
Tomas Marquez
LEVEL DESIGNER
Mo�vated Level Designer with 4+ years in the field, skilled in research, 
collabora�on, prototyping, world-building, and node-based visual 
scrip�ng. With one shipped �tle and another in early access, I’m 
passionate about crea�ng engaging gameplay and con�nuously learning 
new skills. Focused on teamwork to bring crea�ve visions to life while 
balancing technical and ar�s�c elements to enhance the player 
experience.

WORK EXPERIENCE
Industrial Annihila�on |  Level Designer
Galac�c Annihila�on |  July 2023 - Present (Remote)

• Collaborate with design and art teams to conceptualize and 
create immersive environments across diverse biomes.

• Iterate and refine environments based on art director feedback to 
maintain visual consistency and gameplay balance.

• Sculpt landscapes and integrate key environmental assets (rocks, 
lava, acid pools) to enhance map design.

• Assist the art team by iden�fying and specifying assets essen�al 
for world-building.

Grit |  Level Designer
Team Grit |  June 2020 - July 2023 (Remote)

• Designed the layout of different map areas, ensuring they provide 
balanced gameplay experiences, from combat 
encounters to explora�on.

• Sculpted terrain, painted landscapes, and applied foliage across 
mul�ple biomes.

• Created interior layouts, including set dressing, ligh�ng, and loot 
spawner placement.

• Delegated tasks and provided feedback to the other level 
designer to ensure cohesive map designs.

PROJECTS

IDO |  Level Designer
Somnambulist Studio |  October 2019 - April 2020

• Illustrated 2D maps and wrote design documenta�on.
• Blocked out levels in Unreal for prototyping new levels and layouts.
• Defined and established the pacing of each level, while 

implemen�ng event scripts.
• Assigned tasks and offered feedback to the level designer to 

maintain consistency in map designs.

tomas0marquez.mash@gmail.com h�ps://www.tomasmarquez.comOrlando, FL, USA

SKILLSET

• Level Design

• Game Design

• Visual Scrip�ng (Unreal Engine 5)

• Landscape Crea�on & Terrain 
Sculp�ng

• Basic 3D Modeling (Blender)

• Cross-Disciplinary Collabora�on

LANGUAGES

• English

• Spanish

EDUCATION

University of Central Florida 
• B.A. Digital Media - Game Design  

Apr 2020

Indian River State College 
• A.A. Digital Media - May 2016

INTERESTS

• Game Development

• Interac�ve Storytelling

• Esports

• Travel 

• Level Design Challenges 

 

 

marloes0043@gmail.com Malmö (Sweden) www.marloesdegraaf.com 

EXPERIENCE  
Satisfactory | Level Designer (Open-World) 
Coffee Stain Studios | September 2022 – Present 

 Passing biomes that were previously lacking gameplay 
content: placing rewards, creatures and resources and 
adjusting the terrain to create memorable moments for 
players exploring the world.   

 Iterating and polishing existing biomes in the game while 
keeping player progression and intended difficulty in 
mind. 

 Polishing existing caves by placing gameplay elements, 
improving their general flow and player leashing. And 
creating additional caves, focussing on challenging 
player movement and combat. 

 Bugfixing world and level related bugs to ensure a 
polished end product and smooth player experience.  

 
Alien Removal Division | Level Designer (Linear) 
Indie Project | September 2021 – June 2022 

 Created two movement challenge sections and a 
combat encounter, making blockouts with a modular 
asset kit, polishing gameplay by playtesting and iteration. 

 Concepted and prototyped a Level Design Ingredient 
and created two set dress tools through visual scripting to 
speed up the set dressing process. 
 

ACHIEVEMENTS & ASSOCIATIONS 
Donna Day Mentor (2023) 
Sweden Game Conference, Skövde.  

Get In The Game Programme Mentee (2022) 
Women In Games International, Paris Games Week.  

Generation Google Scholar (2022) 
EMEA Scholarship for Women in Games.  

 

  

 

Marloes de Graaf  
LEVEL DESIGNER 
I’m a creative problem solver who is always looking to learn new 
skills, tools and processes. I’m result-driven, committed, and 
meet challenges head-on. With two years of industry 
experience, my toolset includes researching, sketching, creating 
block-outs and node-based visual scripting.  

SKILLSET 
         Level Design  

         Game Design & Processes  

         Design Documentation  

         Visual Scripting (Unreal Engine) 

         Basic 3D Modelling (Blender) 

 
Languages 
Dutch – Native  
English – Fluent  
Swedish - Beginner 

 

EDUCATION 
Creative Media & Game 
Technologies 
Breda University of Applied Sciences 
Bachelor of Science, specializing in 
Level Design, graduated with 
honors (2019 -2023).  

 
Media, Art, Design & Architecture 
Vrije Universiteit Amsterdam 
Bachelor of Arts, specializing in 
Media Studies, graduated (2016 – 
2019).  

 

INTERESTS 
         Games 

         Crochet 

         Reading 

         Gardening   


