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EDUCATION AND CO-OP AVAILABILITY
	Simon Fraser University  |
BSc Interactive Arts and Technology (SIAT)
GPA 3.50  |  Dean's Honour Roll, Fall 2024
	2023 - 2027
Up to 16 months Co-op


TECHNICAL SKILLS
Tools: Blender, Maya, Substance 3D Painter, Substance Designer, GAEA, Unity, Unreal Engine, Godot
Art & Design: Environment Art, Hard-Surface Modeling, Sculpting, Texturing, Concept Art, Level Design, Game Design, Animation
Production: Photoshop, Krita, After Effects, DaVinci Resolve, Figma, Git, GitHub, Unity Version Control
SELECTED PROJECTS
	VR Environment & Exploration Narrative Design  - Something Lurking |  Blender, Substance 3D, Unity XR
Art Director, Level Designer & Environment Artist
School Project - SFU VR course project.
	


· Led the spatial and visual direction for a collaborative VR exploration experience, translating playtest feedback into level-flow maps, room concepts, and a stronger narrative arc.
· Modeled most environments and props in Blender, developed materials in Substance Designer and Painter, and supported a three-scale gameplay loop in Unity XR.
· Iterated on environmental clarity, tension, and narrative flow through playtesting; the final demo was selected for an SFU prospective-student showcase.
	Ink Based Self-Drawn Platformer Game- The Last of Stars |  Game Art, Figma
Artist & Level Designer
Personal Game Jam Project - SFU Summer Summit
	


· Designed platforming routes, traps, recovery platforms, and pacing around a drawing mechanic and environment narratives about the continuously collapsing environment.
· Designed the alien astronaut protagonist with curve and triangle geometry language in Figma.
· Created readable game art and layouts with a four-person team, shipping a playable browser platformer in three days.
	Wordless 3D Animated Short  - BLU |  Maya, Blender, Concept Art, Animation
3D Modeler, Concept Artist & Animator
School Project - SFU animation course project
	


· Created original Maya and Blender assets, concept art, and animation for a wordless 3D short, refining staging, motion timing, and visual consistency.
· Collaborated with storyboard, lighting, and technical animation teammates to maintain a cohesive production pipeline. 
COMMUNITY & VOLUNTEER WORK EXPERIENCE
Fallout 4 Capital Wasteland Modding Team |
	Environment & Prop Modeler
	Jul 2026 – Present

	· Recreated fallout 3 game assets with modern Bethesda workflow, using .nif format and 3 different type of maps rendered straight from Substance 3D Painter.
· Modeled over 5+ prop assets for the modding team to place them in the Fallout 4 game environment.
	


SFU 3D Club| 
	Meeting Coordinator Executive
	Sep 2026 – Present


· Held Meetings for start-up clubs in SFU Surrey campus.
SFU Game Development Club| 
	Graphic Design Executive
	Sep 2026 – Present


· Designed posters, insta grid and event banners with layout, grid, hierarchy and gestalt knowledge.
