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	Objective
	Leading my own team

	Experience
	
Senior Level designer
09.2023 - present, Techland, Warsaw, Poland 
Writing level design documentation
Creating level environments and game content
Testing and designing new features and Gameplay objects
Senior Level designer
08.2021 – 06.2023, Scavengers, Montreal, Canada 
Writing level design documentation
Creating level environments and game content
Senior Level designer
04.2018 – 08.2021, Ubisoft PLC, Sofia, Bulgaria
Writing level design documentation
Creating level environments and game content
Suggesting tool upgrades
Leading a team of 4 people
Level designer
04.2008 -04.2018, Ubisoft PLC, Sofia, Bulgaria
Writing level design documentation
Creating level environments and game content
System administrator
09.2007 – 04.2008, CnSys PLC, Sofia, Bulgaria
Project documentation writing
User Guide writing
System management
Help desk Operator
02.2006 - 09.2007, Bulgaria Online Ltd, Sofia, Bulgaria
Internet, network, and game remote client consulting
Basic Linux knowledge
Advanced Network Knowledge
Data base manager
07.2002-10.2002, National Statistics Institute, Sofia, Bulgaria
Web design and management of Institute’s site
Basic Data base management skills

Internet café operator and administrator
10.2001 – 03.2003, Intergames 2000 Ltd, Sofia, Bulgaria
Game and internet customer advising
Basic Network administration skills
 
Web site designer
11.1999-02.2000, Computer Arts Ltd, Sofia, Bulgaria
Designing web site interface on Photoshop
Html and Java Script basic knowledge acquired
Expanded my Photoshop, Macromedia Dreamweaver, and Corel Draw skills
Network administration Internet café operator


7.1998-10.1998, Sirius IS Ltd, Pleven, Bulgaria
Customer relations
Basic level network management
Game and internet customer advising

	
	

	
	

	
	

	Finished Projects and Positions
	Dying light: The beast – Senior level designer

Combat design/Scripting
All combat encounters in Water problem quest
All combat encounters in Dead beats quest 
All combat encounters in Good vibrations quest
All interior combat encounters in Vengeance is Mine 
The combat encounter at the beginning of The Fast and Fortunate quest 
The fashion store patrol encounter in Secrets in the air quest
The stealth sequence in School’s out quest 
The stealth sequence in the lab in The Bait and Beast quest
The three plaza fights in Cries trapped in the walls quest. 
As well as helping with some parkour paths and location building. 




	
	

	
	Assassin’s Creed: Valhalla Dawn of Ragnarok DLC– Senior level designer

Gulnamar
Creating Mylna raid locations both layout and enemy placement and quest support in them. 
Creating patrols
Creating with a team the world design documentation
Creating Hreidmar’s palace documentation basic shapes puzzles and enemy placement up until L3. 
Creating Sol-ok-many vault layout and puzzles up until L3
Creating  Hvelgemir mylna raid layout and enemy placement up to L3.

Helping and training the junior quest designers.

Assassin’s Creed: Valhalla – Senior level designer
Jotunheim
Creating the map of the world of Jotunheim and its big shapes,
Creating the initial story and basic scripting for Jotunheim Quests.
England 
Supporting the scripting and placement of NPCs in the main quest Arc in Cent. 
Supporting the cinematics and scene scripting team with NPC placement. 
Creating from start to finish the scripting of the world events in Suthsexe
Finishing the work until release after initial scripting done by others on all the world events in Essexe, Wincestre, Cent, Hamtunscire. 
Helping and training the junior quest designers.

Assassin’s Creed: Origins Curse of the Pharaohs DLC – Senior Level Designer
Creating the blockout of the temple complex of Hatshepsut.
Creating the blockout, free run paths and connectivity of the village of Seth Ma’at and its Necropolis. 
Supporting the Quest design team in the locations I created. 
Creating the layout and smaller tombs in the Valley of the Kings. 
Creating all the roads and paths on the western side of the Nile. 
Creating NPC networks and their supporting stations for the Valley of the kings.
Creating the military location and outposts within the Valley of the kings. 
Creating the small bandit camp locations around the Valley of the Kings
Taking part in the placement of boats and their routes in all the worlds of the DLC. 


	
















Finished Projects and Positions
	Assassin’s Creed: Origins – Level designer
Creating the layout of the pyramid complexes
The Giza Pyramids and the temples around them
The Djoser pyramid complex initial layout and supporting asset creation for it. 
Tombs
Supporting the scripting and layouts of all the tombs in the world where I helped and trained junior colleagues
Creating the whole Seth-Anat tomb


Assassin’s Creed: Rogue – Level designer
Creating the block out and initial map of the River Valley world. 
Distributing the locations in the southern part of the River Valley world. 
Creating the layout, connectivity and freeruns in Albany.
Creating the initial big shapes of Sleepy Hollow.
Distributing collectibles and creating locations for them in the River valley world
Creating the collectibles in all the game worlds.
Creating, placing, and scripting Shops and Taverns in the River Valley and New York worlds

Assassin’s Creed IV: Black Flag – Level designer
Creating the layout and mission and initial story for the second of the PS Exclusive Aveline missions. 
Supporting the mission team that worked on the main game.

Assassin’s Creed Liberation HD – PS3, Xbox 360 – Level designer
Helping the team that created the HD version of the game with the content I created for the Vita version. Especially the New York missions

Assassin’s Creed Liberation – PS Vita - Level designer & Team Coordinator 

Creating the initial layout and blocking of the New Orleans world,
Training and organizing the work of junior level designers. 
Creating from concept to release the New York level and missions. 
Collaborating with AC3 team on the mechanics of Connor as a protagonist because the New York mission can be played as both Connor and Aveline.



Tom Clancy’s Ghost Recon: Shadow wars – Level Designer

Creating the maps, distributed the enemies and supporting the story












	Education
	High School of Mathematics “Geo Milev” Pleven, Bulgaria
1993-1998
Profile Mathematics and informatics
Additional profile History and literature

	
	Sofia University “St Climent Ohridski”
1998 – 2007 
Dep. Slavonic Philologies
Bulgarian Philology
Status: State exams not yet taken


	Languages
	English – Cambridge Advanced English
Russian – good written good spoken
German –basic written and spoken


	Computer Skills
	
3d Studio Max – Basic
Jira – intermediate
Perforce - intermediate
MS Office – very good
Adobe Photoshop - basic
Debian, Ubuntu, Fedora core Linux - basic
Local Area Networking – good


	Level design related skills






Other skills


	
Cry engine 1 – intermediate knowledge of a heavily modified version
Hammer Source -basic
Onyx engine – intermediate
Anvil – versions for five different games- proficient
Anvil Next
Anvil Next 2.0
Unreal Engine 4 
Unreal Engine 5
C- Engine

Very good communication skills
Teamwork
Driver’s license
Customer relation skills
Team organization skills



	Interests





Favourtie Video Game Genres






Favourtie Video Games

	Computers, Games (both video and not), History, Literature, Board game and tabletop wargames. 

	
	



First person Shooter,
Real time strategy
Role playing games (all types – Action, turn based, MMO)
Turn based strategy




Heroes of Might and Magic III
Total war series
Battlefield series
Assassin’s creed series
The elder scrolls series
Diablo
Borderlands series 
Mount & Blade series
The Witcher III




	Additional info
	One of the authors of the first Bulgarian Pen and Paper RPG’s  - the Endyval series
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