
 Lily Vengco

September 2025 – Present 
● Led development of a VR spellcasting and item-repair experience in

Unreal Engine, overseeing Blueprint architecture, C++ systems, and
Plastic SCM version control across a collaborative team; project was
selected and presented at the Game Developers Conference (GDC).

● Engineered designer-friendly and modular functions/nodes in Unreal for
ease of designer use and onboarding.

● Contributed to art direction by establishing visual consistency across in- 
world assets, collaborating on material design, and resolving 3D asset
pipeline issues to maintain quality and stability throughout production.
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