John Lundstrom

Game Programmer

@ john.m.lundstrom@gmail.com

in linkedin.com/in/johnlundstrom/

Summary

I make the funny little guys on the screen do

stuff, and the tools that make it happen!

I’'m a game programming student driven by curiosity
and a love for enabling others to create.

My background in management, teaching, and
research-driven development has shaped an analytical
mindset | use to refine gameplay and empower teams.

Experience

Game Programming Intern, Filimundus AB
Jan 2023 - May 2023 | Stockholm
+ Developed features and systems for the mobile
Game Pettson’s Inventions 4.
+ Managed game builds and deployment for Android
and iOS for multiple games.
+ Maintained, refactored and expanded upon legacy
code.

Projects

Tower Builder & Validator, C++/Custom Engine
Mar 2026 - Apr 2026
+ Implemented a building system using my immediate
mode geometry tool, with grid-based block
placement.
+ Created a rule validation system with 9 different
rules and error highlighting.

FPS Character Controller in ECS Architecture,

C++/Custom Engine/PhysX
Dec 2025 - Apr 2026
+ Implemented character controller with physics
based movement.
+ Designed reusable ECS systems and components
for callbacks, health and other gameplay logic.
+ Created Weapon System with 3 firing modes and
data-driven parameters.

Moose Lost in the Woods, C#/Unity/FMOD
Mar 2023 - Jun 2023
« Programmed a 3D platforming character controller
with coyote time and jump buffering.
+ Responsible for Ul/Menu functionality, and audio
integration using FMOD.
+ Added accessibility features such as an assistive
camera and adaptive button graphics.
+ Managed a team of 8.
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) github.com/Jonicles

@ Stockholm, Sweden

» johnlundstrom.com/

Education

The Game Assembly, Higher
Vocational Education Diploma | Game
Programming Generalist
Aug 2024 - Present | Stockholm

+ 3 Game projects in custom C++ engine.

+ 2 Game projects in in-house engine.

+ 2 Game projects in Unity.

+ Tool Development | Al Programming,
Scripting | Network Programming |
Graphics Programming | Data structures
and algorithms | Linear Algebra.

Sodertorn University, Bachelor of
Science in Media Technology | Game
Design and Scripting
Aug 2021 - Jun 2024 | Stockholm
+ 3 Game projects in Unity.
« Bachelor’s thesis in Al companion design.
+ Game Design Analysis | Analog Game
Design | Game Research | Project
management | Game Marketing | Level
Design | Narrative Design.
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Skills

Agile Development, Project Management,
Documentation, Interpersonal Skills.

Achievements

Gamer’s Choice Winner
Moose Lost in the Woods
Swedish Game Awards 2023
Best Narrative Winner

Moose Lost in the Woods
Swedish Game Awards 2023
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