
M . S  i n  A r c h i t e c t u r e  a n d
 E n g i n e e r i n g  |  Te c h n i c a l 

U n i v e r s i t y  o f  C r e t e

B . A r c h .  |  Te c h n i c a l  U n i v e r s i t y 
o f  C r e t e

M . S .  i n  I n t e r a c t i v e 
E n t e r t a i n m e n t   |   F l o r i d a 
I n t e r a c t i v e  E n t e r t a i n m e n t 

A c a d e m y

M i l i t a r y  S e r v i c e 
 3 0 t h  E n g i n e e r i n g  B a t a l l i o n ,

 E v r o s ,  G r e e c e

G r e e k  |  N a t i v e  S p e a k e r

E n g l i s h  |  F l u e n t

F r e n c h  |  I n t r e m e d i a t e

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

K O N S T A N T I N O S  T Z I N A S
www.konstantinos-tzinas.com

konstantinos.tzinas@gmail.com

linkedin.com/in/konstantinostzinas/

S K I L L S

Unreal Engine | 6 years  

Unity | 2 years 

C# Scripting | 3 years

Photoshop | 10 years

InDesign | 3 years

Perforce | 4 years

JIRA | 4 years

2 0 1 6

Maya | 4 years

3DS Max | 3 years

Ate l i e r 6 6  |  Di m i t r is  a n d  S o u za n a  Anto n a ka k is  Arc h i te cts

Architectural Designer Intern
 ■ Design and curation of “Atelier 66: 50 years of Architectural Presence” Exhibition

Tra nsfo rm a b l e  I nte l l i ge nt  E nvi ro n m e nts  La b 
Te c h n i c a l  Un ive rsi t y  O f  C rete

Rese a rc h  Ass ista nt

 ■ Member of the “Virtual Reality” Module, being responsible for :
- Applying Gaming Theory to Architectural Practices
- Developing Architectural Environments for VR Applications
- Designing, Modelling and Texturing Assets for VR Applications

2 0 1 6  

Ke e p e r s  of  T h e  Tre e s  |  S tu d i o  C h i l i

Fl o r i d a  I nte ra ct ive  E nte r ta i n m e nt  Ac a d e my

Leve l  Desi g n e r
 ■ Responsible for the first level of the game, from conception to shipping:

- Original concept, conveyance techniques, pacing and progression diagrams
- Whiteboxing, debugging, set dressing and optimizing the level. Implemented 

feedback and modified puzzle difficulty based on playtesting sessions.
- Implementing a custom camera system, creating a level with high production value
- Scripting trigger events throughout the level.

 ■ Responsible for developing an in-engine catalog of possible puzzle variations, 
combining the game’s ingredients. As a result, I created an interactive documentation 
system everyone had access to

Leve l  Desi g n e r

 ■ “Project Everglades” | Responsible for:
- Designing, set dressing and lighting 2 maps for a combat simulation application
- Reiterating on maps provided by external contractors to meet client’s expectations
- Modifying asset’s materials and LODs to achieve a cohesive aesthetic result.

P r e s e n t

2 0 2 1 

Bi os h o c k  4  |  C l o u d  C h a m b e r, a  2 K S tu d i o

Leve l  Desi g n e r
 ■ Designed, prototyped and blocked out areas in the game.
 ■ Designed and scripted Main and Side Quests.
 ■ Implemented puzzles, utilizing the game’s various elements.
 ■ Worked closely with Environment Artists and Writers to ensure cohesiveness between 

a level’s architecture, story and gameplay.
 ■ Created and maintained documentation on levels, mechanics and Unreal tools and 

techniques.
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2 0 1 9 

2 0 2 0

2 0 1 9 

2 0 1 8

2 0 1 5 

E D U C A T I O N

 ■ Designed, Whiteboxed, scripted, debugged optimized and set dressed 3 personal 
levels. 

Sketchup | 10 years

` A D D I T I O N A L

L A N G U A G EL A N G U A G E S


