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Business Materials



Business Card Digital



Business Card Printed



Resume Digital
V1



Resume Printed



Resume Digital
V2



Resume Digital
Black & White



My Website

https://www.pvmetalvideo.com/



Home Page



Digital Art Page



Physical Art Page



Videos Page



Games Page



Assets Page



Song Lyrics Page



My Info



My Artstation Portfolio

www.artstation.com/pvmetal

http://www.artstation.com/pvmetal


My Artstation Profile Page



My LinkedIn

www.linkedin.com/in/steven-launstein-515149b9



LinkedIn Main Page



LinkedIn Profile



My Demo Reel

PV Metal - YouTube

https://www.youtube.com/channel/UCX5UIbV8FizXvnxpOKMeMHA?view_as=subscriber


http://www.youtube.com/watch?v=UR-irIrvwYA


Event Attendance



Game Dev GR
Virtual Meetup 1

A meeting for game designers and 
aspiring game designers to share what 
they’re working on, as well as tips and 
tricks for working in the game industry.



Game Dev GR
Virtual Meetup

On thing I learned was a little bit about 
how to export one skeleton to use for 
multiple similar meshes in Unreal, from 
a game that Brandt Howard is working 
on.



Game Dev GR
Virtual Meetup

I also learned of an online program that 
helps to save and extract information 
to and from your game to a website.  
This allows you to pull saved game 
states quickly and easily into your 
game.



Game Dev GR
Virtual Meetup

I gained some insight, as well, into how 
to go about creating an interesting 
boss and boss fight by watching 
Brandt show some of the things that 
went into this stage of his game “Rad 
Venture.” 



Rad Venture Boss Fight



Game Dev GR Meeting 2



Chatted with game devs on Discord



Showed off our progress on Superhard to the group



Learned about a cool game about competing elemental powers



Gave Brandt some suggestions on improving this character’s hair



Learned a few things about eye shine on characters



Saw a cool shingle texture a friend of Brandt made for roofs 



Coffee House Coders



Chatted with some coders about various coding strategies



Learned a little about what a turing machine is



Saw an interesting idea of how to organize flash drives by coding



Learned some about how to make a roman numeral generator



Ann Arbor Game Dev Meeting 1



Joined meeting



Learned some about making a face changer with toon shading

http://www.youtube.com/watch?v=XkOJJocxbek


Learned about making weapons that change as well



Found out about a cool site to help make organized writing 



Showed off our animatic for Superhard



Made a doggie peeing on a fire hydrant



Software Testing Tools 



This presentation was about various tools to be used for software testing



I will show the programs that seemed 
the most useful for me in the next 
slides, but this is the full list of tools 
that were discussed:

http://www.mindmup.com
http://www.xmind.net
http://testingeducation.org
http://bitwarden.com
http://www.generatedata.com
https://www.techsmith.com/jing-tool.html
http://www.togl.com
http://trello.com
http://www.satisfise.com/tools/htsm.pdf
http://www.metstesting.com
http://www.testiatarantula.com
http://testlink.org
http://www.iterm2.com
http://testing.gershon.info/reporter
https://www.nvaccess.org/download
http://portswigger.net/burp/communitydownload
Check My Links @ Chrome Web Store
http://www.seleniumhq.org 
https://cucumber.io
http://www.soapui.org
https://www.getpostman.com
http://jmeter.apache.org
https://technet.microsoft.com/en-us/library/bb896645.aspx
https://www.piriform.com/ccleaner

http://mindmup.com
http://www.xmind.net
http://testingeducation.org
http://bitwarden.com
http://www.generatedata.com
https://www.techsmith.com/jing-tool.html
http://www.togl.com
http://www.trello.com
http://www.satisfise.com/tools/htsm.pdf
http://www.metstesting.com
http://www.testiatarantula.com
http://testlink.org
http://www.iterm2.com
http://testing.gershon.info/reporter
https://www.nvaccess.org/download
http://portswigger.net/burp/communitydownload
http://www.seleniumhq.org
https://cucumber.io
http://www.soapui.org
https://www.getpostman.com
http://jmeter.apache.org
https://technet.microsoft.com/en-us/library/bb896645.aspx
https://www.piriform.com/ccleaner


