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Systems Designer with 6+ years of experience across diverse RPG subgenres on both premium and mobile platforms.

I focus on combat, progression and broad-scope balancing, and I approach systems by making them intuitive from the start, 
with depth emerging naturally through content and player expression.

I care deeply about collaboration and team alignment, and I aim for my work to elevate the people I build with designers, 
artists, engineers, and production.

I’m particularly strong at building robust spreadsheet-driven balancing tools and pipelines that speed up iteration, surface 
actionable metrics, and give teams clarity when navigating complex systems.

EXPERIENCE

CI Games

Senior System Designer | Lords of the Fallen II - Unreal Engine 5 01/2024 – Present

One of the two system designers driving all player-facing combat, progression, and balancing across the project.
•Design, prototype and implement the entire ranged combat content (spells, throwables, bows) using GAS, defining 
school rules and refining animation timings through Montage work.
•Champion the cross-team balancing pipeline for enemy and player systems through a multi-layer framework isolating 
issues structurally and enabling full-game tuning in minutes.
•Build spreadsheet-driven simulation tools connected to in-engine data to monitor XP flow, weapon upgrades, 
progression pacing and item acquisition.
•Improve and iterate on systemic features (inventory, runes, classes, upgrades, matchmaking, loot...) to boost clarity, QoL 
and address Lords of the Fallen 2023 post mortem issues.
•Define telemetry requirements and visualizations guiding live balancing decisions through Grafana dashboards.

Combat Designer II | Lords of the Fallen (2023) - Unreal Engine 5 05/2023 – 12/2023

Part of a five-designer combat team, initially focused on enemy content with an increased shift toward player-facing systems 
during post-launch.

•Tuned combat animation montages for NPC (Kukajin, Damarose, Andreas…), defining pacing, timing, gameplay notifies 
and hit/hurtboxes to deliver clear responsive attacks.
•Tweaked boss-fight camera behaviours (Harrower Dervla, The Monarch) to enhance readability and reinforce encounter 
intensity.
•Defined and implemented a large portion of Weapon Arts, from initial intention to final gameplay behaviour.
•Championed the storage chest feature (constraints, UX workflows, system rules).

Tag Games, a Scopely Studio

Game Designer | Unity 03/2022 – 05/2023

Worked across an MMO, an action-prototype project and Stumble Guys, shifting between combat design, prototyping and 
level design according to project needs.

•Designed and prototyped multiple playable characters for a large-scale MMO, defining unique resource models, skill 
kits, ultimate abilities and behaviour logic using internal node-based tools.
•Championed the Vertical Slice boss encounter, designing abilities, behaviour trees, pacing and combat patterns to 
establish the project’s combat direction.
•Designed, built and shipped the "Stumble Trouble" level on Stumble Guys, from layout and obstacle pacing to bot 
behaviour, timing tuning, collision setup and balancing of dynamic hazards.
•Led the concept and creation of a new mechanic for a Mattel “Barbie” collaboration level, mixing capture-the-flag and 
musical-chairs dynamics to introduce a unique competitive loop to the game.
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Lightbulb Crew

Combat Designer | Nova Hearts - Unity 09/2020 – 03/2022

Two-designer team with a clean split: I handled combat and progression under the Game Director, while the other designer 
focused on narrative and overworld systems.

•Explored several combat directions (timeline-based, JRPG variants, card-driven) through rapid prototypes to evaluate 
pacing, clarity, and feasibility.
•Collaborated closely with art and tech to validate constraints, sequencing logic, and implementation risks before 
committing to a direction.
•Built early pipelines to test ability logic, resource systems, and turn sequencing using internal tools, enabling fast content 
creation and balancing.

Junior Game Designer | Othercide - Unity 09/2019 – 08/2020

Worked under the Design Director within a three-designer structure: one for LD/encounters, one for bosses, and myself 
covering units, abilities, progression, and meta systems.

•Analyzed and refactored core systems (abilities, traits, remembrances, meta progression) to reduce complexity, eliminate 
edge-case behaviour, and unify systemic rules.
•Created spreadsheet balancing tools linking unit stats, skill effects, and run-wide progression to support iteration during 
production.
•Rebuilt progression pacing and unit power curves to stabilize difficulty across runs and bring clarity to long-term 
progression.

ADDITIONAL WORK

Game Design Teacher Since 2025  | ICAN, Paris
Teaching and mentoring sessions focused on combat and systems design.

Mentor - Game Design Since 2024
Mentoring junior designers through design communities.

EDUCATION

Game Design Bachelor, ICAN 2016 – 2019  | Paris France

LANGUAGES

French - Native English - Fluent (TOEIC 875)

INTERESTS

Basketball Esport Live Music & Festivals Tech & DIY Pastry & Cooking Brewing
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