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AMANDA  ·  B R I T TO

N A R R A T I V E  D E S I G N E R  ·  L Q A  A N A L Y S T

Game Writing · Localization QA · Worldbuilding & Documentation

/  C O N T A C T

L O C A T I O N

Montréal — QC, Canada
P H O N E

+1 (418) 446-0091
E - M A I L

ab.murtinho@hotmail.com
L I N K E D I N

/in/amandareznor
C R E D L Y

/users/amanda-reznor-britto

/  C O R E  S K I L L S

/  T E C H N I C A L

/  L A N G U A G E S

English & Portuguese
●  ●  ●  ●  ●

French
●  ●  ●  ●  ●

Spanish
●  ●  ●  ●  ●

/  P R O F I L E

Narrative Designer and LQA Analyst bridging game writing and quality assurance. Author of
bilingual scripts, lore, and GDDs for award-recognized titles (Sleeping Dragon, Bedtime
Fright) and quality analyst on AA/AAA productions such as Football Manager 26 and Marvel
Contest of Champions. Published author — 2 books, 25+ short stories, 30+ anthologies —
bringing a writer's eye to localization, consistency, and player-facing text across PC, console,
and mobile.

/  P R O F E S S I O N A L  E X P E R I E N C E

LQA Test Analyst — GlobalStep

2025 – present · Montréal, Canada

Narrative Designer — Vermillion — Sleeping Dragon

2020 – present · São Paulo, Brazil

Narrative design & game
writing

—

Bilingual scripting (EN/PT)—

Worldbuilding, lore &
GDDs

—

LQA & compliance testing—

Localization quality—

Regression & ad hoc
testing

—

Cross-functional
collaboration

—

Unity · Twine · RPG Maker
· Roblox Studio

—

Jira · Redmine · TestRail—

HTML, CSS, JavaScript—

SQL, Python—

Pitch bibles · GDDs ·
whitepapers

—

Hybrid test setups
(Parsec, RDP, dev kits)

—

Test and evaluate game content for narrative quality, grammar, translation accuracy,
localization, contextual consistency, and functionality.

›

LQA and compliance testing for AA/AAA titles — Football Manager 26, NBA Bounce,
Marvel Contest of Champions — for publishers and studios including SEGA, Sports
Interactive, Outright Games, and Kabam.

›

Cross-platform coverage (Steam, PS5, Xbox, Switch, Netflix, iOS/Android): point reviews,
ad hoc, and full regression cycles.

›

Document results and track issues via Jira, Redmine, and Google Sheets; maintain
internal databases (OTS, ORDB) supporting test coverage and compliance.

›

Developed the game's universe: bilingual lore (PT/EN), dialogues, character catchphrases,
maps, item tables, and NPC descriptions tied to gameplay mechanics.

›

Produced the Pitch Bible, GDD, marketing articles, and a ten-chapter book set in the
game's universe.

›

Title selected for Tokyo Game Show 2023; released on Steam.›
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/  C E R T I F I C A T I O N S

/  A W A R D S

/  O N L I N E

P O R T F O L I O

amandareznor.netlify.app
S T E A M

Sleeping Dragon
I T C H . I O

revstudio.itch.io/bedtime-
fright

/  P R O F E S S I O N A L  E X P E R I E N C E  —  C O N T I N U E D

Narrative Designer — REVstudio — Bedtime Fright

2018 · São Paulo, Brazil

Narrative Designer — Lighthouse — Down Below

2022 · remote

Game Development Professor — College of Technology Impacta

2020 – 2023 · São Paulo, Brazil

Author & Content Writer — Lua Nova Publishing

2012 – present · São Paulo, Brazil

/  A C A D E M I C  E D U C A T I O N

Specialization in Digital Games

Metropolitan University Center — FMU · 2015 – 2016 · São Paulo, Brazil

Master's Degree in Literature

University of São Paulo (USP) · 2019 – 2023 · São Paulo, Brazil

Master's Degree in Professional Education

CEETEPS — Centro Paula Souza · 2016 – 2017 · São Paulo, Brazil · validated by ECA (Educational
Credential Assessment)

Bachelor of Computer Science

Metropolitan University Center — FMU · 2020 – 2024 · São Paulo, Brazil

Google Data Analytics—

Google Cloud Computing
Foundations

—

Prompt Engineering—

CELPIP English — Level 10—

Programme de
francisation du Québec —
niv. 8

—

SBGames — 2018 & 2019—

Finalist — BIG Festival
2019 (two titles)

—

Best Brazilian Game —
Sesc Game Place 2021

—

Official selection — Tokyo
Game Show 2023

—

Panorama Brasil — ProAC
2019

—

Winner — Global Game
Jam (Mimix VR), 2018

—

Wrote the bilingual script and designed the symbology system for a psychological tale
about the origin of a child's fear of the dark; authored a children's book based on the
game's story.

›

SBGames 2018 · Finalist, BIG Festival 2019 · Best Brazilian Game — Sesc Game Place
2021.

›

Web3 / P2E project: bilingual lore, whitepaper, and GDD documentation, character
design, and weekly content for site and marketing.

›

Taught Game QA & Testing and game/mobile development environments, guiding hands-
on Unity projects with production-oriented workflows, structured bug reporting, and
feature validation.

›

2 books and 25+ short stories published; featured at the São Paulo International Book
Biennial (2012, 2016, 2022) and the Rio de Janeiro Book Biennial (2015); 100+ articles in
magazines and newspapers.

›


