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Home » Forums

| Game Career Guide Forums > Other > Collaborate
..~ Feedback on my portfolio

Welcome, Wikzo.
You last visite 1-05-2010 at 02:32 AM
rivate b Unread 1, Total 1.

Forum Home User CP Members List Search New Posts Mark Forums Read Open Buddy List Log Qut

+ View First Unread Thread Tools = Search this Thread Display Modes

Wikzo @ Feedback on my portfolio

Junior Member
Hi,

I recently bought a website that is going to showcase my
game design portfolio: GustavDahl.net

I am not looking for feedback on the actual content, since I
already know that there isn't much yet.

However, I eager to hear your opinion on the structure and

information on the site. Is something missing, or should 1

remove some stuff? Is it a bad idea to have download links [ )

that embed Unity games in the browser? Etc. ( ]

The portfolio isn't done at all, but it would be nice to hear
from the beginning if I am going in the right direction.

Thanks in advance!

— .  GAMASUTRA.COM

yaustar E

Administrator

You CV needs the most work. You should provide a
downloadable version and more details in the jobs/experience
you listed. For example, what did you do as a Playtester?
What did you write at said websites?

Steven Yau
[Blog] [Portfolio]
Location: UK [How I broke into the Games Industry] [Why I left my Games
Job]
[How to be a Games Tester] [Getting_back into the Game]

©0 T O

Osmethne E

Member

I see some really good stuff there.

Y_{ Right off the bat, I can see that you have several completed
projects. That's leaps and bounds ahead of most people who
have a hundred unfinished 'great ideas’ across countless
notebooks and file directories. That you created them in a
variety of engines is another good sign. If any of the games
are edits of sample or 3rd party code, or if any are simply 3rd
party code where the graphics were replaced and items were
shuffled around, then remove them from the site because
they taint the group.
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Tangible Widgets and Scrolling May 2016 Super Globe Dash April 2016
Cameras

Java | LibGDX _

Echelon Game Engine January 2016 Steam Bubbles January 2016

PROJECT GRAVITY

THRUST ISSUES
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Project Gravity. January 2016 Christmas Chaos: Home Edition December 2015

CHRISTMAS CHAOS

HOME EDITION

I 1 ey .- B

Producer & Programmer at Tunnel Vision Games

ABOUT GUSTAV DAHL

Gustav Dahl Game Design Portfolio
Producer & Programmer at Tunnel Vision
Games. | like games, tech and Japan. So
long, and thanks for all the fish!

I have a Master’s Degree in Medialogy
with a Games Specialization from

Aalborg University.

GustavDahl@gmail.com

R
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Android

Blender
CryEngine SDK
D3js

Flash

Game Maker
Java
Kickstarter
LibGDX
OpenCV

Pure Data

SDL

Unity

Unity extension

Web

Subscribe to this site

« GUSTAVDAHL.NET

« 40+ GAME PROJECTS


http://gustavdahl.net/
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= qQuick links B smartfeed @ FAQ
# Board index ¢ Spiludvikling.dk « Main Forum
En god made at starte med at udvikle spil pa? (medialogi)
Post Reply #& |+ Search this topic... Q o
En god made at starte med at udvikle spil pa? (medialogi) '

I by Tarious » 14 Jun 2009, 09:46

Jeg afslutter nu andet ar pa en handelsskole (HH) og har taenkt mig efter tredje ar at sege ind pa medialogi uddannelsen pa Aalborg Universitet, da jeg
ensker at komme ind i spilbranchen og udvikle spil, og siden jeg efter tredje ar opfylder alle adgangskrav for at komme ind.

Men jeg overvejer allerede nu sa smat at komme i traening med at udvikle spil, sa jeg ved, hvad ger et spil sjovt, og hvilke faktorer jeg skal fokuserer meget
pa ved udvikling af spil. Jeg har derfor her | sommerferien taenkt mig at begynde lidt pa egen hand, dog ved jeg ikke, hvor jeg skal starte henne og hvilke
programmer er bedst at bruge i starten. Jeg har overvejet lidt GameMaker, Flash CS4, SDK eller muligvis en gennemfert bane i Little Big Planet.

