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My Skill Set ⚖
EX:+&C"**+2&$13&#$C+&$6&34+&'C*$,3"%3&#<'55#&"%2&

3$$5#&34"3&EX:+&1#+2&"%2&"C&6"C'5'",&;'34A&>4'#&'#&

��ĈÄ¬æ�½ü���Þ¬Ã×½¬Ĉ���õ¬�ö�ö¬æ©Ëêæ�Ëõ�Ú½�××¬Ä¤�
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Immersive
Design

Mixed
Reality

Usability Testing

Narrative
Design

Level Design

Story Boarding

Story Telling

Building
Immersion

Sensemaking

Cognitive Design

Human
Dimensions User Testing

User Safety

Hardware Considerations

Flow Charting

Freytag's Triangle

Copywriting
Prose

Critical Analysis

Fit for Perpose

Sense
Auditing

Game Design

Experiential Triggers

Physical Triggers

Emotional Triggers

Conceptual Triggers

Fidelity

Sk
ill

s 
☕

 Note 
Taking

CodingVideo
Editing

Image
Editing

HTML

JS

C+

Premier Pro

Photoshop

Lightroom

Media Encoder

Graphic
Design Indesign

 WireFraming

Figma

Sketch

Experience Designer

Illustrator

Miro

Bear

Google Docs

CSS

VSCO

Final Cut

After Effects

Teams

Notion

Gathering
Insights

Affinity Diagraming

WireFraming 

Simulation &
Modeling

Prototyping

Rapid 
Prototyping

Mixed Fidelity
Prototyping

Interviews

Questionnaires

Identifying types
of problemsWicked Problems

System Dynamic

Agent based

PEST &
SWOT

Pareto Analysis

Double Dimond

Ideation

Experience
Design

Design
Thinking

User
Research

User
Testing
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THE FIRST ARCH OF THE NARRATIVE —LEVEL ONE ✨

Exposition:
* The Player wakes up in their bedroom; it's early.
* They get dressed and set up the design of their character.
* The Player then grabs their Grandmother's camera bag and heads to the beach.
* Arriving at the beach, they decide on a pathway to follow:
  * Two lead down the cliffside and into the start of the game
  * One keeps them out of the time loop, 
    * Out of Loop:
      * They meet a kind stranger who they can talk to:
        * If they do talk, then they warn them of the danger ahead:
          * They have the option to continue anyway, which starts the main game
          * Or grab breakfast with the stranger, which explains the back story of the stranger:
            * Implying at the end of breakfast that they are both them and their Grandmother, ending the game.

* Walking along the Cliffside, The Player starts to take some photos.
* They notice that the world seems to be getting darker instead of lighter.
* After some time, dawn still hasn't broken
* Noticing they're being followed, the Player can either Talk or Run
  * As they Running away down the path the world starts to shift out of focus and everything goes dark
  * If they talk to the stranger, the Player starts to get a similar warning of the danger and the player has the 
choice to leave without he Stranger or continue on
    * If they go with the stranger they get breakfast and continue down that ending
    * If they continue then they continue taking photos but the world starts to shift out of focus and everything 
goes dark

Rising Action:
* The Player awakes washed up on the shore.
* It is Bondi Beach but without any sign of human habitation, only a strange dawn light everywhere.
* Searching the beach, they find the Camera but no bag.
* Footsteps are leading off of the beach and into the trees.
* Following the footsteps, they find a shelter with an old lady sitting there.
* Through talking with her, they find out they are lost in Time:
  * She explains that Time is like layers of paint, each moment over the last.
  * During certain times of the year, the layers thin out and become fussy.
  * With the right equipment and a bit of bad luck, it becomes possible to mix the layers together.
  * She explains that Grandmother's Camera is one of these pieces of equipment
    * Explaining that the Camera is Temporally Polarised, allowing it to steal the light from different layers in 
Time and, depending on a few factors, can have very different effects on the world around them.
  * Objects like the Camera are super rare and have very different properties to each other.
* To get back home, the Player will need to find all the missing pieces from the camera bag and travel through 
the different layers in Time.
* This all needs to be done before sunrise ends, or else the Player is stuck here.

Climax:
* The Old Lady asks the Player to go clear out a rockslide on the path ahead, and she'll give the Player an 
item.
* Walking down the path, the Player finds the rockslide and starts a tutorial to get used to the game 
mechanics.
* The Rockslide setting up a simple puzzle.
* Using the first mechanic of the Camera to reverse Time, the Player clears sections of the rock slide to pass 
through. 
* While avoiding blocking their way back
* After cleaning the level, they head back to the old lady.

Falling action:
* The old lady thanks the Player and gives them a roll of Ektar 100.
* This allows the Player to build a bridge to cross to the next section.
* As the Player heads out, the old lady calls out, telling them to be careful and know that Time is funny 
enough before you start to play with it, and some choices have consequences you can't quite foresee.
* It is quite common for different objects to fall out of place and not find their way back home. So, make sure 
to help anyone you can on the pathway as you go.

