
 

BOBBIE SOQUES 
bobbie.soques@gmail.com ∙ Austin, TX 

Portfolio ∙ LinkedIn 
 
SKILLS & TOOLS​  

Level Design  •  Systems Design •   Technical Documentation •  Planning & Documentation •   
Unreal Engine 5 • Unreal Engine 4 • Unreal Blueprint • TeamCity • Git • Perforce • Jira   

 
WORK EXPERIENCE 
Stray Kite Studios, Plano, TX, USA​ October 2019 - November 2025 
 
Wartorn  —  Technical Designer​ January 2024 - November 2025 
●​ Shipped a roguelite fantasy RTS into Early Access with live updates on Steam, Steam Deck, and EGS 
●​ Programmed multiple combat features in Unreal 5.6 Blueprint and GAS, including abilities, previews, trinkets, 

units, and bosses 
●​ Designed high-level AI for enemy units and bosses, setting patrol paths and deciding when they use attacks 
●​ Level layout for combat maps including raid battles, traversal battles, and boss battles 
●​ Created preview and range finder systems to solve playtest feedback about needing to see ability areas of effect 

and minimum / maximum ranges 
●​ Implemented narrative events in Unreal 5 using custom narrative system, data assets, and data tables 
●​ Designed over 100+ units, abilities, and progression trees, from original pitches to paper designs to in-game 

implementation, iteration, and polish 
●​ Collaborated with art, animation, audio, narrative, and engineering on combat, UI, and cutscenes 
 
<Fail.Safe> — Technical / Level Designer​ June 2024 -  October 2024 
●​ Developed demo for first-person sci-fi walking sim in original IP with innovative dialogue system 
●​ Complete level layout for demo, from paper designs to whitebox to full implementation in Unreal 5 level editor 
●​ Implemented FPS player package in Unreal 5 Blueprint, including mechanics like camera, movement, and 

interacting with the world by picking up objects, opening doors, and more 
●​ Programmed Unreal UI Widgets to create lock puzzle minigames, working with UI artists and designers 
●​ Integrated Unreal game state with backend narrative state, working with narrative designers to keep track of 

progress in the story 
 
Unannounced Sci-Fi FPS Project — Jr Technical Designer​ August 2023 - January 2024 
●​ Developed prototype for sci-fi FPS in original IP in Unreal 5 
●​ Whiteboxed combat levels in Unreal level editor based on paper designs and iterated on layout, enemy spawn 

points, number of enemies, etc. based on playtesting 
●​ Designed and programmed features in Blueprint 5 and GAS including FPS player package: movement, shooting, 

weapon swapping, loot dropping, and ship repair mechanics 
 
Borderlands: Echovision Live! — Jr Technical Designer / QA Lead​ November 2021 - August 2023 
●​ Worked on unreleased Massively Interactive Live Event in Borderlands IP  as contract work for Genvid 

Entertainment 
●​ Programmed “finger-dancing” minigames in Unreal 4 Blueprint and custom narrative system 
●​ Wrote automated tests using Unreal 4 Blueprint to catch common bugs 
●​ Tested and gave feedback to drive development of in-house narrative system, taught narrative designers how to 

use the system and translated their problems into design tasks for the developers 
●​ Collaborated with other contractors including animators, UI, and designers to create programmatic cutscenes 

and minigames 
●​ Trained new hire in Quality Assurance 
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Tiny Tina’s Assault on Dragon Keep: A Wonderlands One-Shot Adventure  — QA​ September - October 2021 
●​ Tested and reported bugs in Jira, collaborating with 2K and Gearbox QA 
●​ Collaborated on design of new content / adapting existing Borderlands 2 quests to TTADK, and playtested 

 
Wartorn First Playable —  QA​  April 2020 - April 2021 
●​ Tested first playable prototype of Wartorn, from concept to First Playable, reporting bugs in Jira 
●​ Created, updated, and completed test plans, collaborating with engineering and design to test new features 
●​ Wrote automated tests using Unreal 4 Blueprint to catch common bugs 

 
Epic Games (Contract), Fortnite Creative — QA​​ ​ ​ ​ ​           October 2019 - April 2020  
●​ Shipped 8 islands / games in Fortnite Creative, 6 of which were featured by Fortnite 
●​ Level designed and implemented mechanics for 3 islands: Battle Room, Conquest, and Wifi Wars, which were 

published under Stray Kite 
●​ Tested and reported bugs in Jira, collaborating with Epic QA 

 
 
EDUCATION  
Carnegie Mellon University, Pittsburgh, PA, USA​ May 2019 
Bachelor of Arts in Creative Writing, additional major in Human-Computer Interaction, minor in Game Design 
Graduated with High Honors; GPA 3.82/4.0; Adamson Student Writing Award recipient 

 
 


