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SUMMARY

Game designer and published author with nearly 2 years industry experience, a B.A. in English, and a Game Design degree. Specialize in all aspects of writing that revolve around the creation of a game, from the creative to the technical, as well as level design – including level planning, mission scripting, geometry & trigger placement, zoning / optimization, lighting, and encounter tuning. Experience in front-end design, machinima, scripting, and pitching.

· Lead designer / writer on 2-part educational RPG series for the DS and 2 casual games for the PC

· Wrote & maintained 4 full-length design docs, 10 shorter design docs, several pitches, dialogue & cutscenes

· Scripted levels for PC dash game, boards for PC trivia game, and dialogue for RPG using in-house toolsets

· Created 1 full-conversion game in UT – Seas of Europa – 2 board games, 2 level mods, and 2 Flash games

· Designed 8 user-interface systems, prototyping two and implementing several others

· Twice-published author on Gamasutra – 3-part article titled Katamari Damacy – A Critique & a postmortem

· Graduated from both secondary schools with Honors; won 2 game design awards at VFS

· Won an ELAN for Best Art Direction, Student Game – Seas of Europa; nominated for Best Student Game

· Worked nine years in professional team environments


WORK EXPERIENCE

Game Designer






March 2007-Present

Aloha Island Inc. – Honolulu, HI

In general, as Aloha Island’s resident game designer, I:

· Created and maintained all game design documentation, including design docs and game pitches
· Scripted levels, game board layouts, and dialogue using in-house proprietary toolsets
· Play tested levels and mechanics both on paper and in game
· Created and helped implement all user interfaces
· Ran all play test sessions, with users ranging from 7-year-old children to 37-year-old women
· Collaborated with Lead QA and QA Testers on bugs found and bugs fixed
· Acted as producer on several occasions, creating programming / design schedules and asset lists
As lead designer / writer on a 2-part educational RPG series for the DS (2-year production cycle, team of 30), I:

· Wrote 2 (of 10) levels of dialogue, edited all dialogue, and wrote and edited all cutscenes (approx. 75)
· Created story, level, and dialogue progression trees, then scripted dialogue trees in-game
· Corresponded daily with our non-profit educational producer, PREL; 2 producers, 3 educators, 10 artists
· Collaborated with 2 for-hire writers in Wisconsin; flew out there for week-long conference August ‘07
· Worked closely with the 3 educational designers to get all educational requirements in game
· Worked with programmers to implement and tweak combat system, recharge & repair mini-games
As lead designer on a casual dash game (think Diner Dash) for the PC (9-month production cycle, team of 6), I:

· Created over 50 levels showcasing business terms / practices and Department of Education standards
· Was in charge of a Junior Game Designer who helped create levels
As lead designer on casual trivia / board game hybrid for the PC (9-month production cycle, team of 5), I:

· Wrote a full-length design doc for a cell phone version of the game before moving to PC
· Helped design the board layout tool and a backend system for tracking and tagging trivia questions
Clerical Associate I - Annuity Processing



September 2002-July 2005

Bank One/Chase – Milwaukee, WI

Service Unit Team Member





June 1999-September 2005

AQS-Applied Quoting Systems, Inc. – Hartland, WI



HIGHER EDUCATION

Diploma, Video Game Design





October 2005-October 2006

Vancouver Film School – Vancouver, BC





Produced a fully functional 15-minute game – Seas of Europa – on 12-week production cycle with team of 4

· Wrote and/or edited all documentation for Seas of Europa

· Subtracted geometry of level design in Unreal Editor, with set decoration trials and first pass at lighting

· Designed and implemented front-end functionality for SoE
· Pipelined art and sound assets into the editor and then into game

· Collaborated with lead programmer, working on all code except heavy gameplay programming

· Tested, bug tracked, & tuned the game according to our own QA standards

· Pitched game to industry professionals – voted best pitch, with the game to stand behind it

	Classes of Note:
	· Game Audio I & II
	· Interface Design I & II

	· Game Theory I & II
	· Level Design I & II
	· Scripting I & II

	· Machinima/Cutscenes
	· 3D Modeling I & II
	· Storyboarding


Bachelor of Arts, English – Literary Criticism, Creative Writing, Film
August 2002-May 2005

University of Wisconsin-Milwaukee – Milwaukee, WI

English Major – Journalism, Film, & Humanities



August 2000-May 2002

Northern Arizona University – Flagstaff, AZ


DESIGN SKILLS

	· Game design and documentation
	· Critical analysis of gameplay mechanics

	· Creation of game systems & mechanics
	· Scheduling and milestone management

	· Gameplay tuning and balancing
	· Front-end design & implementation

	· Concept creation and pitching
	· Storyboarding design & implementation


TECHNICAL SKILLS

	· Unreal Editor 2.0
	· Adobe Premiere Pro 1.5
	· MindManager X5

	· WOTgreal
	· Adobe After Effects 6.5
	· Propellerhead Reason

	· Neverwinter Nights Editor
	· 3DS Max 8
	· Digidesign Pro Tools

	· Macromedia Flash 8
	· Macromedia Dreamweaver
	· Sonic Foundry Acid Pro 4.0

	· Adobe Photoshop CS2
	· Microsoft Office
	· EVa Real-Time

	· Adobe Illustrator CS2
	· Microsoft Visual Studio
	· Alias MotionBuilder 7.0


SOFT SKILLS

Maintain Vision in Time-Sensitive Team Environment

· Completed a 2-part educational RPG with only a 2-year production cycle and team of 30

· Finished 2 casual PC games with only 9-month production cycles and teams of 5-6

· Succeeded in creating a game demo on an intensive prepro and production cycle in a team of 4

Communicate Ideas in a Wide Variety of Aesthetic Areas

· Knowledgeable in many fields, from art to code, story to gameplay

· Participated in discussions/meetings/open forums daily with the company president, lead programmer, art director, and producers during production and preproduction cycle, each of us coming from our own angles
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