
Valeria
Petruzzelli
GameDesigner

PERSONALSUMMARY
I amapassionateGameDesignerwithover4yearsof
experience inGameDesign,UIandUX. Ihave
3Dmodeling skills, knowledgeof several graphic
so�wareandbase level scrip�ngskills tounderstandand
improveworkpipelines (e.g. crea�ngworking
prototypes fordevsandar�sts touseas reference).
I haveacrea�veflair, goodanaly�cal abili�es, and I
excel inbuilding rela�onshipswithcolleagues.

PROFESSIONALSKILLS
Knowsso�ware:
AtlassianSuite (Confluence, Jira),AdobeXD,Adobe
Photoshop,Adobe Illustrator,Balsamic,Maya,Blender,
SubstancePainter,Unity,Unreal Engine,Rhinoceros,
Autocad,Keyshot.

Known languages:
Italian:mother-tongue
English:Bilingual
- IELTSB2cer�fica�onobtained in2016

Personal skills:
ProjectManagement,QAtes�ng,Compe��ve
Analysis.

I herebyauthorise theuseofmypersonaldata inaccordance to theGDPR679/16–“Europeanregula�onontheprotec�onofpersonaldata”.

NOTABLEACHIEVEMENTS
Publica�onon80Level (2018) EDUCATIONALHISTORY

LevelDesign forGameswithEmiliaSchatz
CG MasterAcademy

MSc inVideogameProduc�onandEnterprise
BirminghamCityUniversity,Birmingham,B55JU.
UnitedKingdom

BA inProductDesign
PolitecnicodiBari (Italy),Bari 70126.
Italy

2016-2017

2018

2012-2015

CAREERHISTORY

Feral Interac�ve
GameDesigner

December2018 -Present

September2016 -September2017

TotalWar:RomeRemastered -ProjectDesignLead

BossFighter (Android)andXtremeRobotDestruc�on(PlaySta�on4)

Foundsolu�ons to improvegameplay,userexperienceandaccessibility
(e.g. includingaddingcolourblindpale�es toallmenus).
Useddesignso�ware (Photoshop,Unity,AdobeXD) todefinetheoverall
layoutofmenuswithwireframesandartmockups.

AnalysedCrea�veAssemblyRome:TotalWar (2004)and listedall possible
improvements tobring theexis�ngdesignuptomodernstandards.

Tropico (iOSandAndroid) -DLCMissionpackDesigner

Usedthegameeditor toprototype thecoreconceptofall designedmissions
and liaisedwith thedevs to refineandbalance them.
Tested themissionsandprovidedplaceholder strings to thewri�ng
department.

Designed interes�ngand fun-to-playconcepts formissions incollabora�on
withotherdesigners.

Alien: Isola�on(Switchport) -UI/UXDesigner

Foundsolu�ons to improveuserexperienceandconvertedcontrols to
workonbothcontrollerand touchscreen.

Useddesignso�ware (Photoshop,Unity,AdobeXD) todefinetheoverall
layoutofmenuswithwireframesandartmockups.

AdaptedUser Interface fromthe2014AAAgameAlien: Isola�ontowork
ondockedandundockedNintendoSwitch.

UsedConfluence towriteandregularlyupdateGameDesignDocuments,
organisingcontent intosec�onsandsub-sec�ons toease readingand
understanding forotherdepartments.
Design liaison forar�sts,developers, andcopywritersdepartmentson
reportedbugsand improvements.

UsedConfluence towriteandregularlyupdateGameDesignDocuments,
organisingcontent intosec�onsandsub-sec�ons toease readingand
understanding forotherdepartments.
Providedsupport toar�sts,developers, andcopywritersdepartments.

Designedaddi�onalmenussuchasLanguageSelec�on.

GamerCampStudios
UI/UXDesigner

Workedcloselywithdesigners, ar�stsanddevelopers tocreate innova�ve
gamedesigns formul�plepla�orms.

Conductedcompe��veanalysis andresearchedpossiblemenustyles.

KeptGameDesignDocumentsup todateanduseddesignso�ware to
definetheoverall layoutofmenuswithwireframesandmockups.

CONTACT INFORMATION
Email:valeriapetruzzelli2@gmail.com
LinkedIn:
Por�olio:
Telephone: +447770137141
Address:KingstonUponThames, London

ValeriaPetruzzelli

TheArtof LevelDesign:Do’sandDon’ts

h�ps://valeriapetruzzelli.wixsite.com/por�olio

https://uk.linkedin.com/in/valeria-petruzzelli-0b71a713b
https://80.lv/articles/the-art-of-level-design-dos-and-donts
https://valeriapetruzzelli.wixsite.com/portfolio

