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R E F E R E N C E S

•  Virtual  Real i ty  

•  Unity  

•  Agi le  Development 

•  J i ra/Sourcetree

•  Github

•  Narrat ive Design 

•  Unreal  Engine 

•  C# scr ipt ing 

•  Augmented Real i ty  

•  Troubleshooting 

•  Visual  Storytel l ing 

•  Oculus VR

•  HTC Vive 

•  UI/UX

S K I L L S

– Implemented,  play-tested and re�ned game design 

features on mult iple  projects  whi le  using Unity  and 

content  tools  to develop and test  designs whi le  

providing feedback to improve and processes

– Worked with stakeholders  to ensure that  gameplay 

al igned with the project ’s  creat ive vis ion and met the 

needs of  our  unique target  audience.

– Focused and organized the team’s  ideas and created 

design documentat ion.
– Conceptual ized,  designed and developed fun,  

engaging mechanics ,  levels  and systems on mult iple  

projects  

–  Appl ied professional  expert ise to review,  analyze and 

test  products  under  development as  a  contr ibuting 

member of  a  production team to ensure del ivery of  

Deloitte 's  high standard of  qual i ty  and t imel ines

– Assess  the workload vs .  production capacity ,  plan the 

work,  and set  pr ior it ies  for  the design team

– Responsible for  a l l  combat related systems for  Star  

Force including enemy and weapon design

– Created and maintained detai led game design ideas/doc-

uments for  a l l  phases of  project  development on Qazar ,  

Star  Force,  and Splash throughout the player  l i fe-cycle .

–  Developed and constructed game architecture and 

game design features for  Viacom, Sprocket  Creat ive,  

Art ist  L i fe  Vis ion,  and Piranha NYC

– Lead user  playtest ing sessions to gather  feedback and 

suggest ions to help �ne-tune mult iple  project  and 

experiences

– Documented and communicated concepts  and require-

ments  to team members across  di�erent  discipl ines.  

Including mechanics ,  narrat ive,  and level  design

D e l o i t t e  D i g i t a l  |  J u n e  2 0 1 9  -  J u l y  2 0 2 1   
G A M E  D E S I G N E R  

C e m t r e x V R  |  O c t  2 0 1 8  -  M a r c h  2 0 1 9   
G A M E  D E S I G N E R  /  P R O D U C E R

E X P E R I E N C E

O l d  S p i r e  S t u d i o s  |  M a y  2 0 1 7  -  P r e s e n t
G A M E  D E S I G N E R  

– Ensured compliance with al l  t ra in orders ,  s ignals ,  and 

rai l road rules  and regulat ions for  safety ,  operat ions,  and 

the Federal  Rai l road Administrat ion (FRA)

– Performed troubleshooting,  tracking,  report ing,  

removal/ instal lat ion,  servic ing/operat ional  checks/ in-

spections

N o r f o l k  S o u t h e r n  |  F e b  2 0 1 2  -  O c t  2 0 1 8
F r e i g h t  T r a i n  C o n d u c t o r

U S A F  |  N o v  2 0 0 7  -  N o v  2 0 1 1
A v i o n i c s  S y s t e m s  J o u r n e y m a n

E D U C A T I O N

S a v a n n a h  C o l l e g e  o f  A r t  a n d  D e s i g n  |  
A u g  2 0 1 4  -  M a y  2 0 1 8

B A C H E L O R ’ S  D E G R E E

B.F.A.  Interact ive Design and Game Development GPA 

3.75/4.00

Minor :  Creat ive Writ ing

T h r i v e  S t u d i o s  |  J u l y  2 0 2 1  -  P r e s e n t   
G A M E  D E S I G N E R  

/ M a t t D y e r D e s i g nGame Designer  with a  passion for  compel l ing interact ive experiences,  informed by keen 

visual  storytel l ing and content  design.  Substantial  technical  background in visual  scr ipt ing 

and game engine tool  understanding.

B I O G R A P H Y

205.567.7387

mattdyer43@gmail .com

mattdyerdesign.com

MATTHEW
DYER
G A M E  D E S I G N E R


