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L D . C H A R L E S O L I V I E R . P E L O Q U I N @ G M A I L . C O M

www.charlesolivierpeloquin.com

T E C H N I C A L  L E V E L  D E S I G N E R

B r e a k i n g  W a l l s  |   A u g u s t  2 0 1 6  -  M a r c h  2 0 1 8

AI blueprints prototypes

Scripting in blueprint to trigger events

Create prototypes for VR game

Organic and semi-open world level design for a VR game

E D U C A T I O N

H E C  M O N T R É A L   |   2 0 1 8

B A C H E L O R   I N   E C O N O M I C S  A N D  P O L I T I C S

M A S T E R   O F   M A N A G M E N T  

C H A R L E S - O L I V I E R  P É L O Q U I N
Level Designer

E X P E R I E N C E

S P E C I A L I Z A T I O NS O F T W A R E

Architectural and organic layout
Environnemental storytelling
Layout for action RPG
Coop design
Verticality

Unreal Engine
Unity
Illustrator
Sketch Up
3ds Max

C A M P U S  A D N   |  2 0 1 6

A E C   I N  L E V E L  D E S I G N

U N I V E R S I T É  D E  M O N T R É A L  |  2 0 1 4

L E V E L  D E S I G N E R

C a m p u s  A D N  |  A p r i l  2 0 1 6  -  j u l y  2 0 1 6  

I N T E R E S T S
G a m e  J a m  |    D & D  |  D r a w i n g  |  B a s s  |  P o l i t i c a l  P h i l o s o p h y  |  H i s t o r y  

Beat 'em up / Platforming level design for a 2.5D game

C# scripting of the Shooting Tower Assets

Art and Video Games Specialisation

+3D modeling attestation

I ' m  a  l e v e l  d e s i g n e r  w i t h  a  m a n a g e m e n t
b a c k g r o u n d  a n d  v a l u a b l e  t e c h n i c a l  s k i l l s .

P O R T F O L I O

A B O U T

A S S O C I A T E  P R O D U C E R

L u c k y H a m m e r s  |   A p r i l  2 0 1 8  -  D e c e m b e r  2 0 1 8

Manage a team of 25 developers and perform critical

analysis of processes to suggest corrective actions

 Establish successful new production pipeline

 Maintain partnership relation with Asmodee Digital and

Fantasy Flight Games

P R O D U C T I O N  C O O R D I N A T O R

W B  G a m e s  M o n t r e a l  |   D e c e m b e r  2 0 1 8  -  S e p t e m b e r  2 0 2 2

Work with development team to understand artistic,

technical and design requirements

Established development pipeline

Monitor dependencies/bottlenecks within the team

Note and track Direcor's feedback during build reviews

Analyze and communicate team progress to Executives

P R O J E C T S  

L E V E L  D E S I G N E R

W B  G a m e s  M o n t r e a l  |   S e p t e m b e r  2 0 2 2  -  O c t o b e r  2 0 2 3

Document and create levels according to the creative

visions.

Prototype and iterate on different layout to validate their

pertinence and effect.

U n a n n o u n c e d  P r o j e c t  |  E i d o s  M o n t r é a l

S u i c i d e  S q u a d  |  R o c k s t e a d y  S t u d i o

G o t h a m  K n i g h t s  |  W B  G a m e s  M o n t r e a l

M a n s i o n  o f  M a d n e s s  |  L u c k y H a m m e r s

A w a y  :  T h e  S u r v i v a l  S e r i e s  |  B r e a k i n g  W a l l s

D y s t o p y  |  C a m p u s  A D N

A l l  o n  S t e a m

L E V E L  D E S I G N E R

E i d o s  M o n t r e a l  |   O c t o b e r  2 0 2 3  -  n o w

Document and create levels according to the creative

visions.


