Harald Maassen

Engineering Manager / Developer Relations Lead

The Netherlands  ham.maassen@gmail.com  LinkedIn

EXPERIENCE

Epic Games Jun 2022 - Apr 2026
Manager of Developer Relations - Remote

e Lead a developer relations team of 10 spanning the Epic ecosystem, more than doubling the team since joining

e Fully remote role - successfully onboarded new hires and integrated an acqui-hired team into Epic's culture and workflows

e Created and ran "No Bad Games" - an org-wide initiative to improve Unreal Engine's public perception through proactive developer
outreach, performance optimization content, and on-site studio visits; set up release tracking to measure impact and feed post-
mortems

e Hands-on people management: career moves through secondments, structured improvement plans for underperformers, and
maintaining team morale through setbacks

e Driving results-oriented practices across the team: SMART goals, RACI/MOCHA role assignment, structured feedback cycles

Improbable Sep 2017 - Jun 2022

Engineering Manager / Head of Support (from Jan 2020) - London / Remote

e Grew from individual contributor (customer support engineer) to engineering manager of a team of 6

e Built support operations from the ground up: ticketing systems, on-call rotas, knowledge base, internal training, recruitment
practices

e Led the team through the pandemic - transitioned to fully remote work with zero resignations while maintaining the same
productivity

e Navigated the team through multiple shifts in company direction, each time refocusing without losing momentum

e Actively developed team members into new careers - coached ICs into product management and project management roles
through structured secondments and growth plans

e Set up third-party developer support for Epic Games' Online Services - team answered every single forum question; quality of this
work led to Epic acqui-hiring the entire group

King Nov 2015 - Sep 2017
Sr. Game Programmer - London

e Developed features for Farm Heroes Saga and Farm Heroes Super Saga

e Built a custom audio plugin for a Unity mobile game (canceled project, team of 20)

® Reverse-engineered King's legacy internal engine and delivered a detailed architectural report

Codeglue Feb 2008 - Nov 2015

Game Programmer - Rotterdam

e Lead programmer on ibb & obb (PS3) - responsible for ~90% of the codebase: 2D physics, custom shaders on PhyreEngine, peer-
to-peer multiplayer, dynamic level loading, XML menu system

e Contributed to the C++ rewrite of Terraria for mobile (iOS, Android, WP8) and 3DS - created mobile-exclusive seasonal bosses,
ported to 3DS with redesigned menus and stylus support

e Shipped games across PS3, Xbox 360, 3DS, iOS, Android, WP7, WP8

® Managed interns and freelancers

SKILLS

Management Team building & retention, organizational design, remote leadership, hiring, mentoring
Methodologies Agile, Kanban, SMART goals, RACI/MOCHA, matrix organizations

Languages Python, Go, C++, C#, Java, JavaScript

Tools Git, Jira, Confluence, Claude Code / Al-assisted development, Unity

EDUCATION

Technical University Eindhoven 1999 - 2008

M.Sc in Computer Science - Eindhoven, The Netherlands

ADDITIONAL

- Built Legends of Amara (notzelda.haraldmaassen.com) - a multiplayer browser dungeon crawler using Claude Code for
development and LLMs for in-game procedural generation

- Published D&D content creator - 5 products on DMsGuild; co-host and editor of Blazing Bastards, a Dutch D&D actual play podcast
- Dutch (native), English (fluent)
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