Elie Platt
Game & Level Designer

Website/Portfolio www.naveronasis.com

Email: elie@naveronasis.com

Phone: (239) 777-6973

Responsibilities and Achievements as Lead Level Designer:

· Designed and implemented encounters according to each project's high level documentation.

· Led multi-platform world building efforts as a Lead Level Designer.

· Lead the development and implementation of modular world building tools and assets.

· Assisted in the design of a visual scripting engine (similar to Kismet).

· Designed core gameplay systems for a successful arcade action game, including a character upgrade system and the game’s power ups.

· Ability to create, test and prototype gameplay mechanics effectively and rapidly, including on paper and 3D prototypes.

Shipped Titles:

· “Second Chance Heroes” by Rocket City Studios (Feb 2014)

· Platforms

· iOS/PC/PS4/Mac

· Title Performance

· 84% on Metacritic.

· Featured by Apple on the front page of the App Store.

· 100k downloads in the first week.

Rocket City Studios, Lead Level Designer, Jun 2012 – September 2014

· Development of level concepts.

· Development and definition of assets and asset lists for the art department.

· Implementation of “blue box” prototypes and scripting.

· Implementation of environmental decoration and construction of the finished game world from provided modular assets.

· Implementation of scripting.

· Implementation of Light and particle systems.

· Design and definition of world building and scripting tools.

· Game mechanics Design.

· Development of Asset Lists for the art pipeline.

Rocket City Studios, World Builder, Jun 2011- Jun 2012 

· Implementation of blue box world.

· Implementation of decorative game world environments.

· Development of key assets.

· Scripting consultation.

· Tools development consultation.

Modding Experience:

· Trackmania Nations Forever/Stadium² (Racing)

· Built over 40 unique all original race tracks for hosting on my own public server with a very high approval rating.

· One of the top servers in the entire game with over 12,000 unique visitors in less than 12months.

· 6 years online and still among the most popular servers in Stadium² “Nav's Custom Maps”

· Stepmania (Rhythm)

· Developed over 30 individual tracks for play across multiple difficulty levels.

· Regularly held tournaments with this custom content with high turnout (over 20 contestants)

· Unreal 3 (Shooter)

· Developed more than 7 fully playable high quality maps using only the provided assets in various game modes

· Complete bot scripting allowing for single player action.

· Torchlight (Dungeon Crawler)

· Fully developed a single player dungeon with several uniquely scripted boss encounters.

· Starcraft (RTS)

· Developed over 25 maps for between 4 and 8 players.

· TimeSplitters 2/3 (Console Shooter)

· Developed over 30 maps for multiple game modes.

· Other Titles Modded

· N+ (maps)

· Little Big Planet (maps and scripting)

· Age of Empires (maps and scripting)

· Civilization 4/5 (maps)

· GTA 3/Vice City/San Andres (game balance)

Education:

· University of Advancing Technology - Graduate with a Bachelors of Art in Game Design 2009.

Skills and Software:

	· Unreal

· Basic 3dsmax

· Photoshop

· Premiere

· Acoustica

· Pen and Paper Prototyping

· Level Concepting

· Java, C++, Lua (basic)
	· Blue Box Layout Implementation

· Environment Construction

· Technical development of world assets.

· Development of World building tools and Scripting systems
	· Playtesting

· Collaborative development of game mechanics

· Visual Scripting

· Creation of asset list for art department pipeline

· Lighting

· Encounter Design


