Andrew Nguyen 
Level Designer
15705 Quorum Dr. Apt 2334
http://guildhall.smu.edu/portfolio/andrew.dinh.nguyen

Addison, TX 75001



Cell Phone: (408) 425-0064

andrew.dinh.nguyen@gmail.com

Skills

Level Editors: Unity 3D, UnrealEd (UT3/GoW), Hammer (HL2), Radiant (CoD4), TES: Construction Kit (TESIV:Oblivion), TorqueX Builder
Environmental Modeling and Texturing Tools: 3ds Max, Photoshop CS2 
Microsoft Office: Word, PowerPoint, Excel, Outlook
Source Control Tools: Tortoise SubVersion

Bug Tracking Tools: Issue Manager
Scripting Languages: Entity-based and visual scripting (Unreal Kismet/HL2/Oblivion) 
Written and Verbal Communication Skills: Communicates effectively with a team 
Level Design Skills

	· BSP block out and detail
	· Level planning and flow optimization

	· Static mesh creation and placement
	· Trigger placement and functionality

	· Material placement
	· Entity placement and scripting

	· Lighting
	· Environmental scripting

	· Level optimization
	· Concept and design documentation


Game Development Experience

Unannounced Title, Conceptart.org Project

June 2009 – Current
Level Designer
Contract work
Puppet Apprentice, Unity 3D Project

August 2009 – Current
Creative Director/Level Designer
Creative Director on a team of 4 developers
Created the Game and Level Design Documents 
Organized and ran SCRUM method of management 

Project Chronos, Unreal Tournament 3 Team Project
January 2009 – May 2009
Associate Producer/Level Designer
Producer for a team of 18 students
Created Asset List and Development Plan 
Organized and ran SCRUM method of management 

Master’s Thesis Project
January 2009 – Current
Level Designer

Researched how using visual cues to lead players
Created a complete test level
Interviewed participants, compiled, and analyzed data
The Factory, Individual Half Life 2 Level

October 2008 – December 2008
Level Designer

Designed a level with both interior and exterior environments

Designed and implemented scripted events involving AI

Created and updated the Level Design Document
Back to the Academy, Individual Gears of War Level
August 2008 – October 2008
Level Designer

Created, textured, and lit BSP 
Created original map design, gameplay and Level Design Document

Scripted interactive gameplay elements throughout the level
Librum Vitalis , Unreal Tournament 3 Team Project
June 2008 – October 2008
Lead Level Designer

Worked daily with leads and level design team
Created and updated the Level Design Document
Maintained asset package and iterated levels based on feedback
Super Repair Quest, Team 2D Side Scroller

March 2008 – May 2008
Team Lead/Level Designer

Winner SMU Best Team 2-D game Cohort 10

Produced a 2D game with 4 person team 
Organized and ran SCRUM method of management

Created the Game and Level Design Documents, and the Asset and Development Plan

Education

SMU Guildhall, Plano, TX

June 2009
Master’s in Interactive Technology, Specialization in Level Design


University of California, Davis Davis, CA

June 2006
Bachelor’s of Arts Degree, English
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