KEITH LIU

GAME DESIGNER

Vancouver, BC | keithliu2013@gmail.com
Portfolio: www.keithliu.com | LinkedIn: linkedin.com/in/keithliu03

“Fun is just another word for learning.” - Raph Koster

HOW | APPROACH DESIGN

| usually start with “that could be fun,” then think about what | want players to experience and how to test it. | explore a few

possibilities, build something playable, and see how players respond.

Digging through feedback is one of my favorite parts of design. A suggested fix might not fit, but there’s often a little nugget of

gold underneath: a frustration, expectation, or player need I've missed.

My programming and art background helps me prototype and work through constraints with a team. | try to stay curious,

especially when a player does something | never saw coming.
PROJECT EXPERIENCE

POPPING IT
Game Designer - Artist / Unity

Jan 2025

| used this incremental clicker to explore player psychology and retention through a
simple loop: pop bubbles, earn upgrades, and pop more bubbles. | designed
progression to make those upgrades meaningful, refined the balance through playtests,
and created all the art and Ul.

DOGEBALL
Game Designer - Artist / Godot

Oct 2023

| explored how dodgeball could stay readable and cohesive with 24+ players, then ran a
24-player LAN stress test. | developed MDA and design docs, modeled and rigged
characters, and created shader and particle VFX.

DEATHWISH

Game Designer - Level Designer / Unreal Engine 5

Dec 2022

| designed combat and movement, greyboxed and built UE5 levels, and refined
encounters through playtests, collaborating with programmers and sound designers.
Short levels made retries forgiving, but high scores demanded precision: six headshots
refilled ammo and kept players moving. To help less accurate players clear the levels,
we chose an optional big-head mode over aim assist. The help was visible, and players
still had to line up their shots.

SAD ENGINE
Programmer / C++ - OpenGL

Dec 2022

| built configuration and game-state file systems, SDL audio, and shooting raycasts with
an 11-member team developing a custom C++ ECS engine. The engine ran a playable
3D FPS.

APOPHIS PROTOCOL

Game Designer - Level Designer / Unity

Dec 2021

| designed combat mechanics, greyboxed levels around fast movement, wrote design
docs for a six-person team, and led the art team. We let competing ideas slow
decisions, and the game fell short. It taught me to commit to a playable direction sooner
and let testing challenge the idea.

NIVIS

Game Designer - Programmer / Unity

Dec 2021

| designed and scripted towers and enemies with distinct roles, and built a framework for
adding content to this sci-fi tower defense game. | playtested each iteration and used
player feedback to adjust balance and flow. | also helped overhaul the Ul so gameplay
information was easier to read and act on, helping players understand their options.

SKILLS

Design

Gameplay systems - Combat
Level design - Greyboxing
Prototyping - Balancing
Playtesting - Iteration

Design documentation

Code & engines

C++ - C# - Unreal Blueprints
Unreal Engine 5 - Unity - Godot

Art & visuals

Blender - Substance Painter
3D modeling - Rigging
VFX - Shaders - UX/UI

EDUCATION

British Columbia Institute of
Technology

Bachelor of Technology

Games Development
April 2023

Diploma

Computer Systems Technology
April 2019
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