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about me

| am a graduate with High Honors in Visual
Communication Design, with a minor in Interior
Architecture & Environmental Design.

My primary focus is on creating concept-driven
projects across various media that explore the
intersections of irony, spatial storytelling, and
visual exploration.

+90 (545) 369-5279

mugeoztekeregmail.com

https://www.linkedin.com/in/miige-
dzteker-al4614198/
https://www.behance.net/mugeozteker

2020-2025 IZMIR UNIVERSITY OF ECONOMICS
B.A - Visual Communication Design
(GPA: 3.76, High Honors)

2021-2025 IZMIR UNIVERSITY OF ECONOMICS
Minor - Interior Architecture &
Environmental Design

2016-2020 TED ALIAGA COLLEGE
High School Degree (GPA: 85.31 / 100)

Jun. 2017

Jan. 2017

2018 - 2019

2016 - 2019

July - Aug.
2023

2022 - 2024

IPearson BTEC SRF International
technology with grade distinction
(Level 2 Certificate)

Units: Communication in the IT
industry, Website development

Erasmus Project (AT) World of Work
Ringwood Waldorf School, England
In recognition of our participation
project, Certificate of Participation

Atslye Izmir
Fundamentals on Graphic Design,
156hrs. Constructing a portfolio

Istituto Italiano di Cultura
Attended to ltalian language courses
for a total of 21 months

FIKSATIF
Intern

SILK, DIGITAL CARAVANSERAIS
Multidisciplinary Designer

Adobe Creative Suit, Figma, AutoCAD

Turkish
English
Italian
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Native Speaker
Advanced
Intermediate
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https://www.linkedin.com/in/m%C3%BCge-%C3%B6zteker-a14614198/
https://www.behance.net/mugeozteker
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sillk AdAigital
caravanserals

The SILK team has travelled over 20000km, visiting over 30
caravanserais in western and central Turkey, to carefully and
meticulously recreate these beautiful sites.

We have created a digital virtual reality experience of each for all
to enjoy. Our goal is to preserve, protect, and remember this
important part of Turkish heritage.

| contributed as a multidisciplinary designer, overseeing the
development of the project’s brand identity and visual
communication system. | produced and edited video content,
created social media materials to disseminate the project’s
research and fieldwork, and ensured visual consistency across all

public-facing platforms.

https://makingindigital.com/silk/
https://www.instagram.com/silkervansaray/

https://www.youtube.com/esilkervansaray

https://sketchfab.com/silkervansaray

The SILK project, directed by Assoc. Prof. Giizden Varinliogly, in the field of digital
heritage, is funded by the U.S. Department of State, in partnership with Assoc. Prof.
Takehiko Nagakura, of the Design Computation Lab, Department of Architecture at
Massachusetts Institute of Technology (MIT).



https://makingindigital.com/silk/
https://www.instagram.com/silkervansaray/

silk AdAigital

caravainserals

Brand Identity

In the process of design identity,
sketches and many options were
presented, and the final version was
decided on together.

While creating, the dynamicness,
authenticity, and friendlyness is taken

into consideration.

sile

silt

sustainable information
lifecycle of kervansaray

silks i

M oc.:0:

Sk =silk

sustainable information
lifecycle of kervansaray

) °
sile
", - w(,f"

&

SILK

o B

silk silk

silk

1545 p.m.
sifk.inst 7]

597 1569 275
Past Follewers Follewing
4

SILK ot

Edit profile

* olh sustainable information

lifecycle of kervansaray

sustainable information
Lifecycle of kervansaray

P .
%k "3@

. o (o) 9 O ==l L=
gan ¥ analytis @ . 6 & digitol archeology W gamer user analysis
e L ] Y ® Ggitolorchitecture @ anolysis



S ilh d i g it al Color Palette Construction Grid
caravainserals

Logomark
Light on dark Dark on light

. sustainable information
lifecycle of kervansaray

Social Media

o L]
S | ‘( S | ‘( silkervansaray

SILK
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Sustainable Information Lifecycle of Kervansaray
Public Awareness | Mapping | Photogrammetry |
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S ilh d igit al Instagram Youtube
caravainserailils

