MATIAS MARTINEZ
2871 SW 179TH AVE
Miramar, Florida 33029
786.376.3144
Matiasm1717@gmail.com

VIDEO GAME DEVELOPMENT / PLAN DESIGN
Seeking a Video Game Designer or Level Designer position with a creative organization where I can apply my education and hands-on experience to design engaging, balanced, and immersive gameplay experiences. Skilled in level layout, pacing, gameplay flow, and environmental design using industry-standard tools, with a strong passion for continuous learning and player-focused design.
CORE STRENGTHS
· 
· Environment Artist
· Game Designer
· Storyboarding
· Effective Imagination Power
· Level Designer
· Modelers
· Animators
· Story Developers
· Character Animation
· CAD drafters
· Interior Designer



SKILLS
· In Unreal Engine, skilled at UE4 Map Development and UE4 Blueprint coding.
· Unreal Engine and Unity.
· Used premade particle systems in sync with props, weapons, and coded doors.
· Illuminate the environment for the player(s). 
· Big story ideas for games.
· Experience in playing games.
· Proficient in working with media software (Photoshop, Zbrush, 3d Max, Maya, SketchUp, AutoCAD).
· Knowledge of software tool capabilities and platform constraints, ability to integrate technology changes, and ability to commission and integrate new technologies.
· Ability to think logically with a strong level of attention to detail.
· An eye for level design and the ability to bring scripting ideas to the table.
· Ability to keep track of minute details and align these with the overall vision.
· Rock-solid organizational skills with the ability to juggle multiple priorities.
· Excellent analytical and problem-solving skills.
· Excellent written and verbal communication skills.
· Able to work creatively in a demanding team environment.
· Professional experience with visual scripting tools.
· Professional expertise in fight/combat design.
· Able to make plans in AutoCAD, including floor layouts, elevations, and technical drawings for residential projects.
· Created 3D models in SketchUp to support architectural design.

TECHNICAL SKILLS/SPECIALTIES

Operating Systems: Windows
Software Packages: Adobe Creative Suite, Microsoft Office, and Adobe Photoshop.

SPECIALTIES

3D Character & Environment Artist: Model, (high or low poly counts)
Level Designer: Game Engine; managing assets, Level Lighting, materials, and particle systems
Game Designer: Conception, Art, scripting, storyboarding, and design document creation.



EDUCATION
Bachelor of Science in Animation and Game Design						September 2025
Keiser University

Relevant Coursework 
Level Design, Game Mechanics, 3D Modeling, Interactive Storytelling, Game Engines

Associate of Science in Video Game Design							July 2023
Keiser University

WORK HISTORY
Max Services & Construction Corp.   							May 2021-2023
Part-Time. Office Assistant 

· Handling incoming calls and other communications.
· Managing the filing system.
· Recording information as needed.
· Greeting clients and visitors as needed.
· Updating paperwork, maintaining documents, and word processing.
· Helping organize and maintain office common areas.
· Performing general office clerk duties and errands.
· Organizing travel by booking accommodation and reservation needs as required.
· Coordinating events as necessary.
· Maintaining supply inventory.
· Maintaining office equipment as needed.
· Aiding with client reception as needed.
· Experience as a virtual assistant.
· Creating, maintaining, and entering information into databases.

PORTFOLIO PROJECTS
· Game title: Art of Bob
· Engine used: Unity
· Your role: Level Designer
· What YOU designed: A level layout allowing players to choose colors, with the system using Unity Build Settings. Showing gameplay mechanics focused on color mixing.
· Results or outcomes: Successfully perform level progress and a built-in level selection system.

LEVEL DESIGNER – “ART OF BOB” (UNITY)

· 7 fully playable levels using simple controls.
· Created different color placements. Player objectives are to learn different colors, including mixing colors.
· Original artwork with Photoshop, and programmed and coded with C# in Visual Studio Code to refine level flow and performance
· Tested and improved on layouts and gameplay.

Include links to:
· Playable builds
· Walkthrough videos
· Level breakdowns
