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SUMMARY

Game Writer with 10+ years of experience designing stories for indie and AAA games. Proven track record of 

building within existing IPs. Experienced in developing new worlds and crafting narrative in harmony with 
gameplay. Expert in succinct, evocative prose in service to emotive storytelling. A lifelong passion for games.

EXPERIENCE

2025 Writer (freelance)  |  via SIDE GLOBAL  |  Crimson Desert  |  all platforms  |  Pearl Abyss
Delivered hundreds of dialogue barks to spec (faction/relation/situation) in a short timeframe.

2020- Writer (contract)  |  Beyond Good & Evil 2  |  unannounced  |  Ubisoft
2025 Collaborated in a Writers’ Room on brainstorms, co-writing, and feedbacking on deliverables.

Wrote hundreds of pages of lore briefs, character bios, and scripts for development & marketing.
Integrated narrative content using an in-house editor, such as quest dialogue and ambient dialogue.
Supported stakeholder goals (production gates, etc.) by creating presentation materials as needed.

Writer (contract)  |  Beyond Good & Evil (20th Anniversary Ed)  |  all platforms  |  Ubisoft
Produced pivotal anniversary-exclusive narrative content that expands the game universe.

2019- Lead Writer  |  Game of Thrones: Tale of Crows*  |  iOS, tvOS, MacOS  |  That Silly Studio

2022 *Nominee for Mobile Game of the Year, Golden Joystick Awards 2020*
Generated 50,000+ words of concise, vivid prose across 100+ branching multi-node plotlines.
Adapted and expanded content from a well-established fantasy IP, ensuring brand alignment.
Designed encounters to meaningfully reflect and reward player choice whilst adhering to scope.
Spearheaded bi-weekly meetings with IP liaison to pitch ideas and record/address feedback.

2018 Writer  |  The Stillness of the Wind*  |  Nintendo Switch, PC, iOS  |  Lambic Studios

*Nominee for Best Gameplay, Games for Change Awards 2019*
Refined plot cohesion, character voices, and stylistic consistency through a narrative overhaul.
Enhanced emotional & thematic resonance in interactive POI texts, item descriptions, and dialogue.
Supported localisation via tracking/answering the team’s queries and annotating the content.

2016 Writer/Editor  |  MarZ: Tactical Base Defense  |  PC  |  doorfortyfour
Developed the game’s story content, including number of NPCs & dialogue, to 3 times its initial size.
Adapted the cast of characters to embody and express opposing player objectives.

2015 Writer  |  Tempest Citadel  |  PC  |  Aartform Games
Developed the game's lore, factions, and story arcs, whilst aligning story beats with skill progression.
Composed mission monologues and lore texts that both colour the setting and inform the player.

2014- Writer  |  Kenshi  |  PC  |  Lo-Fi Games
2015 Wrote variable-adaptive test lines linked with NPC behaviour using an in-house dialogue editor.

2014 Writer  |  NEO Scavenger  |  PC, Linux, Android, iOS  |  Blue Bottle Games
Wrote 26,000 words of prose for 2 critical story encounters with 300+ nodes.
Assisted the lead designer in narrative problem-solving and strengthening the overall plotline.



ADDITIONAL PROJECTS

2018 Writer/Designer  |  unannounced sci-fi adventure game  |  in dev  |  Aartform Games
Pitched, planned, and wrote questlines for a unique prose-driven hidden object adventure.
Merged introspective character voice with item-based quest content via frequent feedback/iteration.

2017- Writer & Narrative Designer  |  Eternity Convergence  |  in dev  |  New Archon Industries
2018 Provided high-level plans for the overall narrative, including gameplay outlines for pivotal encounters.

Supplied trait-matched descriptors for 100+ unique locations and 40+ ally characters.
Expanded in detail 3 core factions in the lore bible to describe physiology, history, and culture.

2016- Writer  |  Labyrinth of Orius  |  unreleased  |  independent solo developer
2017 Created bios for 8 core characters whilst building the world around their personal arcs & battle class.

Embedded lore & characters’ backstories into modular 250-word story fragments, five per character.

2015 Lead Writer  |  Isleron: The Rending  |  unreleased  |  Dark Worlds Entertainment
Grew pre-existing design outlines into a detailed 24,000-word story bible & a teaser trailer script.
Prepared various narrative documentation and a teaser trailer script, iterating with lead’s feedback.

2013- Writer  |  Regal Arbor  |  cancelled  |  Diffusive Games
2015 Co-developed lore and characters whilst taking point on maintaining narrative documentation.

Aided community management by writing and publishing story-related web updates.

EDUCATION & SKILLS

2011 Bachelor of Fine Arts  |  Savannah College of Art and Design  |  Savannah, Georgia, USA
Major: Interactive Design & Game Development, with a focus in writing/storytelling.
Graduated summa cum laude, Final GPA of 3.9, and made Dean’s List in all 12 Quarters.

2006 High School Diploma  |  Jakarta Intercultural School  |  Jakarta, Indonesia
With International Baccalaureate Certificate completed in 4 Higher level and 2 Standard level courses.

Writing  |  Prose, World-Building, Documentation, Scriptwriting, Ambient Narrative
Software  |  Interactive Fiction software (e.g. Twine), Final Draft, Office Suite, Spreadsheets
Languages  |  English (native), Indonesian (bilingual), Japanese (basic)