Har bare bruge for et fingerpeg til. hvor det er bedst at starte. Jeg har mulighed for at bruge alle de ovennavnte metoder.
Tak for hjelpen pa forhand

Re: En god made at starte med at udvikle spil pa? (medialogi) P
B by Wikzo » 14 Jun 2009, 10:08

Jeg lytter lige med pa sidelinjen, da vi jo star i samme situation.

Dog var jeg med pa Game Development Camp sidste ar og skal afsted igen i ar.

Twitter:

Re: En god made at starte med at udvikle spil pa? (medialogi) ' 66
B by Sapientum » 14 Jun 2009, 11:42

Jeg er pt. i gang med mit bachelorsemester pa Medialogi, og vil da foresla Flash som en god start. Farste ar pa Medialogi vil Flash veere i fokus{hvis det da
ikke af en eller anden maerkelig grund &ndres), hvor der vil vaere undervisning i ActionScript og lidt teori til historieskabing(Hero's Journey og hvordan man
skaber felelser i spil)...

Re: En god made at starte med at udvikle spil pa? (medialogi) '
B by Tarious » 14 Jun 2009, 11:56

Leerer man sa fra bunden at bruge Flash. eller er der forudseetning for, at man kan lidt i forvejen?

Re: En god made at starte med at udvikle spil pa? (medialogi) PRI
I by Wikzo » 14 Jun 2009, 12:06

Jeg kunne ogsa godt teenke mig at here om matematik- og programmeringsdelen i Medialogi. Hvor meget kreeves der pa forhand, og hvor meget laerer man
pa uddannelsen?

Twitter:

Search...
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Tarious

Level O - Null

Posts: 7

Joined: 13 May 2008, 14:37
Contact:

Wikzo

Level 17 - Jade Raymond
Posts: 174
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Level O - Null

Posts: 7
Joined: 17 Feb 2009, 23:44
Contact:

Tarious

Level 0 - Null

Posts: 7
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Wikzo
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Interactlve Denmark

eDK  Fglger dig

Connecting dots between Danish Game Industry & the World Events adwce &

matchmaking. How can we help? Discord: discorday
© Denmark &
2.434 Folger

o

£

nteractiveder

k.dk Medlem siden maj 2010

4.397 Folgere

Medier Likes

Interactive Denmark @InteractiveDK - 8. apr.
Let's kick off the week with a video about, what makes #dkgame so special
and awesome. Have a great week out there! 3
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Interactive Denmark @InteractiveDK - 18. jul.

RT for #dkgame - If (for some reason) you have still not played the debut
masterpiece from @ - now's your chance. The game is available for
free right now on the @EpicGames

© Epic Games @ @FpicGames - 18.
Enter the dark and mysterious world of Limbo in this enchanting puzzle
platformer.

Q  Sgg pa Twitter

Du vil maske synes om

InteractiveDK Vest
@ohthatsnew

®

Kristine Ploug
@*kristineploug

@ Adonls Flokiou

Trends i USA

equifax

#trumpgreetingcards

3

cristiano ronaldo

fox news

#supercue

Vis mere

okiouAdonis Fg ger dig

3600

s D
TAPHOUSE

Jeg mé blankt afvise
pastanden om, at
forholdene sejler.

kies Annonceinfo

Folg

Folg

" Felg

TWITTER.COM

TWEETDECK.TWITTER.COM

#DKGAME
#MADEWITHUNITY
#SCREENSHOTSATURDAY


https://twitter.com/
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©

e Andy Touch @

Alan Zucconi &

Fal
@AlanZucconi

Lecturer « Author » 30 Under 30 » Shader Master « Artificial Intelligence,
Machine Learning & Deepfakes « @PikuNikuGame (PC, Switch) « Still Time

(PSA4/PSV)

Having fun in Pico 8. Making prototypes in Unity. Working as engine
programmer at Dontnod.

Antoine Zanuttini
@NuSan_fx Felger dig

Anchel Labena
@Anchel Feiger dig

Videogames producer from Spain, living in Denmark but working at Ubisoft
Massive in Sweden. Previously NapNok Games (Frantics, ASA) and Nordic
Game Jam.