Social Media

Instagram Youtube

< silkervansaray o - SILK

SILK @silkervansaray + 114 abone - 81 video
93 995 412 Sustainable Information Lifecycle of Kervansaray ...devami
gonderi takipgi takip
linktr.ee/silkervansaray
Reels videosu igerik tireticisi
Sustainable Information Lifecycle of Kervansaray
Public Awareness | Mapping | Photogrammetry |
Reconstruction | 360 Images | Immersive Experience Ana Sayfa Videolar Shorts Canli Oynatma listeleri 8]
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o SILK Promotion Video i SILK by Hilal Kaleli i SILK by Giizden Varinlioglu i SILKby Miige Berat Ozteker H
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sillk AdAigital
caravanserals

Youtube Thumbnadils, Intro & Outro

Thumbnail Template for Interviews & 360 Videos
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| Team Members

Baver Bekiroflu Koen Maes o
Beril Toper Mige Berat Czteker s
Daniel Tsai Ozige Boirekel
N Doruk Turkmen Ozgin Balaban
Furkan Sinan Uglitroen Sandin Eshaghi
- Gzde-Dana Turhan Selin Sahin
Sepahr Seyadian Choubi

~ _Sepehr Vapz Afehar
Takehiko Magakura |

Tormoko Nagakura

Aarfik Yicel

’){iaogiyn Zhang

= |
EIRER|
[ 'w |||‘ |
1 I| 1
il
| Partners & Sponsors

|
Chevening Oxford Centre for Islamic Studies - .-...\_‘ :
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On Site Images




Lecturers: Assocm’re Prof. Dr. Gékhan Mura & Asst. Prof. Dr. Neca’rl Toros Muﬂu -.'

(Graduation Project, 2024-2025)
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surveinirxr

Project Summary

Survenir is a web-based, 2.5D RPG game
design project set in a frozen dystopian
world.

The game follows a traveler tasked with
transporting cargo through villages.

As the journey progresses toward a final
delivery in the city, the player gradually
uncovers disturbing truths about the
mission and the world he inhabits.

Genre: Adventure, Stealth Game

Theme: Dystopic, Sci-Fi

Perspective: Ist Person

Mode: Single Player

Target Audience: Indie game enthusiasts

https://mugedethh.itch.io /survenir

Survenir - Mige Berat Ozteker

Survenir is a 2.5D web-based RPG adventure game set in a frozen dystopia.
Developed using a custom engine in JavaScript, the game follows Paluk, a traveler
tasked with delivering mysterious shipments through remote villages while evadin .

https://www.tfadgrad.ieu.edu.tr/ved-projects/muge-berat-ozteker



https://mugedethh.itch.io/survenir
https://www.ffadgrad.ieu.edu.tr/vcd-projects/muge-berat-ozteker

surveinirxr

Game Research

Having no prior background in game field,
conducted extensive research to gain a
comprehensive understanding of game logic,
gameplay mechanics, and user experience
design.

Inspirations From Other
Mediums

Books & Comics
e MOEBIUS 9 - Jean Giraud.
* The Dispossessed by Ursula K. Le Guin, 1974.
* Invisible Cities by Italo Cavalo, 1972.
¢ Demon Ruchu, Stefan Grabinski, 1919.
¢ A Tale of Two Cities, Charles Dickens, 1859.
e Odisseia (Odyssey), Homeros.

Movies & Series
* Mad Max: Fury Road, Directed by George
Miller, 2015.
Scarface, Directed by Brian De Palma, 1983.
American Psycho, Directed by Mary Harron,
2000.

Taxi Driver, Directed by Martin Scorsese, 1976.

Snowpiercer, Series, 2020.

