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EDUCATION
2017 -2020 Game Design Bachelor at «ZHdK» (Zircher Horschule der Kiinste), Zirich (ZH)

2016 -2017 Visual arts/Fine arts Propadeutikum at «kEDHEA» (Ecole de design et haute école d’art), Sierre (VS)
2013 -2016 Highschool «Blaise-Cendrars» Main option: Physics and application of maths, La Chaux-de-Fonds (NE)




Trailer :

https.//store.steampowered.com/app/1386830/Daffodil_Yellow_A_few_poems_from_an_insect_collector/
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https://hdme.itch.io/daffodil-yellow-a-few-poems-from-an-insect-collector
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Render
¥ Add Primitive

Mesh:

|Q_uvsphere |
Ico Sphere
Cylinder
Cone

n TReIations T Create

Torus

Grid
Monkey

Bezier
Circle

¥ Operator

View  Select

View  Marker

Window

Add

Frame

Help

(0) Cube.001

o<1 ® ObjectMode %

Playback

9 | Verts:584,081 | Faces:674,120 | Tris: 167,880 | Objects:1/20 | Lamps:0/1 | Mem:112.91M |

1.898 |
1.000 1 L)
0.694 ‘ ‘o
Dimensions:
3.89267
2.80289
5.79119

v €% Grease Pencil Layers

New

New Layer

¥ View

Lens 35.000
Lock to Object:
J
@ Lock to Cursor
G Lock Camera to View
Clip:
Start: 0.100
End 1000.000

LADDlY. Copy.

(catmuici... IRELT L

Subdivisio... Options:
View: 1 gj
Rend:2 *) @ Optimal
Q Use Op
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€ Game

Free Aspect

Left Eye

:

Mirror
Cycle Offsg
Foot IK
Write Defa
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¢ | f#Asset Store 98 Animator.
Shaded =||20 || ® M % | Bt | Gizmos

€ Game =
Free Aspect 3| Scale (m== 1.09:  LeftEye | Maximize On Play | Mute Audio  VSync  Stats | ¢

l, | v - & || Account  ~ | Layers - | | Layout

3 Asset Store 8 Animator Services O Project Settings 37 Lighting  OVR Platform Tool & -=
Create * «||20,)| ® er % | Wt | Gizmos v
€ SCREAM_IT
> SI_logo
emptypos2 4 a K v.. Trd
./ i [ -z Position
Cube.001 X b % X
dragonarmaturebase o
Bone ’ } <Persp
Bone.001
Bone.002
Bone.003
v . Bone.004
Bone.005
Bone.006
> Bone.007
»  PrefabRing € Game
Scream_it_dragon_ring Free Aspect 3| Scale O 1x Left Eye
SpringBoneCollider
SpringBoneCollider (1)
Bone.025
headmain
headmain.001
horni
Directional Light
A Visitor
Main Camera
OculusTouchForQuestAndRiftS_ Left
QOculusTouchForQuestAndRiftS_Right
SI loao (1) Y
Oconsole  © Animation

& [Scream_it_dragon | [ static

Create ~
v . 4~ Assets
8 3dmodels Jdmodels BOXOPHO. Editor materials MobileDept NaughtyAtt Oculis
¥ |l BOXOPHOBIC
¥ W Skybox Cubemap - ~ - -
» i Core . - - - -
¥ @l Demo
W Materials
W Meshes
i Post
W Prefabs
W Textures
W Editor
» W materials
» W MobileDepthWater
» @ NaughtyAttributes v
) [OVRManager] OnApplicationFocus(false) Auto Generate Lighting Off

Plugins Prefabs Resources Scenes Scripts shaders VRWaterSh

aof_control. DragonCont.













«The Space You Hold»
Pratatype 2018 -
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The center of my world

(Working title)

] carry the whole world on my head. My
memories, the [essons I've [earned and
what remaing of you, are now tools for
me to 30 on

«On every planet that has an atmosphere,
stormg can happen. For example on Jupiter, the
big red spot is a huge hurricane that started

more than 350 years agox»

Mine is not that old,
but I'm on my journey to §top it.

Ifyou need an object...

«] used fo be bright blue, it was my happiest color»

&
S
H
A
M
I
K
A
B
I
S
W
A
S

...You can switch to your World, which is your «inventory»

Your world is represented by a house. Outside of it, it's raining.
In this house, there’s two floors (two rooms). A kitchen with
everyday «tools», a garret with «tools» from the past»...

...and what remains of the center of this world




lamsad. .

® 9

SPEAK WITH NPCs

Thank you! Just
what | needed.

D ©

GIVE NPC OBJECT
TO FINISH TASK

)

<

Bring me
something that
will help me

P e

D O

GET TASKS/SOLVE RIDDLES mmmmmp SWITCH TO YOUR

AT

SWITCH BACK TC THE
REAL WORLD

<

INNER WORLD

Carry Max. 3
Objects

£ E@

FIND THE OBJECT(S)
NPCs NEED

Cutting ties?
You could
use scissors!

