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TECHNICAL LEVEL DESIGNER

Seattle, WA | 321.505.7978 | austintylermichaud@gmail.com | austinmichaud.com

Experience

Sucker Punch Productions | Junior Technical Level Designer
Ghost of Yotei: Legends | Sep 2025 — March 2026

e Owned level design for 2 sections of the Ghost of Yotei: Legends Raid,
from initial block out to final polish. Focused on multiplayer
communication, exploration, combat readability, and progression pacing

e Utilized data-driven design to improve pathing and navigation across
multiplayer gameplay spaces

e Designed and maintained custom rigging systems for 20+ interactive
gameplay assets and 100+ environment assets

e Built custom navigation, traversal, and collision solutions for 12
nonstandard gameplay spaces using proprietary tools and Maya

e Conducted level design and technical reviews across all 20 story
missions, survival maps, and incursions, improving navigation flow,
combat readability, and spatial utilization

e Collaborated with Production to improve gameplay asset pipelines,
cross-discipline communication, and implementation workflows across
environment art, mission design, and engineering

e Retained ownership of Legends gameplay asset rigging and multiple
Raid spaces throughout development, iterating on layouts and technical
implementation through playtesting and feedback

¢ Resolved gameplay, navigation, collision, and mission-state bugs
across multiplayer content and gameplay systems

Ghost of Yotei | Jan 2025 — Oct 2025

e Created and maintained collision, navigation, traversal, and parkour
systems for 300+ architectural and environment assets

e Restructured and maintained modular architectural setups, including
gameplay states, environmental variations, and scripted asset
behaviors

e Collaborated with mission design and environment art to resolve
navigation, traversal, and spatial readability issues across 22+
challenge spaces

e Implemented gameplay support systems across architectural
structures including camera zones, lighting probes, traversal volumes,
and contextual gameplay behaviors

e Primary contributor for rigging solutions implementation, protecting
culturally sensitive assets from gameplay interactions and
environmental damage systems

e Resolved gameplay bugs related to collision, navigation, traversal,
mission states, and gameplay asset functionality across single-player
content

Shipped Titles

Ghost of Yotei: Legends (PS5)
Sep 2025 — March 2026

Ghost of Yotei (PS5)

Jan 2025 — Oct 2025

Caesura (PC)

Oct 2023 — Aug 2024

Paige Turner (PC)

Oct 2021 — May 2022

Skills

e Level Design & Layout

e Metrics Design & Implementation
e Gameplay Asset Rigging

e Collision Modeling

¢ Visual Scripting & C#

¢ Prototyping

¢ Mechanics Design

e Cross-Discipline Collaboration

Tools & Software
e Maya

e Proprietary Engines & Tools
e Unreal Engine (UE5)

o Unity

o Adobe Photoshop

e Jira

e Perforce

Education

M.S. Games and Interactive
Media - Level Design | 2024

Florida Interactive Entertainment
Academy (FIEA)

B.A. Digital Media -
Game Design | 2023

University of Central Florida (UCF)



https://www.austinmichaud.com/

Overgrown Studios | Technical Level Designer
Caesura | Oct 2023 - August 2024
e Designed and built Mountain Ascension level in UE5, using Landscape and modeling tools
e Set dressed and implemented lighting for icy and spring weather environments

e Scripted dynamic puzzles using Unreal Blueprints to change weather, lighting, and materials based on player
actions

e Collaborated with the Narrative team to develop and implement narrative beats and interactions throughout the
level

e |terated on gameplay from playtest feedback, enhancing engagement and progression

FIEA | Technical Level Designer
Personal Projects | Aug 2023 - Dec 2024
Designed 3 level layouts inspired by titles such as Ghost of Tsushima, God of War, & The Last of Us

Blocked out gray box designs including puzzle systems, combat encounters, and traversal sections
Focused on environmental silhouettes and composition, with some set dressing and lighting
Built metrics playgrounds to ensure consistent visual language

Implemented blueprints for gameplay mechanics and puzzles
Tested and iterated based on player feedback

The Storytelling Sort | Lead Designer
Paige Turner | Sep 2021 - April 2022

e Led the creative vision and design direction of a multidisciplinary student game project
e Coordinated designers, artists, and programmers to deliver a cohesive player experience and project goals

Eastern Florida Autism Center | Registered Behavioral Tech
Sep 2016 - June 2021

e Applied observation, data analysis, and iterative problem-solving techniques while collaborating with
interdisciplinary teams