Projects
* WILDER MANN Project, by Charles Freger,
2010-201, All Europe

Aesthetics

* Ultima Underworld

e Antarctic Adventure

* Doom

* Dune: Who Controls
The Spice Controls
The Universe

* Quake

* Wolfenstein

Mechanics

* UnderRail

* Rogue Trooper

* Mass Effect

* The Elder Scrolls V:
Skyrim

* Death Stranding
* Water Delivery

¢ FTL: Faster
Than Light
* FrostPunk

* Far: Lone Sails

Story

* Disco Elysium

* Papers, Please

* This War Of Mine

* Death Stranding

* The Curse of Monkey
Island

* UnderRail

* Oxenfree

* Horizon Zero Dawn

* The Raven - Legacy
of a Master Thief

* Grim Fandango




suurveixnriixr

Synopsis

Paluk is tasked with transporting cargo
across villages to a city. His mission involves
gathering all the shipments, some of
which are secret and must be transported
without being caught by the patrols. Along
the way, he also collects souvenirs to take
back to his mother. When the final delivery
brings him to the city, one choice remains:
finish the job... or fight the system trying to
erase your past.

Mechanics, Dynamics &
Aesthethics (MDA)

Mechanics

* Container Trade
* Dialogue

* Health

* Collecting ltems

Dynamics
* Collecting Souvenirs
* Environmental & Non- Verbal Storytelling

Aesthetics
* Visual (Texture & Character)
* Ul and Controls

Gameplay Scenario

o
e ;
i
||
Il

s A 5 : )
o ¥ - P — — . Go to Chief
= = 5 A _— = for 1————-——J
,!r Approvement
o .
—_— = ———

the vehicle

Find souvenir .
or health

Take it




surveinirxr

Aesthetics

Features a retro-futuristic, pixelated style
representative to Doom-era graphics, with a
limited color palette and pixelated textures
to inspire nostalgia while maintaining the
cold, dystopian atmosphere.

Character Design

The character design process began with a
detailed analysis and sketching of each
character to define their personality, role,
and visual identity.

Following the conceptual phase, | brought
the characters into a physical form by
crafting their outfits using various fabrics
and hand-stitching their garments.

Once the physical models were completed, |
posed and photographed them in controlled
settings.

The final stage involved digitally removing
the backgrounds, applying a pixelation
process, and adapting the visuals to match
the game’s aesthetic and atmosphere.
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Village 2: Arluk

surveinirxr

Village 1: Nunahood

Map Design

During the map design process, attention

was given to the game's stealth mechanics

by incorporating linear patrol paths,

controlled fields of vision, strategic hiding

spots, and atmospheric environmental

elements. The layout is crafted to offer

Village 3: Montbers

tactical choices to the player.

Level Design

In designing the level structure of Survenir,

particular attention was paid to the scale

of each map, the placement of patrols,

. Doorx . Houses Chief's Ofice
houses, collectible items, transportable Shipment [l Greenhouse I Fetrol’s ofice
. . Objects Vehicle
crates, and the corresponding in-game - .
Characters g Vehicle Road
currency rewards. B rangar

The game consists of three main levels

X . X Pink & Blue Blue & Groy Grey & Dark
followed by a final level. Unlike the previous tones tanes tones
stages, the final level does not include f
player navigation within the map. Instead, it ek denn | Villege | village 2 | virtage 3 | ity
_F + d I Th 'I'h Igluic Fomepilsnr e Nunahaod Axluk Montbers "1 skyRow
eatures a dialogue sequence wi e

employer, Tecumseh. Shipment Types: l l Terireh 0l
Y

- Tekumseh's Mysterious Boxes

(dead people) when holding the Contract Contract Contract
boxes some whisper is heard. Take: 1T, 4F Take: 37, 2F Take: 4T, 2C Contract
1T = 50 money Give: 140 Money Give: 3P Give; 1P, 1F Take: -
Give: Every Box

- Plant (food) i l Earn: SEOM
1P =10 money . ]

Hangar 1: 3P, 1T Hangar 1: 17, Hangar 1: 1T P - Den
- Fabric flangar S0k Hangar 2: 1T, 1F Hangar 2: 1T, 1C - Accept —
1F = 20 money Hangar 3: 17, 1F Hangar 3: 2T, 1C ¥ v

Return to your
nometown

- Cloth Tesumseh kills you

1€ = 30 money

Tekumseh = Cloth > Fabric > Plant
Earn 10m fer each contract
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Trailer & Gamep Iaz Video

—_—
[
ICreated two different videos both to :
explain and excite people about the project. .

