
‭Designer with 13 years in the video game industry focused mainly on Narrative, Level and Game Design.‬

‭I’ve always had a strong interest in storytelling, having been drawn early to tabletop-based games. When beginning‬
‭to look into digital games, I knew it was where I belonged. I love learning about every aspect of Game Development‬
‭and being able to shape the user’s experience. But most of all, I just love to tell a good story.‬

‭EXPERIENCE‬
‭TOADMAN INTERACTIVE‬ ‭Nov 2013 - Present‬

‭EvilVEVil‬ ‭2024‬ ‭PC‬ ‭Autodesk Stingray‬

‭Level Designer | Writer | Voice Recording Director‬

‭●‬ ‭Designed and implemented levels and locations‬

‭●‬ ‭Implemented narrative and scenario logic and flow‬
‭●‬ ‭Wrote character voice lines‬
‭●‬ ‭Directed voice acting performances‬

‭Just Space‬ ‭2023‬ ‭PC‬ ‭Unreal Engine 4‬

‭Narrative Designer | Writer | Cinematic Director | Voice Actor‬

‭●‬ ‭Developed and wrote story and world building with story team‬

‭●‬ ‭Designed quest system and dialogue building tools with workflow‬
‭●‬ ‭Scripted narrative logic, including world states and quest flow‬
‭●‬ ‭Designed and implemented story quests and combat scenarios‬
‭●‬ ‭Wrote and implemented dialogues and cutscenes‬
‭●‬ ‭Voice acted several characters, including main protagonist‬

‭Immortal: Unchained‬ ‭2018‬ ‭PC, PS4, Xbox One‬ ‭Autodesk Stingray‬

‭Narrative Designer | Writer | Level Designer | Motion Capture Director‬

‭●‬ ‭Developed and wrote story and world building with story team‬

‭●‬ ‭Designed quest system and dialogue building tools with workflow‬
‭●‬ ‭Scripted narrative logic, including world states and quest flow‬
‭●‬ ‭Designed and implemented story quests and combat scenarios‬
‭●‬ ‭Wrote and implemented dialogues and cutscenes‬
‭●‬ ‭Designed and implemented levels and locations‬
‭●‬ ‭Directed story-based motion capture performances‬

‭Escape Dead Island‬ ‭2014‬ ‭PC, PS3, Xbox 360‬ ‭Autodesk Stingray‬

‭Narrative Designer | Writer | Motion Capture Director‬

‭●‬ ‭Developed and wrote story and world building with story team‬

‭●‬ ‭Scripted narrative logic, including world states and quest flow‬
‭●‬ ‭Wrote and implemented dialogues and cutscenes‬
‭●‬ ‭Directed story-based motion capture performances‬

‭ZEAL GAME STUDIO‬ ‭Sep 2011 - Dec 2012‬

‭A Game of Dwarves‬ ‭2012‬ ‭PC‬ ‭Autodesk Stingray‬

‭Lead Level Designer | Narrative Designer | Writer‬

‭●‬ ‭Oversaw development of game design‬

‭●‬ ‭Led story team in developing narrative and story‬
‭●‬ ‭Wrote, designed and implemented dialogues and narrative progression‬
‭●‬ ‭Directed voice acting performances‬

‭CONTACT‬
‭daniel.andersson@intrigues.se‬

‭linkedin.com/in/daniel-andersson-87450552‬

‭SKILLS‬
‭Narrative Design‬ ‭Narrative Workflow‬

‭Scripting‬ ‭Visual Scripting‬

‭Story Development‬ ‭In-game Dialogues‬

‭Cutscenes‬ ‭Audio Design‬

‭Audio Editing‬ ‭Performance Directing‬

‭3D-Modeling‬ ‭Game Modding‬

‭EDUCATION‬
‭UPPSALA UNIVERSITY‬ ‭2007 - 2011‬

‭Game Design and Graphics‬

‭SWEDISH ARMED FORCES‬ ‭2004 - 2005‬

‭Security and Surveillance‬

‭Narrative Designer | Game Scripting | Level Designer‬
‭DANIEL ANDERSSON‬
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