
PEDRO LOURES · GAME DESIGNER · TORONTO

Pedro Loures

I design play you can feel.

Game designer and Unity developer since 2012. My work spans my college capstone Loneliness

(Best Short Paper and 3rd in the Popular Vote at SBGames 2013), a persuasion-driven training

sim for Fiat, seated VR minigames, and most recently full-body haptic VR at UT Austin's Texas

Immersive Institute. I prototype every idea myself, so it gets tested in play, not just on paper.

Systems & mechanics Unity · C# Level design Narrative Prototyping VR / Haptics

pedroh.z.loures@gmail.com pedroloures.com linkedin.com/in/pedroloures/ github.com/PedroLoures

SELECTED PROJECTS

HAPTIC VR · UNITY · SIGGRAPH 2026

Anchored Memories

Five-act haptic VR story on climate migration · Unity lead and project engineer · UT Austin,

2026

Role Unity Lead · Project Engineer (independent partner, volunteer) · Year 2026 · Engine Unity ·

Team 12+ (TXI, D2R Studios, independent partners, UT Austin advisors) · For Texas Immersive

Institute, UT Austin

Part of the design team on the technical side: chose the tech and approach for

bringing Erin Reilly’s script and concept to VR

Turned the five acts into a technical structure, with weather that mirrors hurricane

categories 1 to 5 as the sea rises over the years

Researched how to mimic each storm level, then gave every act Inspector controls

for the sea and other elements, so the team could shape the weather without code

Set the project up so students new to game development could step in and

contribute quickly

LEADERSHIP

Moved the project from Unreal to Unity when I joined, to lower the deadline risk on

the program’s first big project with outside partners and reach the July 2026

showcase

Main developer on the levels for part of the project, and on call as backup

throughout the year

Part of the planning team: kept the GitHub project board in order, helped divide

tasks around weekly check-ins, and onboarded the students into the project

Pedro Henrique Zarranz Loures · Toronto, Ontario, Canada
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PUZZLE PLATFORMER · SBGAMES AWARD · 2013

Loneliness

Shadow-puzzle platformer · SBGames 2013: 3rd in the Popular Vote + Best Short Paper

Role Game Designer · Level Designer · Programmer · Year 2013 · For PUC capstone

Shadows replay your earlier moves, and the dark is the only thing that can hurt you:

a personal theme expressed through mechanics, inspired by The Company of Myself

Darkness as the only threat: when pushed to add enemies, I kept the design and

committed to 18 stages instead of 3 in exchange

3rd place in SBGames 2013’s Popular Vote with only three tutorial levels, plus Best

Short Paper in the Art & Design track

TRAINING SIM · CLIENT: FIAT

Fiat Quality Manager Training

Data-driven training simulation for Fiat dealership Quality Managers

Role Dev Lead · Programmer · Game Design team · Engine Unity · For Fiat · D2R Studios

Turned the roughly 25 reports a Quality Manager reads into two headline indicators,

with the full detail one click away

Influence mechanic: a Quality Manager can’t give orders, only persuade, so good

dialogue choices earn influence that makes people act faster

Daily difficulty follows a customizable Fibonacci curve across a 7-day cycle, so by

day 7 the player can face up to 13 difficulty-1 issues or fewer, harder ones (rated up

to 4)

LEADERSHIP

Dev lead and one of the main programmers, while also designing the game as part of

a team where everyone helped shape it

VR · 4 MINIGAMES · SOLE PROGRAMMER

VR Carnival

Four seated VR minigames in under a month · sole programmer

Role Sole Programmer · Game Designer · Engine Unity · SteamVR · Team 3 · For Centennial College

VR course

Designed for small rooms: every minigame is played seated, but each one is physical

in a different way

Pitched and designed Whack-a-Mole 360 and Simon Says; built all four games

Exposed every gameplay value so we could tune difficulty and balance through

playtesting

LEADERSHIP

On a short-handed team, took on all the programming and scoped the project to

four core games in under a month, polishing only after all four were built

https://pedroloures.com/projects/loneliness/
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MULTI-SCREEN APP · CLIENT: VALE · STILL IN USE

Vale · Porto de Tubarão

Three-screen presentation system controlled from a tablet · 2012 → 2019

Role Desktop Developer (2012) · Rebuild Developer (2019) · Year 2012 / 2015 / 2019 · Engine

Unity · For Vale · Zor Design · D2R Studios

Presentation experience for a corporate visitor room: images, videos and data flow

across three borderless screens, driven by a presenter from a tablet

Content updates need no developer: drop correctly named images in and rebuild

Still in use today, more than a decade after the first version

MANAGEMENT SIM · UNITY · 2021

Dream Arcade Simulator

Arcade management sim · Centennial College capstone, team of five

Role Gameplay Programmer · Year 2021 · Engine Unity · Team 5 · For Centennial College capstone

Turn-based day/night loop: plan and build your arcade at night with time stopped,

then watch robot customers play it out during the day

Customers with game preferences, patience and a temper: wait too long and they

leave, sometimes breaking machines you’ll pay to repair

Win on money and fame, with a cheat code system inspired by The Sims as an

escape hatch

ANIMATION TOOL · PYTHON · STILL IN USE

Blender Expressions Add-on

Python add-on that speeds up facial-expression keyframing · built for D2R Studios' animator,

2019

Role Tool Designer · Programmer · Year 2019 · Engine Blender · Python · For D2R Studios

Designed around one animator’s workflow: every facial expression for a character in

one panel, picked with a click instead of digging through textures

EDUCATIONAL · LUA · UNITY

Mitologia da Programação

Educational game where players solve Greek-myth challenges by writing Lua

Role Game Designer · Level Designer · Programmer · Engine Unity · embedded Lua · Team 2

Wrote every level around a Greek myth: each part opens with a tale, then

challenges the player to make it happen in code

Built the concept around the CS student I was helping: she loved Greek mythology,

so every level retells a myth to keep her motivated
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HORROR · GAME JAM · TEAM LEAD

Coma · College Game Jam

Horror game jam on the theme “Another World” · led a team of newer developers

Role Team Lead · Programmer · Year 2021 · Engine Unity · For College midterm game jam

2D sprites that always face the player inside a 3D maze: an unsettling look the team

could actually produce on a jam timeline

Trap and scare toolkit (flickering flashlight, inverted controls, slow/speed zones,

jump scares) that level designers combine freely

LEADERSHIP

Led a team of newer students (the coordinator placed me there to lead it) and set

up a prefab workflow so the artists could do the level design themselves

MORE WORK

Animal Defense, Fiat Personalização, Custom Defense, Procedural Dungeon Generator, Chaveirinho, Digital Wonderland,

Recifuturo. Details, videos and code at pedroloures.com/projects.
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