
 

Michael 
Fontana 
 

My work: michaelafontana.com    

My profile: LinkedIn   

m.anthony.fontana@gmail.com  

Level designer, VR developer, and Unreal Engine generalist 

based in Seattle, WA. 
 

Fourteen years experience across VR, Game Design, Art, 
Architecture, and Construction industries. Recent experience 
shipping Shootout VR to Meta’s Quest Store and VAIL VR 
early access on Steam. In my free time, I program VR 
gameplay & UX prototypes in Unreal Engine. 

 

Experience 
 
INDEPENDENT VR DEVELOPER 

Seattle, WA | 07/2024 - present 

Freelance work at the intersection of VR and games for various projects. 
Currently leading level design and optimization for AtlasXR’s upcoming 
Beyond Sandbox VR title. 
 

LEAD LEVEL DESIGNER - Myr, Shootout VR 

Seattle, WA (remote)  |  05/2023 - 07/2024 

Myr is a venture-backed VR gaming startup focused on social multiplayer. 
I worked on the Shootout VR team as a generalist game designer with a 
specialization in level design. 
 

○​Authored 3 new levels for Shootout VR from early access to full Meta 
Quest store release.  

○​Managed pricing, scheduling, and database for in-game cosmetic store. 
○​Authored and tuned the game’s XP leveling and currency reward rates. 
 
LEAD LEVEL DESIGNER - AEXLab, VAIL VR 

Seattle, WA (remote)  |  05/2022 - 01/2023 

AEXLab is a venture-backed VR gaming startup focused on competitive 
gameplay. My role was to author new levels for VAIL VR and work 
directly with the Chief Creative Officer and Art Director to craft an iconic 
visual aesthetic for our environments. 
 

○​ Authored level layout prototypes of new and existing levels while 
directing 3D artists and concept artists in developing final art 

○​ Worked with CCO & Art Director to ensure our levels supported 
balanced competitive play going into the Miami Vail Major 
tournament in 2022–the largest ever VR tournament 

○​ Authored new multiplayer level in under 5 weeks that coincided with 
early access launch and a new capture the flag game mode 

 
VR Manager, Senior VDC Engineer - VIATechnik 

Seattle, WA (remote)  |  02/2019 - 05/2022 

VIATechnik is a technology-focused consulting firm for the Architecture, 
Engineering, and Construction industries. I managed our remote team of 
artists, modelers, and QA staff to deliver VR applications and 
animations built on Unreal Engine. 
○​ Led development of a VR walkthrough for Carilion Clinic’s new 

hospital, which reduced client expenditures by 13x 
○​ Led development of several promotional animations for Virgin 

Hyperloop, exhibited at Autodesk University 

 Tools + Skills 
 
Unreal Engine + Blueprints 
○​ Level design and lighting 
○​ VR item handling & physics 

interactions 
○​ Custom shaders/materials 
○​ VRExpansion Plugin framework 
○​ Gameplay programming 
○​ Basic multiplayer replication 
○​ User input handling, UX 

interactions 
○​ Basic AI logic programming 
○​ Building for PC and Android 

platforms (Quest 2 mobile) 
 

Unity 
○​ Level design and lighting 
 

Cross-functional Collaboration 
○​ Managed remote teams of up to 

20 people while interfacing with 
dozens of external partners 

Blender 
○​ Modeling, UV, and material 

assignment 
○​ Basic character rigging & 

animation 
Substance Painter, Photoshop 

HTC Vive, Oculus Quest 2 

Perforce + Hansoft, Git Fork 
○​ Have used source control daily on 

teams of 10-20 contributors 
 

I’ve been most 
influenced by… 
 
World of Warcraft: Vanilla 
Halo: CE 
Ghost in the Shell 
Akira 
Tadao Ando 
Hugh Ferriss 
 
 
We are hiring a Senior Technical Designer to take ownership of gameplay design and prototyping on upcoming VR adaptations. As the design lead on your project, you’ll take ownership of prototyping core systems and mechanics in Unreal Engine, translating design goals into playable realities while bridging design and engineering.   You’ll lead features from prototype to final implementation, supporting engineering throughout production with clear design intent, regular feedback, and iteration. This role blends hands-on design work with strategic leadership to shape both the moment-to-moment gameplay and overall creative direction.   This is a fully remote role; we encourage applicants from the EU, UK, or US East Coast time zones.   Some of the work you would be doing:  Prototype gameplay mechanics, systems, and UI/UX flows in Unreal Engine (Blueprints), bringing high-level concepts to life with functional, testable interactions Take ownership of VR interface and interaction design, ensuring features are intuitive, legible, and comfortable in-headset Own feature design from concept through final execution–creating documentation, facilitating handoff, and providing ongoing feedback to engineering throughout implementation Work collaboratively with artists, engineers, and producers to align design goals with technical realities Lead playtesting and iterate rapidly based on feedback and insights Translate creative direction into actionable, scope-aware design decisions Contribute to the overall vision of the project, helping to shape player experience and pacing Mentor junior or mid-level designers as needed, guiding best practices in both creative design and technical prototyping   You might be a good fit for us if you have…  5+ years of experience in game design with at least 2 years in a technical design or systems-focused role 2-3 years of experience working with VR/MR/XR Experience shipping at least one commercial title (VR preferred) Hands-on experience in Unreal Engine, especially Blueprint-based prototyping Strong understanding of VR game design, including player comfort, physical interaction, and immersive UI/UX design best practices Proven ability to prototype and test UI/UX elements–such as menus, HUDs, interaction prompts, and special interfaces–directly in engine Ability to take a feature from concept to final implementation, including ownership of cross-discipline collaboration and iteration after handoff Strong cross-disciplinary communication skills and the ability to work closely with engineering teams Excellent documentation skills, including the ability to create clear design specs, flowcharts, wireframes, and system breakdowns Ability to work autonomously while driving collaboration across remote teams A passion for immersive design and pushing what’s possible in VR gameplay   Bonus if you have…  Prior experience leading a shipped game (VR or otherwise) Background in scripting or light programming (C++) Familiarity with adapting existing IP into new gameplay formats Strong analytical skills, including balance tuning and gameplay pacing   You’ll love working here if you’re into…  Working on beloved IPs in new and imaginative ways A fully remote team with flexible hours and a strong async culture A collaborative, passionate team pushing the boundaries of VR game design Opportunities to lead, innovate, and shape the direction of high-profile projects from the ground up 

 

 

http://michaelafontana.com
https://www.linkedin.com/in/michael-anthony-fontana/
mailto:m.anthony.fontana@gmail.com
https://store.steampowered.com/app/3385970/Beyond_Sandbox/
https://www.meta.com/experiences/shootout/5555992527808989/
https://store.steampowered.com/app/801550/VAIL_VR/
https://www.youtube.com/live/J-6EDKyKXQY?si=XY_4Cpd-0UmjMirz
https://michaelafontana.com/hc9/
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