TALK TO NPC IN YOUR
WORLD FOR HINTS
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O Yarn - [C:\Users\Hanh-Dung\Documents\adventuregame\Assets\DialogueTest\monkey.yarn.txt]

4| Title Body Tags

T elephant elephant2 elephant3 elephat

monkey2 ab ot arence: liey.. what's
someore who that
juneR1 N o maybe o
i : st Hello. T
Daisy: oh. it's a baok
about. where we used to

monkey : elephant.0ptt
monkey.optt i "

ast U1 come back

u: Soo monkey3
: y:

juneR2

Tt don't reall
nything but

birdR1

juneR3

monkeyR1 ionkeyR2 monkeyRY monkeyR4

birdR2
wish L could
p.. DUT What's the
June3

June2

birdR3
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v

june2.0pt1

june3ri

june3r2

ZO—u0mo mro

june3R3

YARN
VERSION 0.2.1

—20> mMmI>re

o : 01:43
i =l . { A @z W P 07.06.2019 =







Old turtle: Hello there, little bear! It seems
like you are on a journey as well.

-
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,§péée You Hold

and how to let go

2 ‘ .:‘I‘ -
»ﬁw_t{y:'-f-j Start m
N N e L L
L Controls

Credits ¢

Video on demand
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Infos, trailer :

https://hdme.itch.io/ephemere



https://hdme.itch.io/ephemere

Mutiplayer games
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TRASHICO
Tt 0y 7



https://hdme.itch.io/trashico
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Mutiplayer ganes












https://www.instagram.com/p/B6Y44TFHIJy/?utm_source=1g_web_copy_link
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Global Game Jam 2020 (Zurich):
httos.//hdme.itch.io/a-milky-way




& Linux Standalone - Unity 2019.2.11f1 Personal* <DX11>

ID Cinemachine Window Help

#l Pivot Local [ | | [ | [Account ~ | [Layers - | [Layout -~ |
# Scene € Game £ Asset Store ?8 Animator = O Inspector 3= Lighting "=
Shaded *|]| 2D ® | &I 0| % | Bt ~| Gizmos '~ thickcloud E 5%

e
Shader | wigglycloud -

Tint

«Production > | ™ —
days» A 72 ! (Texture)

Offset 0 'Y 0 | Select|

Smoothness
Metalness
Emission
Wave Size

Wave Fregency
Animation Speed

Render Queue From Shader + 12000
Enable GPU Instancing
Double Sided Global Illumination

Exposure
Rotation
Front [+Z]

Back [-Z]

Left [+X]

Right [-X]

s » Scenes » Hanh-Dung » skybox > skybox2_parts

Ty 1 Up [+Y] (

down front left right up D [ Y]
own |-
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video :

https://www.instagram.com/p/B6Y4Ygq
n6wR/?utm source=ig web copy link



https://www.instagram.com/p/B6Y4Ygqn6wR/?utm_source=ig_web_copy_link
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Video of the installation:  https//wvwyoutube.comwatch?va0z4TnTnt4
Infos https//mwmmcolour.education/just -after-you/



https://www.youtube.com/watch?v=rQzz47n7nt4
https://www.colour.education/just-after-you/
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En voici six, issus de mon « univer
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<y Unity 2018.2.10f1 Personal (64bit) - [PREVIEW PACKAGES IN USE] - SampleScene.unity - rewrap1 - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Cinemachine Mobile Input Window Help
o [ [ 5 ® Global

# Scene | 4 Asset Store ”2 Animator
Shaded | | 2D (= <) | ad T Gizmos *

€ Game =

Display 1 Free Aspect Maximize On Play | Mute Audio | Stats | Gizmos ~

[] Console 23 Project 10 Timeline
0 e

To begin a new timeline with Point Light (1), create a Director component and a Timeline asset

n
o
o

©® B w3 Vi A& ©

| &cColiab ~ | [ & ] [Account ~ | [Layers - | [Layout - |

= Hierarchy | & -= | © Inspector | Lighting  Services A =
Create ~ All

g & [Point Light (1) | [ ] Static =

platformhaut A
Tag | Untagged

poteaudroite
sol ~. Transform
sol_1 Position X1282.4 |Y|135.9 |Z|-11.9
soleil . Rotation X |0 a0 z/o
=i Scale X[ Y[ Z[1
tuyaudroithaut L -
toitmirroir ¥ Light
tuyaudroithaut_1 Type L.Raint
toyaudroitbas Range 40
aperson (1)
: Color
petitcubedevantgauch :
Directional Light (2) Mode | Realtime
Directional Light Intensity 1.7
Directional Light (3)
Directional Light (4)
Point Light Realtime indirect bounce shadowing is not
Plane y supported for Spot and Point lights.
Plane (1)
Plane (2) Shadow Type
Plane (3) Realtime Shadows

Layer | Default 4

Indirect Multiplier 1

| Hard Shadows

Strength e—) | 1
ceilling test Resolution
platformwithdoor Bias
Cube
Cylindre
Cylindre_1
platformhaut Cookie
Main Camera (1) Draw Halo
splashes
ripples
raintest
raintest (1)
ripples
splashes1 Add Component
splashes1 (1) |
fog
fog (1)
Water4AdvancedReflectionSd
Water4AdvancedReflectionM:
Water4SimpleReflectionScen
rainhuman
SubEmitterl
GameObject
human? (5)

| Use Quality Settings
O— | 0.05
Normal Bias e | 0 .4
Near Plane O— | 0.2

None (Texture)
Flare None (Flare)

Render Mode | Auto
Culling Mask | Everything

20.11.2018

L ADmaw pH P 5

HD

ME

ZOoO——>W0n—rmrmooX

O w



2 |




HD

Animation/music video of the project: https.//youtu.be/rgSBODgFsZU =~ ™



Metaphores
Msuel representations
Aostract design
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Video sur demande
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