Denudation:
* Following the path, the Player is back on the beach.
* Looking through the Camera, they realise they're still at Bondi just sometime in the past
* Finding the pathway blocked, the Player uses the Camera to clear the way continuing their adventure and 
starting level two.

Conveying Narrative
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Simulation & Modeling
D#&"&*,+-1,#$,&3$&C@&;$,<&$%&1%2+,#3"%2'%/&GE\&

'%&D1#3,"5'"0&E&;$,<+2&$%&#'C15"3'%/&GE\&'%6+-3'$%#&

'%&9@2%+@A&H",3'-15",5@&E&5$$<+2&'%3$&4$;&H,(H&

�ąËÚ���¬½¬æü��ą��æ���æ©��Ú�æ�Þ�Ë£�+.r�¬Ä£��æ¬ËÄÞɆ�

;4'5+&"5#$&-$%#'2+,'%/&4$;&$34+,&6$,C#&$6&

×ÚËæ��æ¬ËÄ��ą��æ�¬Ä£��æ¬ËÄ�Ú�æ�Þɋ�

E3&'#&"&,+"55@&#+,'$1#&3$*'-&3$&=+&5$$<'%/&'%3$0&=13&E&

4"2&"&5$3&$6&61%&;$,<'%/&$13&34+&'%3+,-$%%+-3+2%+##&

$6&+"-4&*",3'-15",&"#*+-3&$6&34+&*,$=5+CA&a"#'%/&

æ©��Ĉ¤êÚ�Þ�£ËÚ�Ãü���½�ê½�æ¬ËÄÞ�ËÄ�×��ÚɫÚ�õ¬�ö���

*"*+,#0

>4,$1/4&34'#&*,$-+##0&E&;"#&,+"55@&-4"55+%/+2&

$%&;4"3&34+&='//+#3&*,$=5+C#&'%&34+&#*"-+&

ö�Ú�ɋ�.�£ËêÄ��æ©�æ�ö��©���Ú��½½ü��ą��æ¬õ��æËË½Þ�

3$&*,+:+%3&3,"%#C'##'$%0&=13&'3&;"#&34+&5"-<&$6&

*,$*+,&"24+,+%-+&34"3&;"#&=+4'%2&34+&%1C=+,&

Ë£�¬Ä£��æ¬ËÄÞ�æ©�æ�ö��Þ�öɋ�c©�æ��ąËÚ���¬½¬æü�

C"<+#&"%&'C*"-3&=13&;'34$13&*,$*+,&+21-"3'$%&

$%&34+&+)'#3+%-+&"%2&1#+&$6&34+#+&*,+:+%3'$%&

Ã��ÞêÚ�ÞɆ��ąËÚ���¬½¬æü��½ÃËÞæ��Ë�ÞÄɏæ�Ã�ææ�Úɋ�c©¬Þ�

�Ä�ËêÚ�¤���Ã��æË�½�æ�æ©����æ����ĈÄ��æ©��¬ÄÞ¬¤©æÞ�

,"34+,&34"%&C@&$;%&='"#0&34,$1/4&;4'-4&;+&-"%&

2'#-$:+,&34+&*,$=5+C#&1%2+,%+"34&$1,&*,$=5+C#A



Jason Moisiadis z5352552 DDES9991 /  023-08-05 11

Salt, a poem

There is a peace that only kindness knows
A wholeness that doesn’t appear full formed
But crawls like some evil thing 
back flat, matt black, sealing clung
Waiting behind your head as you sit unaware 
First third framed over, 
A murderer, monster, slasher..
// I can almost hear the strings strum stoking fear//
Like sunflowers waves of hair stands back
knowing what the body or mind can’t yet reaching out towards, that
All at once the creek cracks

It knocks you off your feet when you see it there
You expect to see the camera lift: 

rain rain the blood stain 
Strings trashed and plucked 
A spray of red tomato guts 
the story ends and all is undone 
For what?

*

Air rushes in as lungs expand 
I breathe like a drum at first, 
hard and fast and in fear of falling out of time 
Then it rolls, constant as the sea,
Sometimes hard, others soft with tickles at the edge
// salt on the nose //

I let my eyes loosen their grip on darkness 
and— there isn’t dread
there isn’t even red. 

it sits uncomfortable at first, 
but something speaks true.
Eyes move from chest to chin, over cheek 
into his eyes no longer overcast 
or shadowed dim 
It wasn’t terrible how mine mind had pictured before
He smiles open and welcomes me into something comfortable 
Head tilting to the left as if to say “yes”
With green eyes and soft lips, He tells me “it will be”, and all at once it is

Something tears and part of me moves back, 
it hates comfort and shrieks, 
sharp and jagged beneath skin,  
stretching and pulling it mouths:
“I don’t need this”

He moves fast, and in one complete sweep, 
I’m held, together for now, 
Warmth fills me again, slowly, 
wandering out from my little toe it finds the rest of me. 
I hold myself together there, muscle to bone, 
mind to wet flesh, spirit to tip of nose. 

