Experience

2014 designed the mechanics and 125+ levels of
\“,ng,ﬁ!:,'g" Innovation, a puzzle game for mobile platforms.
2013: created dozens of unique missions
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tutorials WR H[SODLQ V\VWHPYV

Sk” AINDUOY U 2012: oversaw the development
IS of R6 (helped on FC3) to ensure
it was as good as possible.
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. 2012: designed & code
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Adobe CS (Photoshop, LU FluX, a touch table game
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I've also worked on wide
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professional serious games,

® sop; Ms. C#Hcode live team-building events,
multiplayer Flash games,

| speak English, French and Spanish - XHQ W O\ ey MDPV

and board games...

Graduating with a Masters in game design and taking
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large teams or independently, with time constraints ranging
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both for cohesiveness and to identify issues early.

Who am 1?

| really love game design. | love when the ideas behind a game become apparent
through play, and convey something. This is the kind of experience | want to create.

| want to work in a team of people who share this goal, this ideal: making players stop
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