Game Programmer Portfolio
(7 —LT0T 53— R—rT+F)

Name / K4
Peter Gilbert (F)L/A\—k-E—%—)

Engine(s) / I DY
Unreal Engine, Godot

Contact
Email: petergilbert360@gmail.com
GitHub: https://qithub.com/petegilb

Skills / fitf X)L
Category | %8 Details /| A&
Engines Unreal Engine 5, Godot
Languages C++, GDScript, Unreal Blueprint

Gameplay Character control, Character customization,
Vehicle control, Ability systems, Al behavior

Tools Perforce, Git, Jetbrains Rider, Visual Studio
Code, Blender

Projects /| 7Ok

Project1/ 70 x4 M

oMaKe/ #<4

Platform | 75ykTJ4+—L
PC


https://github.com/petegilb

Engine / T>> Y
Unreal Engine 5.5

Team Size / B A%
171N

Development Period / B % 1R
10 Months / 10/, B

Your Role / 8%
Gameplay Programmer / 3D Artist

-_— e

Project Overview / I &

EN

oMakKe is a solo project where players will be able to play a variety of minigames along with
their friends. It is meant to be a social experience where you can hop in and play with friends
when you have the time. You can customize your character, make new friends, play games,
gamble, ride a jetski, and explore the island. | used it as a learning project for myself and have
become quite familiar with C++ and using Unreal Engine through developing it.
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Features / #gE

Character Creator / Customization
Blackjack Minigame

Jetski Minigame

Proximity voice chat

Global text chat

Ocean and River buoyancy / water physics
Minigame subsystem

Full controller support

Media / B)i& - &1

e Gameplay video / GameplayEhE:

aring



https://drive.google.com/file/d/1rPx4YqCOTQQE3sCPY7lFoClJqYR124UC/view?usp=sharing
https://drive.google.com/file/d/1rPx4YqCOTQQE3sCPY7lFoClJqYR124UC/view?usp=sharing
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Project2/ 7O x4 k2

Bloodstream (https://gilbz.itch.io/bloodstream)

Platform | 7S5vbhDJ4+— L
Web / PC

Engine / T2V
Godot

Team Size / B A%
171N

Development Period / B & 1 4
4 days / 4H

Your Role / 1824
Gameplay Programmer / All

7L A :https://gilbz.itch.io/bloodstream

Project Overview / &

EN
Small game created for a game jam (' —/L P+ L) in 4 days.

You play as a red blood cell delivering oxygen through the circulatory system of the body. The
map is based on the real locations of organs in the body and you travel through the blood
stream (the name’s origin). Along the way, you can attack viruses from your physically simulated


https://gilbz.itch.io/bloodstream
https://gilbz.itch.io/bloodstream

boat and try to protect the body as it slowly progresses towards illness. This game jam was
completed solo in 4 days, and it was a great lesson on keeping scope and using my strengths. |
had many more features planned that | was unable to finish in time, but | am proud of the result
I've created.

Created for: https://itch.io/jam/gmtk-2025
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Media / B)iE - &4

e Gameplay video / 7L A E)E:
https://drive.google.com/file/d/1PCdrFaJpGTpSOqoGmXHxgbjCmMOTYKKO/view?usp=
sharing

e Repository: hitps://github.com/peteqilb/bloodstream

Current Room: Heart Right Atrium 2 Deliver OXYGEN from Left Lung to Right Lung! BODY STATE: Under the Weather
Completed Deliveries: 0 Next Location: Left Lung Status: STARTED
Time Alive: 02:12

o
1F



https://itch.io/jam/gmtk-2025
https://drive.google.com/file/d/1PCdrFaJpGTpSOqoGmXHxgbjCmM0TYKKO/view?usp=sharing
https://drive.google.com/file/d/1PCdrFaJpGTpSOqoGmXHxgbjCmM0TYKKO/view?usp=sharing
https://github.com/petegilb/bloodstream




Project 3/ 7Oz 43

Platform | 7S5yhDJ4— L
PC

Engine / TV
Godot

Team Size / BFAFE A
2/2AN

Development Period / B & 1A 4
7 days/7H

Your Role / B
Gameplay Programmer / 3D Artist

7L A :https://qilbz.itch.io/lunch-or-laid-off

Project Overview / $1 &

EN
Small game created for a game jam (4 — L+ L) in 7 days.

This is a small game where you have to safely deliver lunch to your boss. Your character gets
stressed when getting close to coworkers, and the physics-based sandwich presents a
challenge to the player. It's a simple game that allowed me to familiarize myself with Godot and
its animation system.

Created for: https://itch.io/jam/brackeys-13



https://gilbz.itch.io/lunch-or-laid-off
https://itch.io/jam/brackeys-13
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Media / & - &%

e Repository: https://github.com/peteqilb/lunchgame



https://github.com/petegilb/lunchgame
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Project4/ 7O Y K4

Reberu/ L)L

Platform | 7S5yhDJ4— L
PC

Engine /| TV
Unreal Engine 5 Plugin (7545 1>)

Team Size / B A%
1A

Development Period / B 5& 1A 4
1 month/ —/M A

Your Role / 8
Programmer

Project Overview / {1

EN

Unreal Engine 5 Level/Dungeon Generator Plugin.

This plugin allows you to insert rooms (sublevels) and randomly connect them by attaching
doors using the custom widget setup shown in one of the pictures below. It is fully replicated and
can be generated at runtime. It uses an async Blueprint node that was coded in C++.
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Media / & - &%

e Repository: https://github.com/peteqilb/reberu



https://github.com/petegilb/reberu

o FjH:
https://drive.google.com/file/d/1HH7INxvgOybrrw6gesJnTYjliihOQELI/view?usp=sharing



https://drive.google.com/file/d/1HH7lNxvgOybrrw6gesJnTYjljlhOQELl/view?usp=sharing

Additional Experience / =Dt D #FExR

Six Swords
Multiplayer soulslike prototype in Unreal Engine 5.

Link to combat:
https://drive.google.com/file/d/17mGql3XNjh6 TWmaQxvIdFC4kdP2kd8Zv/view?usp=sharing



https://drive.google.com/file/d/17mGqI3XNjh6TWmaQxvIdFC4kdP2kd8Zv/view?usp=sharing




3D Modeling

| have self-taught Blender, ZBrush, and Substance Painter experience. I've created realistic
looking characters, low poly assets, and optimized game assets. Here are a few examples.










Verices  24/1,586




	Game Programmer Portfolio  
	(ゲームプログラマー ポートフォリオ) 
	Skills / 技術スキル 

	Projects / プロジェクト 
	Project 1 / プロジェクト1 
	oMaKe /  オマケ 
	Project Overview / 概要 
	Features / 機能 
	Media / 動画・資料 

	 
	Project 2 / プロジェクト2 
	Bloodstream (https://gilbz.itch.io/bloodstream) 
	Project Overview / 概要 
	Media / 動画・資料 

	 
	Project 3 / プロジェクト3 
	Project Overview / 概要 
	Media / 動画・資料 

	Project 4 / プロジェクト4 
	Reberu / レベル 
	Project Overview / 概要 
	Media / 動画・資料 

	Additional Experience / その他の経験 
	Six Swords 


	 
	3D Modeling 