His arms over them all

In our own fashion of peace

Together—

An Excerpt from my essay "super-
position \ true ch’ien"

...Each is seen as a stopping point from 
which the next epoch is made/ or moves 
against. Yet, in actuality, there is an infinite 
number of choices or divisions between 
each object. Each one real, A turning over 
of being and not being that shifts away 
and towards each object; this is the shape 
of that necessary superposition. Which 
forms and takes form. That is and isn't and 
is again.
***
In Lindy lee's 2018 work "True Ch'ien", 
she illustrates the Zen kōan of that same 
name through a set of ten large tableaus. 
The story of The True Ch'ien, is one of 
a choice being made, of the necessary 
heartbreak of leaving family for the sake 
of love, coming apart in that action, on 
reflecting with time, coming together again 
to see that in a meaningful way both paths 
were taken, yet neither can be held above 
the other. (MCA 2017) In each tableau, 
we see a ghostly rendering of the kōan. 
The illustration visible most clearly in the 
catching of the light as you walk throughout 
the space. Black ink on black paper. A 
reading of the work taking time to decipher, 
the materiality of the work itself rejecting a 
cursory reading. On walking into the space, 
my first thought was that these were just 
a set of blank sheets of paper with burnt 
holes in them, a motif used by Lindy in her 
piece "End of Time(flowers fall)" (Bullock, p. 
200). Yet, walking through the space, you 
gather glimpses of the narrative, not hidden 
but difficult to understand. The work brings 
you in and forces you to stand close and 
examine element by element; if you want to 
understand what is going on here. They are 
to be read up close and after, seen through 
the totality of their narrative. In doing so, 
Lee models the practice of the kōan, a 
story that rejects a cursory understanding, 
glimpses of meaning that can be found with 
close study, while also found through the 
exploration of it through your entire being. 
The object of this kōan is the question of 
who is the True Ch'ien? With the stipulation 
that you cannot choose one above the 
other. The nature of the kōan requires you 
to take the question into your own life, Who 
is the true Ch'ien of my life?

Looking back at it now all I can see are:
the things that I made, 
the people I spent time with, 
the ones I loved, 
the pain I felt. 

And yet, equally so, 
there things I didn’t make, 

speople I didn’t know, 
ones that I didn’t love, 
joy I felt. 

Alongside the choices that I made-and-re-
member are the ones I did-not-make-
and-forgot. Yet, they are equally me.  
Knowing with time, as you come together 
again, you find the choices you didn't make, 
out of sight, they have grown and come 
back with a life of their own. One Ch'ien 
was bedridden while the other was out in 
love; by the end they are back together 
again. The true Ch'ien is neither and both. 
To be a person in our world is to accept 
pain and joy; to live entirely in one is a 
falsehood; To live in both is just to live. But 
that isn't the answer. In talking about Lee's 
work, the two Ch'iens are often said to 
be representations of her want to honour 
tradition and the need to be her own artist, 
or, between her Chinese heritage or her 
Australian home (Macgregor, p. 45). Often it 
is phrased as a need for one over the oth-
er; she is constrained by tradition and freed 
by her own practice, but I think that is a 
very western absolutist approach. That we 
must be one thing or another, to be or not 
to be, in an awful cliché, but that isn't true. It 
treats people as binary linear choices that 
we are or aren't. But somehow, life isn't like 
that; the choices we make effect our lives, 
but equally, the ghost of the actions we 
didn't take effect us; she doesn't need to 
be not or the other.

The title of the last tableau is "Saving the 
ghost", who is the ghost that needs sav-
ing? Neither one is presented or titled as 
a ghost before this frame. In the work, we 
see the two Ch'ien embracing each other. In 
other tellings of the story, the two become 
united together again as one being. Yet, In 
the tableau and her retelling of the story, 
Lee omits that part of the kōan. In doing so, 
she removes the obvious reading, that the 
one at the end is the True Ch'ien, the one 
that is the amalgamations of either; the 
Lee that can both honour tradition and be 
her own art. The ghost is the true Ch'ien, 
the one who is neither and both. The spirit 
that has lived with her husband and made 
a family, and the one who lived in anguish 
without her love, and the one who expe-
rienced both, the one who experienced 
neither, the superposition of all options 
know and unknown. Or at least I think so; 
in reality, there isn't a True Ch'ien, just like 
there isn't a true Jason or a true Lee.

Yes, I wrote this piece, but in doing so, could 
I then say that I was the True Jason for 
doing so?
...

Writing 
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Thank You, The End.


