ngineering Deck

Based in Philadelphia, US

Trusted by hundreds of developers, including

PRIVATE AND CONFIDENTIAL



Key Highlights

Collectively shipped a
multitude of games across

PC and Consoles

UNITY AND UNREAL
DEVELOPMENT

Highly experienced in live-
ops multiplayer tech stack
(dedicated servers,
Playfab, Photon)

Executed complex action

systems

SYSTEMS PROGRAMMING

PORTING FULL CYCLE GAME
DEVELOPMENT

Fully networked live-ops
multiplayer systems and
porting games to all

consoles

ONLINE NETWORKING
SUPPORT




Ovur Shipped titles
Fully shipped titles both self-published and published by the likes of Wandering Wizard (Snail Games USA), V publishing, and Daedelic Entertainment



Co-development and in-development

Co-development with other studios and publishers like Daedalic Entertainment and projects we are currently working on internally with our own original IP



Core Engineering Team

Studio Leads

Max Louis
Founder & Studio
Director of MLC

Engineering

Nikk
Gameplay Engineer
10+ yrs

Hunter Wu
Founder of
Matrioshka 8+ yrs

Ryan
Gameplay Engineer
7+ yrs

Tech Art & Design

Kyr
Tech Art Engineer
10+ yrs

Jordan
Multiplayer
Engineer
6+ yrs

Ben
UE Specialist
5+ yrs

Mahyar
Ul Engineer
7+ yrs

Thomas
Games Designer
8+ yrs

Chris
Console Engineer
8+ yrs

George
Narrative and
Games Designer

Donathan
Gameplay Engineer
7+ yrs



Let's Talk

We're ready when you are

Max Louis
Studio Director

max@mlc.studio

Rhianna Ford
Head of Brand

rhianna@mlc.studio

Hannah George
Business Dev.

hannah@mlc.studio

Send Us a Brief


https://app.mlc.studio/brief

