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DETAILS

DK falk.kairies@gmx.de

69 LinkedIn

SKILLS

cross-disciplinary
communication

iterative problem-solving
organised & proactive
work style

adaptability to different

processes

TOOLS

Unreal Engine / Unity
able to adapt to
proprietary engines
Photoshop / InDesign
Blender

Version Control
Atlassian Products
(Confluence, Trello)
Libre Office / Office 365

Miro

FALK KAIRIES

LEVEL DESIGNER

PROFILE

Curious, collaborative, and gameplay-focused Level Designer with
experience across a range of AA titles.

Comfortable working in custom engines as well as established
toolsets, with a strong foundation in blockout workflows, visual
storytelling, and the ability to follow and adapt to structured
development processes.

Big believer in iteration, clear communication, and designing for
emotional impact.

When I'm not spending my evenings planning the next company
outdoor activity, | am probably writing my diary in Aurebesh or
browsing Pinterest filling my brain with more inspiration than | could
ever use ... but you never know, right?

EXPERIENCE

KAIKO GmbH - THQ Nordic Frankfurt, Germany - On Site
Junior Level Designer

August 2022 - July 2025
Projects(LD Team Size/Total Team Size): Kingdoms of Amalur: Re-
Reckoning(3/13), Unreleased AA Project(5/31), Unreleased Project(2/10)

* Designing individual gameplay scenarios and full levels, ensuring
that puzzle, combat, or traversal situations naturally align with the
overall design goals of each level

* Maintaining clear and consistent level documentation to
communicate design intentions and track development progress
throughout production

* Building simple 3D models to support the transition from
blockout to dressing

e Set-dressing multiple gameplay spaces, balancing readability
with visual storytelling

* Implementing in-game events within gameplay scenarios using a
proprietary scripting language

¢ Coordinating work between Level Designers to maintain a
consistent pipeline and workflow

* Providing support to the SCRUM Master for a proprietary tool
development team when needed

* Collaborating with Tools Programmers to support the
development of the custom Level Editor through Research, User
Stories, Feature Designs, and QA 1


https://www.linkedin.com/in/falkkairies/
https://www.falkkairies.com/

* Helping to organize company events to support team morale and
cross-discipline collaboration

@ kK airiesicomnm ¢ Building prototype levels for programmers to test gameplay
elements in a controlled environment

* Managing level merging within the version control framework,

INTERESTS ensuring stability and consistency across collaborative
development

e Serving as a primary point of contact for producers regarding

© Vidlse Games - GIA &, meetings, follow-ups, or reportings for the Level Design Team

Little Big Planet, CoD Bo2, ¢ |dentifying and resolving bugs during level development,
GoW 2018, Battlefield 1 addressing general issues, gameplay feel, and performance
* Working closely with producers to help define and streamline
e Working Out - Gym, workflows
Biking * Researching and documenting internal process guidelines to

support efficient, repeatable workflows
. Reading - CHERUB Series, PP P

¢ Organizing internal playtests to gather feedback and iterate on

What If? design decisions

bib International College Paderborn, Germany - On Site
Level Designer (Student Project)

LANGUAGES

2020 - 2021
Project(LD Team Size/Total Team Size): Choppin’ Chief(5/~50)

German (native) e Coming up with concepts for levels and puzzle ideas

English (fluent, IELTS and ¢ Building levels in Unity in collaboration with Programmers

) ¢ Building Blockouts and basic Set-Dressing
KMK-Foreign Language

MANY CHILDREN ONE WORLD FDN. Buxtehude, Germany - On Site

Certificate) Int hi
nternship

Dutch (basics)
FEB 2021 - APR 2021

* Corporate Design, including working on flyers, business
cards, and more (B2B & B2C)

REFERENCES

e Peter Thierolf (Game Director) E D U C A T I O N

P pthierolf@kaikogames.com

Southampton Solent University Southampton, England - On Site
e Daniel Amend (Level Design Bachelor of Arts

Director)
SEP 2021 - JUL 2022

<] damend@kaikogames.com ] )
¢ Bachelor of Arts with First Class Honours

e Study Course: Computer Games (Design)
* developing multiple game projects and researching topics
for Bachelors thesis

bib International College Paderborn, Germany - On Site
Game Designer

OCT 2019 - SEP 2021

* Course focus: Game Design
* also included basics in 3D Modelling, Adobe Tools,
Marketing, Graphic Design, Digital Painting, and more



https://www.falkkairies.com/
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