° ° °
Agyeil Lomini
Gameplay Programmer — Combat & Systems - State Machines - Enemy Al - Tooling

Metro Atlanta, GA | agyeilomini@gmail.com | (404) 923-0440 | zeroscapez.github.io | github.com/Zeroscapez |
linkedin.com/in/agyei-lomini-067340266 | crestoriashiro.itch.io

SUMMARY

Unity/C# gameplay programmer with a Computer Science degree and a Game Design & Development minor. |
build the systems that make games feel good to play — state-machine combat, data-driven enemy Al, player
mechanics, and the tooling that keeps a team iterating fast. Comfortable owning a feature from prototype to
polish and integrating middleware like FMOD and Yarn Spinner. Founder of the indie studio Black Star Creatives.

SELECTED PROIJECTS

Crystal's Debut * Pirate Jam 18 Winner  Lead Programmer - Lead Designer - PM
A livestreaming sim where you play Crystal, managing viewer requests in real time to hold your approval rating. - Unity -
C# - Yarn Spinner 3 - FMOD
® Programmed the core streaming-simulation loop — a real-time viewer-request queue and an in-game
messaging-app manager driving live approval-rating feedback.
o Implemented devotion/karma state systems, integrated FMOD for adaptive audio, and built a debug
overlay to accelerate team iteration.

Vampiric Ascension Lead Programmer - Lead Designer - PM
A Touhou-inspired bullet-hell built for Bullet Jam 2025. - Unity - C# - Combat Al
® Architected a finite-state-machine combat system and a modular, data-driven enemy Al framework,
letting designers compose new bullet patterns and behaviors without code changes.

Inverse Lead Programmer - Designer - PM
A 3D puzzle platformer spanning two mirrored worlds. - Unity - C# - 3D
® Programmed dual-character traversal and a light-refraction mechanic that gates progression by physically
linking the two mirrored worlds.

Project: Cultivation Lead Programmer - Designer - PM
A side-scrolling shooter following pilot 41155A-Alissa through experimental environments. - Unity - C#
® Built the core movement and shooting systems and a time-manipulation mechanic used to solve
environmental combat encounters.

Project Gold (in development) Black Star Creatives - Programmer & Systems Design
A single-player turn-based action RPG dungeon crawler with a Seven Deadly Sins-driven emotion system. - Unity - C# -
Systems Design

o Designing and prototyping turn-based party/partner combat, per-character sin arcs with Resolute states,
and detailed systems specs feeding an Al-assisted implementation pipeline.

EXPERIENCE

Black Star Creatives — Founder 2026 - Present
Independent game studio - Metro Atlanta
® Founded and lead an independent game studio, owning design, systems programming, and production
across original titles.
® Set technical and design direction and coordinate collaborators, carrying projects from concept through
playable prototype.

TECHNICAL SKILLS

Languages C# - Java - JavaScript - Dart - HTML

Engines Unity - Unreal Engine (Blueprints)

Gameplay State machines - Enemy Al - Combat systems - Player mechanics - Debug tooling
Web / Data React - Node.js - AWS - SQL - PostgreSQL - Firebase - MySQL

Tools Git - GitHub Actions - FMOD - Yarn Spinner - MySQL Workbench - phpMyAdmin

EDUCATION

Georgia State University 2021 - 2024
B.S. Computer Science, Minor in Game Design & Development -+ Magna Cum Laude - 3.80 GPA


mailto:agyeilomini@gmail.com
tel:+14049230440
https://zeroscapez.github.io/
https://github.com/Zeroscapez
https://www.linkedin.com/in/agyei-lomini-067340266/
https://crestoriashiro.itch.io/