@andytouch

| build feature demos at @Unity3d Technologies. Tweets about Shaders, Game
Technology, Art and more! All opinions are compiled & rendered by me.
Anisa Sanusi

Fal
@studioanisa

Video Games Ul/UX Designer « Founder @LBMentorship « GamesindustryBiz
Top 100 Women in Games * BAFTA Games Juror « UX Summit GDC Speaker +
She/Her - E=&&

BedtimeDigitalGames
@BedtimeDG Fgiger dig

Bringing spine-tingling and whimsical games to you since 2014! Wishlist
Creed Valley now: bit.ly/2W5eZtF

@boab Felger dig

UR/QA at Cinimataztic Previous at Knapnokgame, PlanetAplha31, usTwo
Callum
@DevRelCallum

PressPlay, Tankegang, DR. #dkgame
Games Consulting @ robotteddy.org % Scout @rawfury # Stuff
@SUPERHOTTHEGAME #% @BAFTAGAMES Committee % He/Him % Sad #*
David Wehle

Fol
@DavidWehle

Creator of The First Tree and Home is Where One Starts, former tech artist at
@VoidVR, currently working on @GameDevUnlocked

g William Chyr
)
S
1o

Victor Selnaes Breum
| @ZepCap Felger dig

@NordicGameJam head. Danish Film School student (of games). Treasure-
hunt designer (Vienna & CPH). Made a game that ordered a real pizza. 31
games in 31 days.

@WilliamChyr

Game developer. Working on @ManifoldGarden
store.steampowered.com/app/473950/Man...

Tom Francis

Fol
@Pentadact

Designer/writer/coder of @GunpointGame @HeatSig and @BreachWizards.
More about those, my short stories, and other stuff | do on my blog (below)

. From Frank w/ Love z Gamescom
@_stroopwaffle

PR & Content Specialist @Utomik, lover of indie games & devs, spreading
positive vibes @ (& stroopwafels) ~ - Say hi! | " 4 frank [at] utomik [dot]

com
£

Designer/Director of games and independent creative consultant at
@LovegreenGames @ Check out #dkgame for Danish game news;/talk.
Interactive Denmark

Fel
@InteractiveDK  Falger dig

Connecting dots between Danish Game Industry & the World. Events, advice
& matchmaking. How can we help? Discord: discordapp.com/invite/3gQTQMp

Thomas Lefgren
@loeffe Faiger dig

Jake Rodkin Fel
e R

Making In the Valley of Gods at Valve. Helped make Firewatch, The Walking
Dead, Sam & Max, other fine games. Pods cast at @idlethumbs. Avatar by
> Jane Ng @

@michaelfirman.
Fol
@thatlaneNg ‘
Artist at Valve. Immigrant. Making In the Valley of Gods and other things.
Worked on Firewatch. Environment art is my jam. Striving to be kind, always

50% of indie game studio @Vlambeer. Creator of presskit(). Public speaker,
traveler and supporter of indie initiatives & international game dev
communities.

Rami Ismail &
@tha_rami Fglger dig

D &)
o I

o @

b
0

Jonas Kaerlev
@MekuCube

Founder of @GearsBreakfast, Creator of @HatinTime. Avid modding supporter
& secret X-Naut. The future is now, old man. Tweets auto-archive after 2
weeks.

g

ger

Kirstine Askholm

Fol
@VulleBalut Felger dig 2

Lidt kikset og rock'n roll-agtigt pa Bon Jovi-maden. Associate Producer
@Playdead. Keerlighed til #dkgame. #cityspejder #amardevar

Klaus Pedersen @
@BedtimeKlaus Fglger dig

Founder Bedtime Digital Games. @bedtimedg @& Figment, Back to Bed,
Chronology 98

Falger

Other Tales O
@0OtherTales

Our first game Tick Tock: A Tale for Two, a two player #adventuregame played
on two devices is out now! Run by @tanjatankred & @MiraTheTRex

Felger

Thomas.gif [OK|co0 Folger
@0lima

Promotes indie games, likes MS paint & g friendship. Founder
@°FutureFriendsVG and 3 times (nervous) GDC speaker.