Mindmup sounds very handy for planning many different projects



This is meant for software testing, but it seems great for lots of things



This may be a very simple way to capture; I plan to try it soon



Ann Arbor Game Dev Meeting 2



Signed up meeting



Heard some about Pocket Beekeeper, a game one of the guys made



Showed what I had been working on for Superhard



Watched one of the guys work on an attack animation for his game



Ann Arbor Game Dev Meeting 3



Joined meeting



Checked out a pretty cool way to test code visually



More visual code testing, but using 3D blocks this time



Heard about some of the process of making the game Exocorps 



Talked about another guy’s matching game, Plinky Forest



Thinkful Webinar:
HTML & CSS



Email Confirmation



Introduced to a site called codepen.io



Had a refresher on coding basics, and saw how nice codepen is



Thinkful Webinar:
Tools of the Trade



Email Confirmation



Began with an intro into project management tools



Got a history lesson on how project management began



Learned about a few good management programs



Learned about the hierarchy of importance and management workflow



Got tips on various ways to manage a team



Concluded with suggestions of ways to begin a management career



Winnipeg Digital Art Group
WDAG Monthly Meetup



Email Confirmation



Got some tips on different ways to model



Spent the rest of the time talking all things modeling and programming



Grad Audit
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Argo
Digital Media Specialist



        Description                            Confirmation



                                           Email



Creative Circle
Web Designer



Description



Confirmation



Eddy Studios
Videographer and Editor



        Description                           Confirmation



Email



Floyd
Graphic Designer



        Description                            Confirmation



General Motors
Creative Animation / VFX Intern



              Description                              Confirmation



Email



LinkedIn Main Page



Hook 
Hook Motion Designer



Description



                       Confirmation / Email



Inno-Versity
eLearning Developer-
Storyline and Animation Specialist



         Description                           Confirmation



Email



Service Express
Graphic Designer



        Description                          Confirmation



Email



Shinola
Graphic Designer



        Description                             Confirmation



                                             Email



Stardock Corporation
Junior Games Artist



        Description                            Confirmation



Email



The Stow Company
Graphic Designer



Description



Confirmation



Vade Nutrition
Graphic Designer / Video Editor



        Description                           Confirmation



Email



Ability Concepts



Running Success

Keeping cooling in the 
sweet spot prevents you 
from heating up to the 
point of burning or 
disintegration.  

Keeping Durability in the 
sweet spot allows you to 
keep running without 
everything smashing 
through you.

Press Shift to toggle Sprint.  You must alternate between Holding Q and E to maintain both 
durability and cooling while running.  Speed increases gradually as you continue to run 
unhindered.



Running Fail

Charging durability too 
far will cause you to slow 
down drastically.

By not maintaining 
cooling properly, you 
will begin to burn and 
take constant damage.

If the cooling meter depletes completely, you will 
burn to ashes.

If the meter fills too far, 
you will begin to slow 
and take damage.  At 
the top you will freeze, 
which allows obstacles 
to shatter you instantly.

If you don’t charge the durability meter enough, every tiny obstacle 
will become a deadly projectile, causing constant damage and 
possibly instant death, if you hit a large object.



Punching Success

Maintain the power meter 
to punch hard without 
destroying your opponent 
completely.

Maintain the durability 
meter to hold your 
ground while throwing 
powerful punches, and 
avoid breaking your 
bones.

To punch, you have to Right-Click, or hold it down to charge.  You must maintain both punching 
strength and durability while charging punches.



Running Fail

Charging durability too 
far will cause you to slow 
down drastically.

By not maintaining 
cooling properly, you 
will begin to burn and 
take constant damage.

If the cooling meter depletes completely, you will 
burn to ashes.

If the meter fills too far, 
you will begin to slow 
and take damage.  At 
the top you will freeze, 
which allows obstacles 
to shatter you instantly.

If you don’t charge the durability meter enough, every tiny obstacle 
will become a deadly projectile, causing constant damage and 
possibly instant death, if you hit a large object.



Punching Success

Maintain the power meter 
to punch hard without 
destroying your opponent 
completely.

Maintain the durability 
meter to hold your 
ground while throwing 
powerful punches, and 
avoid breaking your 
bones.