Promotional Video
https://www.youtube.com/watch?
v=clsllQidftw

Gameplay Video
https://www.youtube.com/watch?
v=0oHKqigIWONY &t=82s

the snow hides nothing



https://www.youtube.com/watch?v=clsIlQidftw
https://www.youtube.com/watch?v=clsIlQidftw
https://www.youtube.com/watch?v=oHKqiqlWQNY&t=82s
https://www.youtube.com/watch?v=oHKqiqlWQNY&t=82s
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surveinirxr

Graduation Exhibition

The project is exhibited at Izmir University of
Economics, 2 June 2025.

https://www.instagram.com/p/DKceY3ro-
D/

iue ffad f gradshow

Erain wk orael
onlvessiTenl

lzmir Ekonomi Unbversites] Girzel Sanatlar ve Tasarim Fakiltesi
2025 Mezuniyet Serglslve Defilesind onurlandirmaniz

srdially isvite you te henour Tzmir University of Ece =]
lacul ty of Emc Arts and Deslgﬂzozb ':..rfu 11|Un Exchibition amn rl Fashlon Show.

Prof. Dr: Ender Yazgan Bulgun Prof Dr. Yusuf Hakan Abaciadilu
GSTFDekan  FEAD Dean Rektir Rectar



https://www.instagram.com/p/DKceY3ro-tD/
https://www.instagram.com/p/DKceY3ro-tD/
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Shift + VCD Exhibition

The project is exhibited at Ahmed Adnan

Saygun Sanat Merkezi, 14 November - 9
December 2025.

femir Ekgnomi Oniversitest
Girsal Tasarimi Balimi
) Prajeleri Sergisi

14 Kasim - 9 Araltk 2025

LU

y

https://kultursanat.izmir.bel.tr/Etkinlikler/shi
ftved-karma-sergisi

https://www.instagram.com/p/DQ6t7GbD

Ew /

2l IzmiR Exonomi B
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ot = ’
54 |

some thﬁﬁ@ should stay buried '
> - .
ey Ve |

b
e
R

v


https://kultursanat.izmir.bel.tr/Etkinlikler/shiftvcd-karma-sergisi
https://kultursanat.izmir.bel.tr/Etkinlikler/shiftvcd-karma-sergisi
https://www.instagram.com/p/DQ6t7GbDEw_/
https://www.instagram.com/p/DQ6t7GbDEw_/

Lecturers: Asst. Prof. Dr. Ozan Atalan & Asst. Prof. Dr.Daniele Savasta
(MMD 302 - Design Studio, 2023)

Outputs
* Concept
* Rules & logic

¢ Rulebook
¢ |llustrations

* Tile design

* Gameplay matte
e Box design
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Adracy’'s

Character Dynamics and Relations in Bram Stoker’s Dracula

revenge o
Helsing
o Boxes Wolves Bats Money fog Garlic Cross Knowledge
Aim
The objective of this project was to
design a strategic tile-placement
board game for two players. A
comprehensive gameplay logic, ———
. b ﬂ’] + t d | - Her mother is dead due to the stress of .+ Lucy < — | Lurd_ I R , Quincey
encompassing both structure and rules, b niurinn L - a Goaldming - Morris
. - Become a vampire but killed by
wdas deve|oped 1'0 gu|de pleeI’ | Goaldming with the help of Van Helsing. )
interactions. ' : . - :
: Shooting
kids Horses Money ckills
The core mechanics draw inspiration
from established tile-placement board
games such as Carcassonne and
Kingdomino, while the narrative is -
thematically influenced by Bram friends Mina John
’ Harker married Harker
Stoker’s Dracula
< |
. . i Steno escaped
In addition to the gameplay design, the Bitten Writng " deaculaance
project included the creation of all
physical components, including the
rulebook, tiles, game board, and
Packﬂging- ’-’Dratula used him by fooling huml.“"
- Thinks Dracula is his master
s hal entini L Dr. John
?:fllal:ldbebyEr?c?ﬂ:a\:wﬂ?rT:iI;Vites Renfield . patient of Dr Seward Semjfard
\him to enter the asylum.
Flies spiders Phonograph
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Aim Of the Game
Preventing other
- - - player to create a
© ¢ ¢ . 5x5 area with same
gendered tiles
pee alized _
II\\H"— e Wt =
f =
¥
O aesignaread placing tiles to
otherteams side
=SPONEINg ©F I\_ __while "___"\
*
trying to create
S UC a 5x5 area
€ ed
al double e de
=, e oer and How To Win
heen dete ad
al To O a O
If one of the players
U o P
/'L'\
l/.-— — — __'““\.I
- ¥

