CONTACT

Solna, Stockholm
Gmail

GitHub

LinkedIn
Website

Itch.io

TECHNICAL SKILLS

Languages

C#, C++, Blueprints (Visual Scripting)
Tools and Software

Unity, Unreal Engine, Git, Fork, Rider,
Visual Studio

Libraries and Frameworks

Raylib

EDUCATION

Forsbergs Skola, Stockholm SE

Game Programming, expected graduation
year October 2027

Focus on C# (Unity) and C++ (Unreal
Engine). Agile and project-driven
curriculum, covering design patterns, Al,
DLLs, modular programming solutions,

communication, mobile game development.

Lofstroms Gymnasium, Stockholm SE
Media Studies, Journalism & Media

WORK EXPERIENCE

Operations Manager, Clas Ohlson

Ran the multimedia department as well as
staff scheduling, making sure the team
completed their tasks, and cash handling.
Also led loss prevention, cutting store
shrinkage by roughly 40-50%, and
represented the department in management
meetings.

Transport Planner, CabOnline
Co-planned taxi transport for children
together with another planner, and was
contract-responsible for Vasby kommun.

SPOKEN LANGUAGES

Swedish (Fluent)
English (Fluent)

INTERESTS

Games, football, basketball, comics, geek
culture.

OLLE SALIN

Gameplay Programmer

PROFILE

I'm a driven and curious gameplay programmer in training, with hands-on experience in
C++ and C# across Unreal Engine 5, Unity, and Raylib. I enjoy building game
mechanics and systems from the ground up, from AI behaviors and interaction systems
to gameplay data and UI logic, and I like working a problem through until I land on a
solution that actually holds up. I collaborate well in teams, communicate technical
solutions clearly, and take ownership of my part of a project, and I'm ready to contribute

as a gameplay programmer on a development team.

SELECTED GAME DEVELOPMENT PROJECTS

The Unseen
Gameplay Programming | Unreal Engine 5, C++, Blueprint, Git | Group project
» Built an interaction system along with puzzle and inventory systems that the rest of the
team could hook their objects and events into.

* Designed a room-state system where a room's state dynamically affects objects, lighting,

audio, and puzzles.

» Developed event-driven systems using events and delegates to keep gameplay logic

loosely coupled and easy to extend.

* Owned the C++-to-Blueprint integration so the rest of the team could build in Blueprint
on top of the C++ systems without writing C++ themselves.

Guess and Go (Working title)
Solo Programming | Unity, C# | Personal project
* Built an endless-runner hybrid where a robot runs through the level and triggers Wordle-
style word puzzles at signs along the way.

» Separated all puzzle logic into a clean, MonoBehaviour-free class (WordleLogic) to make
it unit-testable and correctly handle duplicate letters.

* Built an event-driven GameManager using UnityEvents so Ul, audio, and the game-over
flow could be wired up in the Inspector with no extra code.

* Generated a QWERTY keyboard at runtime from a single button prefab instead of
manually placing 28 buttons in the editor.

* Implemented an infinite, recycled scrolling background and smooth camera follow
(SmoothDamp) for an unbroken sense of runner flow.

Electrical System Plugin
Gameplay & Systems Programming | Unreal Engine 5, C++, Git | Group project
* Designed and built a modular electrical system together with another programmer, where
power automatically flows between connected objects and rooms once they are wired up
in the level.

* Built the core logic that decides how electricity spreads through the network from a
power source, so lights, machines, and other objects react correctly to what they are
connected to.

* Improved the system that keeps track of every electrical object in the level, fixing issues
with how components got registered so the network stayed reliable as the level grew.

* Designed the system so new electrical objects could be added by other team members
without writing custom logic for each one, and built demo levels to show off the system

to the team and an undisclosed studio.
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