Samuel Mellors
Gameplay and Systems Designer
Portfolio: samuel.mellors.org  |  Samuel@Mellors.org  |  07874 621392
Final-year Games Design student | Expected graduation 2027 | Open to relocation
Gameplay and systems designer who builds playable UE5 Blueprint systems and works with programmers to implement and test UEFN mechanics. Brings both a completed solo combat prototype and paid studio experience.
Games Design Experience
Gameplay Designer at Oatcake Interactive
Paid 1UP scheme | Summer 2026 | Eight weeks
The Fungus Among Us | UEFN | One of two gameplay designers in a team of 12
TIGA Games Industry Awards 2026 shortlist | Puzzle Game and Heritage in Games
Delivered playable Act 1 puzzles in UEFN with the team by planning flashlight use, contributing to hieroglyph design and integrating mechanics tested by programmers.
Made the game’s lore discoverable through journal collectibles by planning entry locations and the interactions players used to access them.
Helped resolve keyboard and controller input bugs by repeatedly testing both control schemes and working with programmers on fixes.
Selected Projects
Monpoke
Solo university project | Unreal Engine 5 | Blueprint scripting
Delivered a solo combat prototype in eight weeks by building Blueprint systems for turn-based battles, elemental damage, capture and inventory, using Data Assets and reusable monster and move definitions.
Playtime’s Over
Game, Level and Puzzle Designer | Brackeys Game Jam 2026.2 | August 2026
Gave players two ways to cross levels by building jump pads and moving platforms for a Windows game jam entry with a team of nine.
Play the game: danporter136.itch.io/playtimes-over
Skills
Engines and scripting: Unreal Engine 5 (UE5), Blueprints, UEFN; additional Unity and C# experience.
Systems: Data Assets, Data Tables, Actor Components, Blueprint Interfaces and Event Dispatchers.
Design and delivery: Gameplay prototyping, level and puzzle design, playtesting, bug fixing and design documentation.
Education
University of Staffordshire
BSc (Hons) Games Design | September 2024–2027 expected | First in Year 1; completed Year 2.
Blackpool and Fylde College
T Level – Digital Production, Design and Development | September 2022–June 2024
Seven GCSEs including English and Mathematics | British International School Riyadh | 2022
