
Lorenzo Grasso 
Junior Game Programmer 

 

loory4895@gmail.com 

Hard Skills Selected Projects 
 

 

Teamwork & Comunication 

Problem Solving 

Adaptability 

The Negative Edge - AI/Gameplay Programmer 
Third-person Arena Shooter | Unreal Engine (C++) 

Nov. 2024 - May.2026 

Proactive learning 

Programming c#, c++ 
 

Soft Skills 

Time Management 

 

Collaborative Leadership 

Team Motivation 

Tools 
 

Unreal Engine c++ 

Unity c# 

Git manager 

Excel 

Github 

Languages
 

 
 

Italian 

English (B2) 

Education 

2022-2025 Event Horizon 
School 

 
 

 
 

Game Programming 
Diploma 
School year 2018/2019 
Diploma in computer 
science and 
telecommunications 
ITCS Erasmo da Rotterdam - Bollate 
(Mi) 

I authorize the processing of my personal data contained in my CV in accordance with Legislative Decree 196/2003 and the GDPR (EU Regulation 2016/679) 

LGUEDK  
My Unreal Engine 5 Framework (C++)        

Nov. 2024 - Present 

Perforce 

Linkedin Portfoliohttps://lollo48.github.io/https://www.linkedin.com/in/lorenzo-grasso-68603a22b/

SmashTank  - Mobile    
Multiplayer Tank Arena PvP   | Unity Engine  (C#)  

       

May. 2026 - Present 

Developed the full gameplay, multiplayer and backend systems.

• Built the multiplayer architecture using Unity Netcode.
• Developed server-authoritative combat, damage and respawn systems.
• Created tank movement, turret aiming and shooting mechanics.
• Implemented modular active and passive ability systems.
• Built tank, bullet and equipment progression systems.
• Integrated PlayFab authentication, cloud saves and player data.
• Developed matchmaking, rewards and persistent progression systems.
• Created mobile UI, inventory, upgrades and customization systems.

Developed the complete enemy AI architecture and combat behavior system.

• Designed modular enemy base classes and reusable AI controllers.
• Implemented four distinct enemy archetypes with unique combat behaviors..
• Built a scalable wave system with progressive difficulty management.
• Developed attack scheduling to coordinate enemies and prevent unfair overlaps.
• Created a custom EQS-based system for positioning, movement, and combat decisions.

Personal modular C++ framework designed to accelerate Unreal Engine 5 game development.

• Built reusable gameplay systems with a modular, plugin-oriented architecture.
• Created extensible C++ base classes designed for rapid project integration.
• Structured the framework for reuse across multiple Unreal Engine projects.

     
Multiplayer Infrastructure   | Unity Engine (C#)  

May. 2025 - June.2025 

Developed a complete multiplayer lobby and session infrastructure in Unity.

• Built public and private lobby systems with real-time matchmaking.
• Implemented player synchronization using Unity Netcode for GameObjects.
• Developed automatic host migration and resilient session management.
• Integrated Unity Lobby and Relay services for online connectivity.
• Created persistent moderation tools including player ban and kick systems.

Lobby System - Network Programmer / Solo Developer

 
     

Action-RPG Boss Fight   | Unreal   Engine (C++)  

April. 2025 - June.2025 

Developed a modular multi-phase boss AI for an action RPG encounter.

• Designed dynamic ground and aerial combat states.
• Built a modular combo-based attack selection system.
• Developed custom Behavior Tree tasks, services, and decorators in C++.
• Implemented perception, investigation, and adaptive target-selection logic.
• Integrated data-driven attacks with animation, VFX, and gameplay events.

DragonBoss - AI & Gameplay Programmer

 

 
     

Puzzle Adventure   | Unreal   Engine (Blueprints) 

January.      2024     - July.2024 

Developed core gameplay systems and environmental interactions for a puzzle-adventure game.

• Built the Gauntlet system and light-driven puzzle mechanics.
• Developed interactive gameplay objects including altars, doors, and platforms.
• Implemented health, damage, save/load, and progression systems.
• Created gameplay-driven camera feedback, VFX, and animated transitions.
• Developed UI, menus, and configurable player settings.

Jules - Gameplay Programmer

Other experience
Live-in Babysitter (Au Pair) - Boston, MA, USA

• living and working in the United States.
• Strengthened communication, adaptability, and interpersonal skills in an international environment.

Video Trailer : https://youtu.be/0xrzIB160Rk


