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EDUCATION
Texas A&M University August 2022 - May 2026
Bachelor of Science in Computer Science, Minor in Game Design and Development GPA: 3.7/4.0
EXPERIENCE
Zynga June 2026 - August 2026
Software Engineering Intern Austin, TX

» Developed and debugged features for Zynga Poker across a C#/Unity MVVM client architecture and Go backend
in a large-scale live-service codebase

Microsoft (Halo Studios) May 2025 - August 2025
Software Engineering Intern Redmond, WA

» Built and shipped production tooling that automated Unreal Engine test reporting, improving debugging workflows
and release confidence for developers and QA

o Developed Cl-driven backend tooling and telemetry ingestion pipelines for automated Unreal test reporting using
Jenkins, Kubernetes, Terraform, and Azure Data Explorer

Texas A&M Learning Interactive Visualization Experience (LIVE) Lab  August 2024 - May 2026
Developer College Station, TX
» Developed gameplay systems in Unreal and Unity while collaborating on educational games within a 20+ person
interdisciplinary team
United Services Automobile Association (USAA) May 2024 - August 2024
Software Engineering Intern Plano, TX

» Engineered the user interface for an internal test-data management web app used by engineering teams to
streamline testing workflows

SKILLS

Languages: C++, C#, Python, Go, JavaScript, Java
Game/Graphics: Unreal Engine, Blueprints, Unity, Common UI, OpenGL, Wwise
Tools: Git, Perforce, Plastic SCM, Jenkins, Docker, Kubernetes, Terraform, Azure Data Explorer, React, HTML/CSS

PROJECTS

Wiz-Herd | Unreal Engine, Blueprints, Perforce, Common UI January 2025 - Present
e Designed and implemented reusable player-facing gameplay and Ul systems for a networked multiplayer game,
helping deliver a public Steam demo in a team of 5

Crumple Quest | C++, GitHub May 2025 - Dec 2025
e Built a 2.5D roguelike in a custom C++ engine with a team of 4, developing player-facing game flow, Ul systems,
and a miniaudio-based sound system supporting procedural SFX and dynamic music transitions
+ Designed levels supporting the unique folding/flipping mechanic; won Best in Programming (TAGD Fall 2025)

Pawsitivity | Unity 3D, C#, Wuwise, GitHub May 2025 - Dec 2025
« Developed 3D gameplay and interaction systems for a Meta Quest 3 VR game in Unity/C+#, including
physics-based locomotion and Wwise audio integration

Grim Encounters | Unity, C#, Ink, GitHub January 2024 - May 2024
e Developed a 2D turn-based strategy game in a team of 4
« Implemented save/load and dialogue systems (Ink), plus enemy AI and UI flow for turn-based encounters
o 1st place, Best in Art, Best in Sound, Crowd Favorite at Texas Aggie Game Developers Spring 2024 game jam


https://hannaharmon.com
https://github.com/hannaharmon
https://www.linkedin.com/in/hanna-harmon
https://hannaharmon.itch.io
mailto:hanna.marie.harmon@gmail.com
https://store.steampowered.com/app/3631040/WizHerd/
https://edenk818.itch.io/crumplequest
https://youtu.be/55ISB2WfGRc
https://akxgo.itch.io/grim-encounters

	Education
	Experience
	Skills
	Projects

