efforts for 30+ Test Associates on a major PC/console
title for a US publisher.

- Significantly reduced time spent on bug sweeps and regression by upskilling the team in
network features, performance measurement, and callstack analysis.

May 2023 - May 2024 QA Technical Lead BuildARocketBoy Ltd.

+  Managed a technical QA team, taking responsibility for performance tracking, mentoring,
and onboarding members in Unreal Engine workflows.

«  Streamlined cross-department coordination by developing an automated Slack-JIRA pipe-
line for recurring tasks.

«  Acted as the primary contact for show-stopper bugs, performing pre-analysis and collabo-
rating directly with programmers for rapid resolution.

«  Participated in the recruitment and onboarding process of new QA members.

Sept 2021 - May 2023 Senior Technical QA Analyst BuildARocketBoy Ltd.
«  Worked on AAA projects developed in UE4/5 for PC and console releases.

«  Automated management reports for analytics and build stability using Python scripts, re-
ducing manual effort from 1 hour to 5 minutes.

«  Optimized art asset workflows utilizing Blueprint scripts, decreasing task completion time
from 5-6 hours to just 1 hour.

«  Developed and coordinated comprehensive test suites (smoke, performance, regression,

multiplayer) involving 10+ testers.
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