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SUMMARY

Passionate about pushing the boundaries of artificial intelligence (AI) within the gaming industry, I am actively
immersed in the study of procedural content generation (PCG) technology. My primary objective is to leverage
decision-making algorithms, particularly reinforcement learning, to enhance human creativity and optimize
development workflows in creative activities. Beyond academia, I am driven by the prospect of translating
theoretical research into tangible solutions for industry. Through collaborative efforts with industry partners and
basic research initiatives, I endeavor to bridge the gap between theoretical exploration and real-world
implementation in the gaming sector. Currently pursuing integrated M.S. and Ph.D. degrees at the AT Graduate
School of Gwangju Institute of Science and Technology (GIST), my research interests span a broad spectrum of
Al, encompassing reinforcement learning, procedural content generation, and general game Al
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Award: Best Paper Award (Top 1%), ACM CHI Conference on Human Factors in Computing Systems (2026)
Scholarship: 5 years, (M.S./Ph.D.) full funding & stipend (Mar 2021 - Current)

Scholarship: GIST Graduate International Research Experience Fellowship (GIST-IREF) (Aug 2024, $6,200)
Award: The 2" ChatGPT4PCG Competition, IEEE Conference on Games (Aug 2024, $300)

Fund: GIST Innopolis Campus Program (Aug 2021, $10,000)

Fund: GIST Sprint for Startup (GSS) Program (Aug 2021, $5,000)

Fund: GIST Entrepreneurship Club Program (April 2021, $2,000)

Travel Grant: Received travel grant for IEEE Computational Intelligence in Games (Aug 2018)

Scholarship: Received scholarship for academic excellence (Aug 2017, Aug 2018)



EXPERIENCE

KRAFTON AI Aug 2025 - Oct 2025
Research Intern (LLM-based Agent Generation) Seoul, South Korea
Game Innovation Lab, New York University Aug 2024 - Nov 2024
Joint Research on Game+LLMs (Director: Julian Togelius) [PP1] New York, United States
Game Innovation Lab, New York University Feb 2023 - Mar 2023
Research Intern (Director: Julian Togelius) New York, United States
YP Labs Jul 2020 - Aug 2020
Research Intern (Data analysis using BigQuery) Seoul, South Korea
Cognition and Intelligence Lab, Sejong University Jun 2017 - Oct 2019
Undergraduate Research Intern (StarCraft AT Project) Seoul, South Korea
Pinnacle Investment Mar 2017 - Jul 2020
Full-stack Web Developer Seoul, South Korea

RESEARCH PROJECTS

Development of a Generative Al-Based Human-Robot Collaboration Platform for

the Advancement of Home Humanoid and Demonstration/Commercialization of Mar. 2025 — Current

Home Services

* Research on language-instructed RL for tactile-sensored robot agents

Development of Artificial Intelligence-based Game Simulation Technology
to Support Online Game Content Production

+ Development of Unity-based multiplayer game gymnasium environment [I6]
+ Research on LLM-driven reward generation and feedback for RL agents [I7]

Human-centered Game AI Basic Research Lab Jun. 2021 — Feb.

» Research on multiplayer game level generation using genetic algorithms [I5]
» Research on puzzle level generation for game tutoring, crowd-sourcing user study [PP1]

Development of Artificial Intelligence Players for Puzzle Game

Automated Testing

» Development of gymnasium-based game simulator for a commercial puzzle game [D5]
» Research on RL agents with categorical state representations for game playtesting [D5]

Development of Content Creation and Entertainment Technologies based on
Intelligent Authoring Tool to Enhance Accessibility of Social Communication Disabilities

» Generative model (GAN) deployment and authoring tool developement for disabilities [PT1]

A Study on the Latest Reinforcement Learning-Based Path Planning Techniques Mar. 2021 — July.

* Development of RL-based driving agent and simulator development
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2024

2024

2023

2021

2021

Invited Participant: Dagstuhl Seminar 25292 — New Frontiers in Al for Game Design (Jul 13-18, 2025)
Reviewer: IEEE Conference on Games (CoG), IEEE Transactions on Games (ToG), AAAI Conference on Artificial
Intelligence (AAAT)
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