SABLE KNIGHT
TEACHER

CO ntaCt DigiPen Academy, Lead Teacher

Summer 2018 and 2019 (4 months)

» realsableknight@protonmail.com

e Redmond, WA, 98052 » Created project-based lesson plans for 15 class groups based
e 425-589-3211 on curriculum, with scaffolding for levels of understanding.
» https://sableknight.neocities.org/ o Worked with staff and administrators on daily setup and

o www.linkedin.com/in/sableknight/ breakdown of materials, managing extracurricular activities,

and sending parents daily announcements through Canvas.

e Collaborated with administrators to iterate on lessons given
evolving parent and student feedback each week.

Education

Bachelor of Arts in Game Design

DigiPen Institute of Technology, Playing with The Trouble, Game Designer
2021

Aug 2023 - Mar 2024 (8 months)

e Engaged and connected with customers and academics to

P u b l_i C at i O n S understand needs and design novel solutions to meet them.

e Carried out oral and written instructions from my team,
initiated meetings for clarifications and feedback.

e Created rulebooks, components, and other playable materials
for 6 existing game designs, and 2 of my own.

« "Virtual Reality for Global Climate
Leadership" (Special Thanks),
Arsht-Rock Resilience Center, Sept
2022

e "Environmental Game Design
Playbook" (Co-Author), IGDA

Climate SIG, Apr 2022 Atlantic Council's Climate Resilience

e "Climate Conversations" (Technical . p
Designer), DigiPen, Apr 2021 Center, Project Assistant

Sept 2021 - June 2022 (10 months)

» Expertly crafted a game to demonstrate how players could

CO mm u N |ty learn and take action on climate resilience that was played by

~50 climate leaders.

e DigiPen Commencement 2021 e Collaboratively researched and synthesized over 100

Student Speaker resources on using games to affect climate behavior. Included
e 2020 Student of the Year academic articles, studies, and similar projects.
e DigiPen Wellness Club Leader e Found more than 75 candidates for climate game grants

DigiPen Student Ambassador online and in-person at GDC and interviewed several.