@RaveofRavendale

That @nomorerobotshq guy. Descenders, Not Tonight, Hypnospace, Family
Man, Nowhere Prophet publisher. Previously: @tinybuild, @gamasutra.
mike@nomorerobots.io

Mike Bithell & Felger
@mikeBithell

Game director + writer (John Wick Hex, Thomas Was Alone, Volume,
Subsurface Circular & Quarantine Circular). Sometimes interesting.

Morten Brunbjerg Folger

@mortenbrunbjerg

Professional liar. Freelance B2B game writer for hire. Writer of Forgotton Anne,
Spitkiss, Lego Elves, and much more.

Nifflas
@Nifflas

Making games and algorithmic music! he/him

Falger
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Can We Make Talking as GMTK Game Jam 2019 - The How to Make Your First Why Metro Exodus is 2019's The World Design of Metroid The GMTK Game Jam

Much Fun as Shooting? |... Full Details Super Mario Maker 2 Level |... Most Immersive Open Worl... Prime 2: Echoes | Boss Keys Returns for 2019!
261 tvisninger * 54 t visninger - for 1 uge siden 257 tvisninger * 463 t visninger * 209 tvisninger * 77 tvisninger *

for 5 dage siden Undertekster for 2 uger siden for 3 uger siden for 1 maned siden for 2 maneder siden
Undertekster Undertekster Undertekster Undertekster Undertekster

How to Make an Indie Game The Challenge of Cameras | The Tragedy of Halo 3: ODST How Games Get Balanced | The World Design of Metroid Why Synergies are the Secret
Trailer | Game Maker's Toolkit Game Maker's Toolkit | Game Maker's Toolkit Game Maker's Toolkit Prime | Boss Keys to Slay the Spire’s Fun | Gam...
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https://itch.io/jams
https://youtu.be/lPyYZjCQ0Is

AALBORG UNIVERSITET - MEDIALOGI
(2011-2016)

VALLEKILDE HOJSKOLE - GAME ACADEMY
(2011)
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njerte-Lunge-reaning

Antal tryk: 3

{Play=r o)

Use radar to scan

[QRDefend PLAYER Stay in ZONE
.

— B — ‘ for monsters

Questions 1/3 Questions 2/ 3

If you need to try the game again, click this button -)
How twitchy did the controls feel?
If you had to describe the feeling of controlling the
ball on the ground, what word(s) would you use?

. COLLECT: Imagine that you have to describe the feeling to a How fluid did the controls feel?
| - friend, so that he/she will understand it clearly

“iff did the controls feel?

If you had to describe the feeling of controlling the
ball in the air, what word(s) would you use? How floaty did the controls feel?

Imagine that you have to describe the feeling to a
friend, so that he/she will understand it clearly.

How responsive did the controls feel?

Click To Continue
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http://gustavdahl.net/investigating-game-feel/

BETTER JUMPING IN
4 LINES OF CODE

YOUTU.BEI7KIKOAQTMZC


https://youtu.be/7KiK0Aqtmzc
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@ Lightmatter v alpha-feedback

W’ Damn boys, just played the game, great idea you have here :V Gave you some feedback in questionare too. Good luck in further development

«
A
Thank you very much! @

¥

. Joga
[ | Finally got a chance to play the demo, here's my commentated first playthrough:
@
(%) Joga5000
QU -
*
®

alpha-feedback & % | submitted my feedback already through the questionnaire form, but | really enjoyed it! The puzzles were clever but not too difficult, and the pacing was good. | did find a sort of bug/a

and doing some weird parkour across the fan blades

Only other major issue (as others have mentioned) is the jumping - though for me | kept running off the ledge because | jumped too late - | don't know if the jump is delayed or if there
) B patch-notes several times where | fell to my death on jumps that | swore | jumped in time for. DI SCOR D GG ’ I IG H I MA I I I R
o

\

i 3

Thank you! We are looking into introducing some kind of "ghost jumping” to prevent that :)

. HMPF

GDC

-

TA

Yes, the game feel in Dead Cells is super nice!

GameSpot

& , Wikzo g

o



https://discord.gg/lightmatter
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