
objective
To emotionally engage the participants of my interactive entertainment

experience
inXile Entertainment    March 2018 – Present        (Remote) Eugene, OR
Frostpoint VR – Senior Designer
· Responsible for multiple roles during the design and production of Frostpoint VR, including System Design, Level Design, Worldbuilding, and Narrative Design
· Structured the game’s narrative themes into a sweeping arc, over forty hours of gameplay, aligning major dramatic reveals with non-linear player progress
· [bookmark: _GoBack]Designed systems to deliver non-linear narrative and tutorial content using looting and crafting mechanics, NPC interactions, dynamic events, and environmental storytelling
· Defined core environmental look-sets by compiling reference images, modeling construction kits, and creating detailed asset request lists for outsource partners
· Designed environments to support forty concurrent players and a variety of unique AI creatures, within an open-world, multiplayer survival game
· Implemented large, streaming environments in Unreal Engine 4 using BSP, block-out construction kits, terrain sculpting and existing asset libraries
· Following a major design pivot, redesigned open world environments into discrete maps, supporting popular 10v10 competitive multiplayer game modes such as TDM, Conquest, and Attack/Defend
· Implemented game mode setups and AI spawn management across four maps using Unreal 4 Blueprint scripting (Village, Valley, Bunker, and Tanker Bay)
· Participated in all aspects of game design including conception and development of characters, environments, game modes, weapons, enemies, player mechanics, game balancing, writing design documents, 2D paper mapping, 3D environment modeling, terrain sculpting, entity placement, blueprint scripting, asset wrangling, basic lighting, and killing of the bugs 

Electronic Arts	   August 2013 – January 2018     Redwood Shores, CA
Untitled Star Wars – Senior Single-player Designer
Battlefield: Hardline – Senior Multiplayer Designer
Battlefield: Hardline Premium DLC – Senior Multiplayer Designer
· Engaged in the production of an untitled 3rd person action-adventure game set in a classic Star Wars location
· Designed and implemented single-player missions highly focused on delivering an authentic Star Wars story, blending crafted cinematic presentation with shooting, climbing, and stealth gameplay
· Designed and implemented five multiplayer maps for Battlefield: Hardline and Battlefield: Hardline Premium DLC (The Block, Hollywood Heights, Black Friday, Train Dodge, Alcatraz)
· Pitting high end criminal gangs against elite police forces, these highly destructible maps feature infantry and vehicle combat between sixty-four players, bringing Battlefield’s signature gameplay to the war on crime in America
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· Participated in all aspects of game design including concept and develop-ment of mission encounters, game modes, weapons, enemies, and player mechanics, game balancing, writing design documents, 2D paper mapping, 3D environment modeling, terrain sculpting, cinematic and encounter scripting, asset wrangling, basic lighting, and killing of the bugs 

Spark Unlimited 	       July 2011 –  December 2012 	        Van Nuys, CA
Lost Planet 3 – Senior Multiplayer Designer
· Designed two multiplayer maps (Stronghold, Quarantine), game modes, and player mechanics for Lost Planet 3, a third person, action-shooter featuring three-way conflicts between teams of players and hostile AI creatures native to the planet
· Maps featured a cover system, grappling hook traversal, and objectives supporting the larger fiction of the franchise
· Principal designer of the in-game economy; using conquered enemies and AI creatures to fund player special abilities
· Participated in all aspects of game design including concept and development of game modes, weapons, enemies, and player mechanics, game balancing, writing design documents, 2D paper mapping, 3D environment modeling using Unreal 3, entity placement, cinematic and encounter scripting, asset wrangling, basic lighting, and killing of the bugs 

