
KRISHNA THOLUDUR
Los Angeles, CA | (805) 559-1946 | katholud@g.ucla.edu

Portfolio: krishna-tholudur.vercel.app | GitHub: github.com/Destroh33 | itch.io: destroh3.itch.io | LinkedIn: linkedin.com/in/krishna-tholudur

EDUCATION
University of California, Los Angeles (UCLA) Los Angeles, CA
B.S. Computer Science (GPA: 3.87) Expected June 2028
Relevant Coursework: Game Engine, Game Development, Operating Systems, Algorithms & Complexity, Data Structures, Linear
Algebra; Computer Graphics and Computer Networking (in progress)

TECHNICAL SKILLS
Languages: C++, C#, C, Python, Java, JavaScript/TypeScript, x86-64 Assembly
Engines & Tools: Unreal Engine 5 (C++, Blueprints, UMG, Niagara), Unity 6 (C#, URP), FishNet, OpenXR, Blender, Git, Docker
Systems: Server-authoritative multiplayer, gameplay AI & state machines, weapon & combat systems, 3D math & linear algebra,
physics, editor tooling

EXPERIENCE
Cross Movement Disorders Lab - UCLA Los Angeles, CA
Researcher / VR Developer (Unity, Unreal Engine 5, C#, C++, OpenXR, OptiTrack) October 2025 - Present
• Building immersive VR environments in Unreal Engine and Unity for clinical research on Parkinson’s disease, supporting studies on

“freezing of gait” and patient motor responses to environmental stimuli.
• Built the lab’s three gait experiments in Unity, an obstacle course, a chair-gap task, and a turning task, with runtime C# scene

configuration that repositions obstacle geometry and randomizes trial order, eliminating manual setup between trials.
• Developed a motion capture to headset alignment system in C#, solving the rigid transform from an 8-second walk calibration and

rejecting fits above 6 cm residual, keeping the virtual and physical rooms aligned across long walking trials.
• Engineered an eye tracking calibration system in C#, fitting each eye’s correction rotation across nine targets with a closed-form

quaternion solve, validating against held-out targets, and storing corrections that transfer across all three tasks.
• Extended the lab’s Unreal Engine 5 C++ plugin driving MetaHuman pedestrian navigation and 20 Hz head pose, gaze, and pupil

logging, and ported it from UE 5.3 to 5.8.

ACM Studio - UCLA Los Angeles, CA
Co-President March 2026 - Present
• Led 30 officers and 100+ members of UCLA’s largest game development club, and taught 50+ students in Unity and Unreal

workshops on enemy AI, C#/C++ scripting, and OpenXR.

Curriculum Developer & Course Instructor - UCLA Los Angeles, CA
E1 Game Development in Unity March 2025 - Present
• Redesigned UCLA’s 10-week for-credit Unity 6 and URP curriculum, and taught 60+ students across 3 quarters.

Independent Game Developer Los Angeles, CA
Game Jams & itch.io Releases September 2024 - Present
• Released 20 games on itch.io in Unity and Unreal, reaching 2,000+ browser plays and 150+ downloads.
• Won two game jams, 1st of 18 at Fiat Ludum 2026 and 1st of 9 at Studio Game Jam, writing gameplay and combat for both.

PROJECTS
MKUltra - Unity Co-op Roguelike FPS (C#, FishNet) 10-person team | December 2025 - Present
• Built a weapon modification system in C#, resolving ScriptableObject definitions through a registry into behavior classes hooked to

fire, hit, kill, and reload events, aggregating their stat deltas to drive fire rate, spread, and recoil.
• Developed animated weapon recoil on a critically damped spring tuned to the weapon’s fire interval, inverting the impulse response

so designers tune peak kick angle rather than a raw force.
• Architected the enemy framework in C#, writing server-authoritative base classes for grabbing, flying, and ranged behavior that

every subsequent enemy inherits from, with clients driven entirely from replicated state.

Prime Weaver - Unreal Engine 5 Roguelike (C++, Blueprints) Personal / Team Lead | June 2025 - June 2026
• Built an arena wave manager in C++, reading ten rounds of enemy counts and stat multipliers from an editable struct array and

reaching Blueprint-only damage components through UE reflection to apply per-round scaling.
• Designed a spell system on a shared base class, a chargeable-cast interface, and a combo data table, authoring 17 spells across four

elemental tiers along with physics-driven combat and Niagara VFX.
• Led a 10+ person team through ACM Studio’s Students-Run-Studios program, running Agile sprints to expand content, refine

gameplay systems, and prepare the game for release.
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