To punch, you have to Right-Click, or hold it down to charge.  You must maintain both punching 
strength and durability while charging punches.



Punching Fail

At the highest level, your 
movements will become 
sluggish, making your 
attacks easy to dodge.

Not charging the 
durability meter enough 
will result in damaging 
yourself.

At the lowest level, it will 
cause broken bones.

Charging your attack 
completely will cause 
you to punch a hole 
through the enemy, or 
you to go flying.

Not charging enough 
will cause weaker 
attacks.

At the weakest level, 
attacks are weaker 
than they would be if 
you just click the 
button.

Maintain a balance between durability and power in order to maximize damage to the enemy without 
damaging yourself or killing the enemy. Charging too far while fighting weaker enemies will punch 
through them, on strong enemies it will send you flying or break your arm.



Flying Success

Maintain the cooling 
meter to avoid freezing 
and free falling to your 
death.

Maintain the durability 
meter to avoid damage 
from in-air obstacles.

To hover, jump twice.  Use W to raise altitude, and S to lower altitude.  Jump again to freefall.  
Press Shift to begin flying forward, and this will control much like sprinting.



Flying Fail

Undercharging the 
durability meter will 
cause any object, such 
as birds, to puncture 
through you.  

Overcharging will cause 
you to become too heavy 
and begin falling.

Overcharging your 
cooling meter will 
cause you to freeze 
and fall to your death.

Maintain a balance between durability and cooling.  This works in the same way as it does when 
running.



Personas



Bill Persona



Tobey Persona



Leah Persona



Persona Resources



Bio Sheets



Melvin Bio



Melvin Bio Badass Comic Sans Edition



Shatterpoint Bio



Lucy Bio



Jamie Bio



Wireframes



Main Menu



Settings



Game UI



Pause Screen



Animatic Backgrounds



Animatic Page 1 & 2



Animatic Page 3



Animatic Page 4



Animatic Page 5



Animatic Page 6



Animatic Page 7



Animatic Page 8



Animatic Page 9



Animatic Page 10



Animatic Page 11



Animatic Page 12



Origin Story



Story Original Pages 1-3



Story Original Pages 4-6



Story Original Pages 7-8



Story Page 1



Story Page 2



Story Page 3



Story Page 4



Story Page 5



Story Page 6



Story Page 7



Reworked Logo



Vector Logo



Color Scheme Logo



Sound FX

Link to SFX

https://ferrisstateuniversity-my.sharepoint.com/:f:/g/personal/chelekn_ferris_edu/Es0wQ3yWijtJmiJdW0OAG7MBWU5PNeCjIxkD5QmzAWwpCA?e=MghBkK


Sounds In-Engine

http://www.youtube.com/watch?v=ysL4RPvlFys


Sound Museum V1

http://www.youtube.com/watch?v=oYBV2j5rwMU


Sound Museum V2

http://www.youtube.com/watch?v=xrxgWiMHSjc


Sound Museum V3

http://www.youtube.com/watch?v=hdZ7bOHbFMw


Overworld Start                                Overworld Loop

Action Start                                        Action Loop

Cutscene Start                                   Cutscene Loop

Boss Start                                            Boss Loop

Credits Start                                       Credits Loop

Music



Rigs



Melvin Rigged in Unreal

http://www.youtube.com/watch?v=idj01_wCB9U


Shatterpoint Rig V1 in 3DS Max

http://www.youtube.com/watch?v=_UG4s3qwQuE


Shatterpoint Rig V2

http://www.youtube.com/watch?v=CyjBq756Kao


Shatterpoint Rig V3

http://www.youtube.com/watch?v=i09HGxK5YqE


Shatterpoint Rig V4

http://www.youtube.com/watch?v=f1v8uEo0Mac


Shatterpoint Rig V5

http://www.youtube.com/watch?v=kOiWvPN5m8Q


Shatterpoint Rig Final Fixes

http://www.youtube.com/watch?v=iClLv5xKqZU


Female NPC Rig

http://www.youtube.com/watch?v=EOm1jzSV4S0


Animations



Animation Preparation



Learned to rig and animate in Unreal

http://www.youtube.com/watch?v=T9X-a2DoUXI


General Walk Reference



Melvin Walk Reference

http://www.youtube.com/watch?v=5ZQEryg4f3k


Melvin Run Reference



Melvin Stumble Reference



Melvin Superspeed Reference



Male NPC



Walking

http://www.youtube.com/watch?v=Y8-mP75Vz6I


Running

http://www.youtube.com/watch?v=GwL0frdGdas


Backing Off - Trembling (Link Together)

