
Guillem Serra Lorenz
Game Programmer

Barcelona, Catalonia, Spain ·+34 606 426 516 ·guillemserra.dev@gmail.com
portfolio: guillemserra.cat ·linkedin.com/in/guillemserralorenzSUMMARY

Game programmer with 6+ years across game studios, including 3+ years in Unreal Engine (UE5 and UE4) with C++
and Blueprints, plus 2+ years shipping live games in Unity (C#). Passionate about scalable, designer-friendly architecture
for gameplay, AI, UI, audio and editor tooling that boosts team productivity and elevates player experience. Experience
spans AA PC/console titles, educational mobile games and online GaaS.

SKILLS
Languages: C++, C#, Typescript.
Engines & Libraries: Unreal Engine, Unity, SDL, OpenGL (basic)
Engine Systems: Unreal: Enhanced Input, CommonUI & UMG, State Trees, Behavior Trees & EQS, Animation
Blueprints, GAS, MVVM plugin. Unity: Jobs System, Burst Compiler, ECS (DOTS), URP/HDRP.
Architectures: OOP (Object-oriented programming), SOLID principles, Design patterns, Clean Code.
Tools: Git/Perforce, Atlassian Jira/GitHub projects, Jetbrains/VS IDEs, Jenkins (CI/CD), CMake.

PROFESSIONAL EXPERIENCE
Senior Game Programmer Aug 2025 / Present
Zitro, Casino games studio
◦ Developing scalable online slot games using Typescript in Cocos Creator.
◦ Refactored core frameworks and introduced reusable tooling that made everyday development noticeably faster.
◦ Mentor junior developers and set the coding standards that keep the project maintainable, working with artists and

designers to bring new mechanics and visual effects to life.

Senior Unreal Engine developer Nov 2022 / Mar 2025 (2 yrs 5 mos)
Noümen Interactive – A demiurge’s soliloquy (unreleased)
◦ Founded an independent studio and led the gameplay architecture for a narrative adventure in Unreal Engine 5,

building production-quality C++ and Blueprint systems with a small team.
◦ Architected the project into clean, decoupled modules (Core, Gameplay, UI, Interaction), enabling codebase reusability

(closed source, available to review).
◦ Built character locomotion, an interaction system and a gameplay-reactive UI using Enhanced Input, Animation

Blueprints, State Trees for AI and the CommonUI plugin.
◦ Created vgscript, a UE plugin for scriptwriting narrative games, handling branching dialogue and localization.

Unreal Engine programmer Jan 2022 / Oct 2022 (10 mos)
Piccolo Studio – After Us
◦ Shipped gameplay, AI and UI features in C++ during the final production phase of After Us, a third-person adventure

(AA scope) in Unreal Engine.
◦ Implemented enemy AI behaviors with Blueprint-exposed parameters for designer iteration, plus a dynamic music

system synced to gameplay events.
◦ Built the save/persistence system, UMG menus and subtitles; supported QA, profiling and bug-fixing via Jira.

React & Typescript developer Mar 2023 / Aug 2023 (6 mos)
Pluno - Procedural generation of 3D virtual spaces
◦ Built immersive 3D environments using Typescript and Three.js.
◦ Rapidly prototyped tooling and editor features using Next.js and Zustand, with CI/CD pipelines and Docker.

Unity developer Jan 2020 / Jan 2022 (2 yrs 1 mo)
Innovamat – Educational Math Games
◦ Built educational math games in Unity (C#) played daily by thousands of students across web, mobile and desktop.
◦ Designed scalable gameplay systems and Unity editor tools for live content delivery and a clean, team-friendly codebase.

EDUCATION
University of Barcelona (ENTI) Sep 2016 / Jun 2020 (3 yrs 10 mos)
Bachelor’s degree in Computer Science - Interactive Digital Contents
◦ GPA: 8.1/10 - Extraordinary Award for Academic Excellence

Languages: Catalan & Spanish (native), English (C1), French (A1), Russian (A1).
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