Insomniac Games  December 2007 – December 2010	        Burbank, CA
Resistance 3 – Senior Single-player Designer
Resistance 2 – Lead Competitive Multiplayer Designer
· Designed and co-implemented five chapters and a “boss” creature for Resistance 3’s Single-player/Cooperative campaign
· Led the multiplayer team in the creation of Resistance 2’s competitive multiplayer game featuring massive sixty-player infantry battles
· Designed objective based game modes, weapons, power-ups, spawn systems, short and long-term reward structures, and UI to promote team coordination and cultivate relationships between friends and rivals
· Provided direction and scheduling for associate designers, wrote best practice documents and assisted in the design of new development tools
· Championed Resistance 2’s competitive multiplayer mode to the National and European gaming press with live demos and interviews 
· Speaker at GDC 2009 - “Pushing the Limits: The Technical, Design, and Social Ramifications from Increasing Player Counts in Online Games.”
· Organized weekly play tests and feedback sessions with the team
· Participated in all aspects of game design including concept and develop-ment of game modes, weapons, enemies, and player mechanics, game balancing, writing design documents, 2D paper mapping, 3D environment modeling using Maya, entity placement, encounter scripting, asset wrangling, basic lighting, and killing of the bugs 

Offset Software	August 2006 – September 2007      Newport Beach, CA
Project Offset – Lead Designer
· Major creative and design contributor to Project Offset including high level story concepts, core gameplay mechanics, character classes, vehicles, and enemies
· Designed a unique hybrid combat system, combining fast paced FPS action with third person hand-to-hand combat, to create a seamless medieval battle experience 
· Designed and led the creation of a proof-of-concept demo featuring single-player and multiplayer modes
· Pitched the game prototype to major game publishers and movie studios
· Supported level designers with creative direction, problem solving, and scheduling
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· Collaborated daily with all departments to communicate design vision, facilitate decision making, define responsibilities, prioritize deliverables, and form predictable and efficient pipelines
· Additional responsibilities include writing and maintaining the GDD, creating and tuning weapons, enemies, spells, player abilities, power-ups, combat animation trees, and creating prototype maps for SP and MP 

Neversoft 		January 2005 – August 2006          Woodland Hills, CA
GUN, GUN II (canceled) – Game Designer 
Tony Hawk’s Proving Ground – Level Designer
· Designed linear and open-world missions that support the gameplay and storylines of the GUN and Tony Hawk franchises
· Used  3D Studio Max to model engaging gameplay spaces, tune navi-gation systems, and configure game entities
· Wrote clean, commented scripts to coordinate AI maneuvers, direct animation sequences and engineer sophisticated entity behaviors
· Created design documents detailing mission walkthroughs, story lines, character biographies, dialogue, control systems, gameplay mechanics and asset lists

Electronic Arts 	May 2002 – January 2005 		Los Angeles, CA
Medal of Honor: Pacific Assault – Level Designer
Medal of Honor: Rising Sun – Associate Level Designer
Medal of Honor: Allied Assault - Spearhead – Jr. Designer, QA Tester
· Designed and implemented the “Pistol Pete Showdown” campaign mission for Medal of Honor: Rising Sun 
· Designed and implemented various campaign encounters for Medal of Honor: Pacific Assault including work on Pearl Harbor, Makin Atoll, and Guadalcanal
· Participated in all aspects of level design for multiple projects including high concept development, design documentation, 2D paper mapping, 3D environment modeling with 3D Studio Max, entity placement, encounter scripting, asset wrangling, basic lighting, and bug fixing

THQ Inc.		February 2002 – May 2002	         Calabasas Hills, CA
	Moto GP – QA
Hot Wheels: Bash Arena – QA
Rugrats: Munchinland – QA
	Matchbox: Cross Town Heroes – QA 
Bob the Builder: Can We Fix It? – QA


· Quality Assurance Tester - Duties included isolating and reporting software defects, gameplay imbalances, and user interface issues

technical skills
Applications:		Unreal Engine 4, Frostbite, Unity, Luna (Insomniac 
Toolset), Radiant, Offset Engine, Maya, 3D Studio Max, 
Adobe Photoshop, Illustrator, Flash, Jira, Perforce, 
MS Visual Studio
Programming:	UE4 Blueprints, Frostbite Schematics, Lua, Neversoft Script, MOHScript, C++, Visual Basic, Java, JavaScript, ActionScript, HTML, XML
Game Platforms:	Windows PC, XBOX One, PS4, XBOX 360, PS3, XBOX, 
			PS2, GameCube
	
education
Rochester Institute of Technology		1994 – 1998	      Rochester, NY
Bachelor of Science, Information Technology
· Concentrations in Windows Programming and Multimedia Design
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