i

RaE
L

(EECW

create a 5x5 grid
area with same
gendered tiles
N

N

S

can't place the
picked tile on their
board, they loose
and other player

General Playing Flow

Roll the dice.
‘.
il
/.—- = — = '--.,\
/ \
Pick a multiple tile Pick a single tile
from your deck. .\
Al
..I\ ',/ P -~
S A .
— = / 3
i / \
= ' ) Repl : h
; : : eplace it with your
Single Color Multiple Color Use chosen tile. other single tiles.
i |\\ 7
| [\ \
| f-' o, =
| / \\
| i y Same team Other team
/
| __."l
i
Iul |II _—
| o
\'\ i o N
“~___|Placeiton your side _— * Place it other side of
of the board. the board.
1 |
\ 7
~_, Otherteam rolls the |~
dice.
Components
~ Double Tile Deck Single Tile Deck 3D Printed Dice
5> Human's Deck Box Neoprene Mat Board

Dracula's Deck



Adracy’'s
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Revisions and Design

Decisions

After testing with a paper prototype, the
necessary revisions are made, such as
changing the grid mechanic from 5x5 to
4x4.

When the game is finalized in terms of

playability, the design process has started.

The color palette and fonts that will be used
are decided, and illustrations are created.

Decks, Tiles And Numbers:

Vampire Deck Human Deck
x E15% . * 3% Single Tile Deck
4x 3 4x [Xlx
x E3¥ s x B3
4x £l x K% 4x gﬂ x B 9x B1 9x &
4x EEd x ¥ 4x x K9 ox EJ 9x[¥
Total: 16 Tiles Total: 16 Tiles Total: 36 Tiles

Color Palette

PANTONE PANTONE PANTONE
P166-10U P98-16U P61-16U
/ Vampire Team
X (Attack) Y (Protect)

+ Vampire biting human

« Vampire standing next to

\ human sleeping without garlic

» Vampire sleeping on coffin

« Vampire hiding among the fog

Dimentions Of The Board

If tiles are 3x3 cm

69 cm
- | | 29 cm
5 crr'nI 27 ecm Icm
Experienced Other Changes:
Duration:
4x4 Grid
10-15 Min. During the tests. it is realised that

creating 5x5 grid was too hard
(Willbe tested with 33 was too easy. However
o people to see creating a 4x4 grid is the best
if it is accurate ) condition to play.

Human Team

X (Attack) Y (Protect)
+ Human holding cross against + Human sleeping covered in
the face of the vampire garlic flower
+ Human nailing the coffin + Human writing diary




d. rrac y 7 — TYPOQ"JPhY Main Title Sub-title/Slogan

Ai‘gchrtne Gothic Compressed EX:Z);ma Nova

revenge ACME GOTHIC COMPRESSED LIGHT ~ PROXIMA NOVA EXTRABOLD
ABCDEFGHHJK[MNO eBCDEFG!:IIIJKLMNO
OPRSSTULVYZ OPRSSTUUVYZ
abcdefghiijklmnodprsstuiivyz abcdefghiijkimnoéprsstuiivyz
0123456789.&7! 0123456789.&2!

Tile Design
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Box Design

S3TLL DILSYL-ONNL IHL
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TILE PLACEMENT GAME

Do
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DRACY'S
REVENGE

HASEAC GALING and 1he DRACYS REVENGE name and laga, the desigr of the playroons

WARNING:

CHOKING MAZARD - Srat pasts retfor 0
chidwe undord years or any redvidusie whe Save
sy i e Inaafiin chects by s meadhe

» o
i Do

1234 56“7890 12

™

Booklet Design

DRACY’S
REVENGE

RULEBOOK

o 3
o~

o ,

il

DRACY'S
REVENGE
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Box Contents

Plexiglass Tiles (Single & Double)
Neoprene Mat Board (Screen Printed)
3D Printed Dice

Booklet
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