Simon
Isacsson
Andersen

LEVEL DESIGNER

CONTACT

Telephone:
+46 76 133 7440

Email:
simonisacsson.a@gmail.com

Portfolio:
https://simon-ia.com/

Current residence:
Stockholm, Sweden

SKILLS

Languages:
Swedish - Native
English - Fluent

Software:
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REFERENCES

Available upon reguest

Passionate and experienced Level Designer,

always trying to make fun and evocative experiences.

| believe the strength of a good Level Designher lies not only in a mix
between gameplay, space planning and composition, but most importantly
the ability to communicate and work as a team. | thrive in creative

environments and am always oh pursuit to improve

WORK EXPERIENCE

LEVEL DESIGNER @ RESPAWN ENTERTAINMENT

August 2020 - Present

| worked fulltime as a Level Designer on STAR WARS Jedi: Survivor from pre-production to release.
My day to day tasks included blocking out levels, scripting and prototyping in Unreal Blueprints,
level streaming, level maintenance, sequencer animation and occasionally collision and combat fixes.

| owned three full length levels in the game as well as several side content areas in the open world zone.

EDUCATION

Higher Vocational Education

LEVEL DESIGN @ THE GAME ASSEMBLY MALMO

August 2018 - August 2020

Advanced diploma in Higher Vocational Education in Level Design for video games.

| developed important skills in working with Scrum, Teamwork, Sprint reviews and deadlines.

See portfolio for details of games and documentation.

Upper Secondary Education

GAME DEVELOPMENT @ LBS HALMSTAD

August 2014 - June 2017

Technical Program of Upper Secondary Education. It laid out the ground work of how to
develop video games. | worked in Unity and programmed a handful of games from

different genres.

LEVEL DESIGN SPRINT COURSE @ INTOGAMES

July 2023
To brush up on UE5 knowledge and blocking tools, | participated in a two week
Level Design sprint with Peter Field {Uncharted, The Last of Us). It was very informative

in the compositional aspects of Level Design. See portfolio for documentation.

OTHER

LEVEL DESIGN WINNER @ HUMAN: FALL FLAT

2020

Curve Digital held a community contest for a month where you would build a level for their game
Human: Fall Flat. The winner would see their level officially added to the game along with $10k cash.
My level “GOLF” won and is available on all platforms. For 30 days | brought that level from scratch to

release including art and scripting.



