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Adobe After Effects
Adobe Experience
Adobe Illustrator
Adobe InDesign
Adobe Photoshop
Adobe Premiere Pro

Autodesk 3ds Max
Autodesk Maya
Blender
HacknPlan
Microsoft 365
Perforce

Slack
Substance 3D Painter
Trello
Unreal Engine 4
Unity Engine

SKILLS

Collège Maisonneuve 
Diploma of College Studies in Multimedia Integration

Montreal, QC 
September 2015 - May 2018

Université du Québec en Abitibi-Témiscamingue (UQAT) 
Bachelor of Video Games Creation - Software Integration Profile

Montreal, QC 
September 2018 - May 2020

Concordia University 
Master’s of Design in Design and Computation Arts

Montreal, QC 
September 2020 - February 2023

EDUCATION

I was in charge of the visual identity for traineeship 
tools. These visuals ranged from vectorial drawings 
for fake business brands to designing a 3D city where 
simulations of accidents could occur.

Graphic Designer 
Intact Assurance

Montreal, QC 
March 2018 - April 2018 (Internship) 
May 2018 - December 2018

I had to create a traineeship virtual reality (VR) expe-
rience. My role was to implement visual assets, code the 
interactions and help design an experience that would be 
comprehensible for users with a limited understanding 
of extended reality (XR) technology.

VR Designer 
Hydro-Québec

Montreal, QC 
June 2019 - January 2020

I was a graduate assistant working for LabLabLab as a 
user interface (UI) and user experience (UX) designer for 
their upcoming research project Chroniqueur. My role 
was to iterate on the UI to facilitate the UX for players fa-
miliar and unfamiliar with emergent video games. Chro-
niqueur was the project used for my research thesis.

UI and UX Designer 
(Student Research Assistant) 
Concordia University

Montreal, QC 
September 2020 - February 2023

EXPERIENCE

I have a passion for problem-solving. I love seeking solutions to problems while considering our needs 
and constraints. Doing this has pushed me creatively and has made me a more resourceful designer. I’m 
always learning, trying to better myself and make the best product my colleagues and I possibly can. For 
me, there is nothing more satisfying than changing things and seeing how users react to the differences. 
Iteration is key for solid design. 
 
I’m always open to music recommendations; if I’m not sleeping, I’m listening to music, be it metal, R&B, 
electro, hip-hop, classical, you name it, I’ll listen to it.
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Somny & Yawn: Dream Detectives is a coop game where 
players investigate and solve mysteries. The twist is that 
one player can only talk to suspects, while the ovther 
can only roam the levels and find clues. For this project, I 
was responsible for the gameplay of Somny, the roaming 
character. I had to create modules that would help with 
the user’s experience and set up the character controller 
of Somny.

Somny & Yawn: Dream Detectives 
UX Designer and Gameplay programmer

Unreal Engine 4

My World in a Box is a roguelike turn-based game where 
players must manage their team and improve them if 
they wish to defeat the villain and his minions. My role 
in this project was supervising and minimizing conflicts 
when merging everyone’s work. To do so, I laid the pro-
ject’s foundation, ensured the team would stay on target 
and assisted them when they had problems with the 
code or the integration of assets. Lastly, I helped with 
the design of the gameplay loop and the interface.

My World in a Box 
Technical Game Designer

Unity Engine

Chroniqueur is a game employing procedural genera-
tion and simulating human life and civilizations. The 
game writes down everything that has been simulated, 
allowing players to read and interact in unique worlds 
with unique stories. The challenge of this project was 
to conceive an intuitive interface for players unfamiliar 
with emergent games. To accomplish this goal, I iterated 
on more than five versions of the interface and used 
playtests to collect feedback and gauge players’ recep-
tion of Chroniqueur.

Chroniqueur 
UI and UX Designer

Unity Engine
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