Miles Haley
Tools Engineer
San Marcos, CA 92069 ⬦ 425-677-3202 ⬦ mileshhaley@gmail.com ⬦ linkedin.com/in/miles-haley
Professional Skills
· Languages: C++, C, C# (familiar), Java (familiar), Python (familiar), SQL
· Tools: Visual Studio, Unreal Engine 5, Git, Perforce, Subversion, MySQL
· Expertise in: Tools engineering, user-focused tool design, game engine and editor design, debugging
· Key Strengths: Problem solving, interdisciplinary collaboration, teamwork, technical leadership, verbal and written communication, and a deep passion for supporting other developers
· Attributes: Detail-oriented, creative, and adaptable, with a strong drive for learning and innovation
Academic Projects
Tech Lead | Gameplay Engineer – Hyperfist (Unreal Engine 5, in development)	Sept 2024 - Present
· Directed technical efforts for a 14-member team, improving Unreal and Perforce workflows, troubleshooting issues, and ensuring smooth collaboration across tech, design, art, and audio by holding regular engineering meetings and providing hands-on support
· Implemented responsive player mechanics, including movement, combat mechanics, and dynamic animations, overcoming technical challenges like adaptive punching hitboxes and fine-tuning movement to deliver a polished and immersive user experience
Tools Engineer - Dread It (C++ custom engine game, published to Steam)	Sept 2023 – Oct 2024
· Designed FIELDS, a serialization and editor integration that streamlined development by automatically serializing variables (reflection), displaying them in the editor, and enabling intuitive data-driven development, requiring minimal effort of the 8 other developers and greatly improving their workflow
· Enabled faster iteration and development by improving the editor with features like drag-and-drop, FIELDS integration, and visual readability through icons and intuitive UI design
· Improved scalability and performance by optimizing and refactoring the engine, including the serialization pipeline, entity parenting, parallel scene loading, and reducing memory usage by ~5x
Personal Projects
Tools Engineer - Fields Engine	Oct 2024 - Present
· Developed a 3D game engine, designed around ease of use, with an integrated editor using C++
· Designed a global context pattern for flexible system access and unit testing
· Built scalable core engine systems, including OpenGL based rendering, entity-component architecture, asset serialization, and procedural asset generation, laying the groundwork for future features
Content Creator - @milesio TikTok	Mar 2021 – Present
· Built a following of over 450,000 users by producing engaging, technical Minecraft videos, achieving over 175,000,000 views cumulatively with an average of 2,500,000 per video
· Leveraged creative storytelling and technical expertise to simplify and showcase complex concepts to a wide range of viewers, driving engagement, and fostering a large and active community
Education
DigiPen Institute of Technology (Redmond, WA)	Expected Graduation April 2026
· Bachelor of Science in Computer Science
Skyline High School (Sammamish, WA)	Graduated June 2022
· International Baccalaureate - Computer Science
