Emmet Blake – Game Designer
Vancouver, Canada 
C: 604 781 1024

http://www.emmetblake.com ~ blakeemmet@gmail.com             

SUMMARY OF QUALIFICATIONS

· Multi-skilled game designer with formal training in: Game Design, Management & Information Systems.  
· Key member & contributor of Need for Speed pre-production team, initial game concepts to full dev cycle.

· Excellent communication & interpersonal skills, with demonstrated record of maintaining positive working relationships.  

Design:  

· Three years professional game design experience including two diverse AAA next gen titles:


-  Need for Speed: Undercover. (Street racing, open world action game)

- APB – All Points Bulletin. (MMO, Action adventure, 3rd person shooter)
· One year's independent game development on Unreal 2.5 conversion. 


- Rapid Rush (Cartoon style, White water kayaking game)
· Technical systems design, specification & flow charts.

· Rapid prototyping of: game systems, progression, economies, unlocks & game mechanics.

· Contributed to development and improvement of in-house tools.

Employment history

Realtime Worlds, Dundee, Scotland, UK 
March 2009 – Apr 2010
Game Designer – (Mission design and Level design)

APB – All Points Bulletin (PC)
· Holding dual roles in Mission design & Level design.
Level Design
· Planned,  designed and implemented; level block outs, competitive 3rd person multiplayer levels, linear objective driven multiplayer levels.
· Prototyped new level mechanics to support stronger team based gameplay.
· Tuned and balanced open worlds for; 3rd person combat, action orientated vehicle game play, On foot ergonomics.

Mission Design
· Planned, designed and implemented multi-player heist missions.

· Balanced missions based on gameplay analytics, player feedback and peer review process.
· Contributed to the improvement of in-house tool-set.
· Wrote dialog, narrative and stage text for missions.
Additional responsibilities
· AI path graphing

· Prop/ Non prop based vignettes placement

Electronic Arts - Blackbox, Vancouver, BC 
March 2007 – Dec 2008
Game Designer - (Systems design, Mission design)

Need For Speed: Undercover (PS3, Xbox 360)
· Key member of 13 person pre-production team, developing original Need for Speed concepts.

· Responsible and managed system design's for career game mode from concept prototype to final. 

· Economy, experience point and unlock balancing.

· Produced multiple Design documents for game modes, missions , moment to moment gameplay.
· Designed and scripted missions, race tracks and cop chases.

· Maintained communication between multiple departments.
· Wrote mission narrative to fit into existing story.
Additional Production responsibilities 

· Produced and coordinated visual style test shoot, working with external crew.

·  Equipment sourcing

·  Talent sourcing
Fuel, Inc, (Independent development) Vancouver, BC 
2005 – 2006

Game Designer / Level Designer

Rapid Rush (PC)

· Designed Rapid Rush game mod as part of a 4 person team.

· Designed and produced all levels for Rapid Rush.

· Designed and build static meshes and textures for levels.

· Assisted in leading a team through full development cycle.

Webtrade Ltd, Dublin, Ireland 
2001 – 2002

Web Developer

· Developed strong design communication skills.
· Able to work with clients to research, prototype and design web solutions to meet customer requirements. 

· Ability to find creative solutions to unusual problems.

Dollard Packaging, Ltd., Dublin, Ireland 
1998 – 2000
Packaging Designer

· Ability to quickly learn and adapt to software’s  (Auto Cad) and related hardware / machinery.

· Gained extensive understanding of the packaging process.


Education 

Vancouver Film School, Vancouver BC 
2005 – Oct 2006


· Game Design Program. 

· One year intensive program specializing in Game Design.
Dublin Business School, Dublin, Ireland 
2002 – 2005
· Diploma in Management and Information Systems.

· Lead and managed many group projects.

· Understanding of Project management and its tools.
SKILLS 

· Unreal Editor 2.5, 3 & UDK
· Source Hammer Editor
· 3ds Studio Max
· MS Office: Word, Excel, Project, Visio, Powerpoint

· Adobe Suites: Photoshop, Illustrator, After Effects, Premiere Pro, Flash

· Sketch Up
References

Rafael Brown – Lead Designer – id Mobile – rafael.brown@idsoftware.com (Lead World/UI Design - Need for Speed)
David Luoto – Creative Director – EA Partners – drluoto@ea.com  - Ph: (650) 628-2846 - (Creative Director - Need For Speed)
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