QUENTIN WESTCOTT

Redmond, WA 98052• 425.785.0150 • qwestcott@gmail.com
OBJECTIVE

To work as mission/level designer, creating game play experiences through story and events.
PROFESSIONAL SKILLS & TOOLS

	Design Tools
	Scripting Editors
	Layout Tools
	Versioning Software

	· Oblivion Engine
	· Unreal 3 Engine
	· Microsoft Visio
	· Visual SourceSafe

	· Unreal 3 Engine
	· Oblivion Engine
	· Visual SlickEdit
	· Filemaker Pro

	· Photoshop CS5
· Illustrator CS2
	
	· 3DS Max 2011
	· Test Track Pro
· Perforce


PROFESSIONAL EXPERIENCE

VIGIL GAMES: Senior Designer- Warhammer 40,000 MMO   3/10 to 7/10

· Responsibilities: Develop new game components, game play and ideas consistent with the Games Workshop IP. Produce articulate design documentation detailing game play mechanics, mission walkthroughs, story-lines, interface design, and control systems for entire game.
· Tasks: Generated level content starting with game design concepts then moving to level maps made in Photoshop/Illustrator/Visio/Word, and eventually creating instances using 3d assets and scripted sequences in the Oblivion Engine. Assembled and contributed design feedback on character classes, instances, and non-combat game play issues. Worked cross functionally with Producers, Developers, Artists, and QA to ensure excellent game play. Created design documentation for multiplayer, single player and world event maps. Wrote detailed feedback for debugging purposes.
· Accomplishments: Created several instances and multiplayer maps inside the MMO. Designed the scope and concept for implementing and solving puzzles across the entire game.
AIRTIGHT GAMES: Level Designer- Dark Void   10/6 to 8/8
· Responsibilities: Develop new game components, game play and ideas consistent with the company's design philosophy. Produced articulate design documentation detailing game play mechanics, mission walkthroughs, and story-lines for a variety of levels. Worked with programmers, artists, directors, and producers to develop the game with minimal supervision.
· Tasks: Generated level content from the ground up- from level maps made in Photoshop/Illustrator/Visio/Word to creating instances using 3d assets and scripted sequences in the Unreal Engine. Created maps and diagrams to communicate design ideas to artists, producers and programmers.
· Accomplishments: Generated several maps and missions involving a variety of settings and atmospheric conditions.
iBase Entertainment: Lead Level Designer- Sam Suede Undercover Exposure 6/06 to 9/6

· Responsibilities: Holding the vision of the game, making decisions about overall gameplay and game mechanics. Developed new game components, game play and ideas consistent with the company's design philosophy. Produced articulate design documentation detailing game play mechanics, mission walkthroughs, story-lines, interface design, and control systems for entire game. 
· Tasks: Generated level content from the ground up- from level maps made in Visio/Word. Edited and refocused design documentation as needed. Wrote detailed feedback for debugging purposes. Wrote dialog, voice lines and general story.

· Accomplishments: Designed game flow with the entire project in mind. 
LucasArts: Level Designer- Indiana Jones & The Emperor’s Tomb, Armed & Dangerous, Jedi Starfighter, SWG MMO, Escape from Monkey Island.  11/99 to 3/04

· Responsibilities: Developed new game components, game play and ideas within the Star Wars IP, and various companies design philosophy. Produced articulate design documentation detailing game play mechanics, mission walkthroughs, and story-lines for multiple games. 
· Tasks: Generated level content for level maps made in Visio/Word. Edited and refocused design documentation as needed. Implemented and scripted multiple levels using a variety of proprietary engines. Wrote detailed feedback for debugging purposes. Wrote dialog, voice lines and general story.

· Accomplishments: Created multiple levels in several shipped games. 
EDUCATION

2009
Current enrollment for a BA GD

Digipen Institute of Technology

2006
Certificate of Photoshop Mastery
Santa Rosa Junior College

1993
Bachelor of Fine Arts


Dominican University of San Rafael

References available upon request