http://www.youtube.com/watch?v=MXV3mcJ0LV8


Idle Standing

http://www.youtube.com/watch?v=4udWBErAB20


Idle Leaning

http://www.youtube.com/watch?v=4bpWb48I8G0


Female NPC



Walking

http://www.youtube.com/watch?v=RiCIA6Iko4U


Melvin / Superhard



Melvin Walk V1

http://www.youtube.com/watch?v=XxboREFdzQI


Melvin Walk V2

http://www.youtube.com/watch?v=4UhmVlDTp0w


Melvin Walk to Stumble

http://www.youtube.com/watch?v=rl4ZS0tnUgw


Melvin Stumble V2

http://www.youtube.com/watch?v=C2l9gBx4ksY


Melvin Walk to Run

http://www.youtube.com/watch?v=FRELs40e1OQ


Melvin Run to Walk

http://www.youtube.com/watch?v=wmlBT9Y7UnE


Melvin Run V1

http://www.youtube.com/watch?v=WWyWv1bR4Dg


Melvin Run V2

http://www.youtube.com/watch?v=2C8r-cf8SDo


Melvin Walk to Jump

http://www.youtube.com/watch?v=EPXPfzeo60k


Melvin Run to Jump

http://www.youtube.com/watch?v=XjmMOvQ3dFk


Melvin Jump Loop

http://www.youtube.com/watch?v=EDgSUUOk2I8


Melvin Jump to Hover

http://www.youtube.com/watch?v=FJNDyUO3T0A


Melvin Hover Loop

http://www.youtube.com/watch?v=zNSJsCb-Gv4


Melvin Hover to Flight

http://www.youtube.com/watch?v=FdFeh1Dhzao


Melvin Flight Loop V1

http://www.youtube.com/watch?v=Z77ShMwNHN8


Melvin Flight Loop V2

http://www.youtube.com/watch?v=qkbDvc5Gk3w


Melvin Flight Loop V3

http://www.youtube.com/watch?v=4f-JChnLic8


Melvin Flight to Hover

http://www.youtube.com/watch?v=GkZs6CS6tCw


Melvin Hover Loop

http://www.youtube.com/watch?v=zNSJsCb-Gv4


Melvin Hover to Freefall

http://www.youtube.com/watch?v=Kn2wSBEqx5g


Melvin Freefall Loop

http://www.youtube.com/watch?v=rND9okxTN3w


Melvin Freefall to Land V1

http://www.youtube.com/watch?v=tXKyewfVqic


Melvin Freefall to Land V2

http://www.youtube.com/watch?v=IK7xFnSw1Rg


Melvin Superspeed Loop

http://www.youtube.com/watch?v=QknMf3bO3Bc


Melvin Animation-Palooza!

http://www.youtube.com/watch?v=XU2jOyBsqS4


UI



Dialog Box Designs V1



Dialog Box Final Designs



Dialog Boxes Implemented



Narration Dialog Box 

Design V1 

Design Final 

Implemented



Shatterpoint Health Bar Design / Implemented



Menus



Main Menu V1 Design



Main Menu V1 Implemented



Main Menu V2 Design



Main Menu Final Design



Main Menu Final Implemented



Settings Design



Settings Implemented



Load Screen Design



Load Screen Implemented



Save Screen Design



Save Screen Implemented



Pause Menu V1 Design 



Pause Menu V1 Implemented



Pause Menu V2 Design 



Pause Menu V2 Implemented



Pause Menu Final Design 



Pause Menu Final Implemented



Note We decided to nix the Load, Save and Settings 
Screens, and add a Controls screen, which meant 
making changes to the Pause menu and Main Menu 
as well.



Controls Screen Design



Controls Screen Implemented



Game Over Screen Design 



Game Over Screen In Action Video



Game Over Screen Implemented


