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Game Design

Game designer with 8+ years experience in the industry. My passion is creating fun scenarios and environments for the player to experience. You could create the best art, the best game mechanic, but they all must exist together, this is what makes games “fun”.  I also enjoy scripting and setting up A.I. and unique combat scenarios, which has been a key focus for me as of late. I am also a believer in pre-planning and documentation. All of the pieces of a compelling game (game play, audio, programming, art) must live together to create the best experience. I love working closely with artists, programmers, animators, and cinematic teams during all phases of production, and I think it has expanded my knowledge about different professions to easily communicate between departments.
Skills include:
	· Third Person Action/Adventure development

· First Person Shooter Development

· Creating levels within the Unreal 3 tools
· Utilizing Unreal KISMET visual scripting language
· Brainstorming / Prototyping ideas

· Lighting (Within levels)
· Photoshop
	· Creating levels within 3DSMax

· PS3/Xbox Memory optimization for Unreal 

· Quake 3 Radiant Level editing
· Sketch-Up 
· C/C++ programming language(Quake C)
· Game design documentation

· In-house tools; scripting interfaces

· Communication with Leads and other department is an area I’m well versed at.



Experience
	Raven Software, Middleton, WI
Game/Level Designer
	9/2002 – Present


While at Raven Software, I helped shape, create, tune, and deliver 6 titles (5 licensed games and 1 completely original I.P.) for major consoles and PC. My role started as mostly a level designer, but I evolved to take on more specialty roles, such as scripting, animation implementation, and lighting work. 
Key projects:
· Singularity – Helped with concept to implementation on major areas of the game. Worked closely with A.I. programmers to drive large areas of game play. Aided in PS3 and Xbox performance optimization via level streaming optimization. Worked closely with animators to implement animations on enemies and scripted vignettes. Implementation of V.O. and music on most areas responsible for.  Bug fixing pre and post alpha/beta is always fun.
· Wolverine:Uncaged – Learned and mastered the Unreal 3 editor and scripting interface. Helped with concept to implementation on major areas of the game. Worked closely with animators to implement complex cut-scenes, as well as A.I. programmers. Aided in PS3 and Xbox performance optimization via level streaming optimization. Performed basic animation tasks within the toolset to help visualize gameplay. Helped drive ideas for melee control scheme and feel of combat.
· Marvel:Ultimate Alliance – Pushing the X-Men franchise to the Next-Gen consoles was a bit of some growing pains. I helped create and push the looks of levels with Lead Art and other artists. Implemented next gen lighting rigs, and also helped with the creation of levels. Implementation of conversation trees and VO to levels. was called upon to help teach the tools to new hires as well.
· X-Men Legends 2: Rise of Apocalypse – Immediately after the completion of X-Men Legends we began work on a sequel. Larger levels and more, enhanced AI. I performed the same role as before, but was more involved with pre-production and planning.
· X-Men Legends – Ravens first foray into the Marvel license. With experience on Jedi, I was asked to help with scripting, and level building within 3dStudio Max. Learned how to use and interact with console test kits and how to create optimized content for consoles
· Jedi Academy – My first project. I was hired to help create levels for the follow-up Jedi Outcast. Created entire brushwork levels, implemented texturing and lighting, AI implementation, and lightwave modeling for simple, in world objects. This was all done with the quake 3 engine. I also helped push the implementation of technology that was created in the modding community, for Jedi Academy.
Education & Training & Awards
	Full Sail University, Winter Park, FL

	9/2001 – 9/2002


Studied C++ programming language, as well as game design theory, physics, math, and team-based game projects. I also was very active in the online modding community through Quake 3, Jedi Knight, and Soldier of Fortune.
	I.S.S.A. Certifications in Sports Nutrition and Fitness Training, Online


	1/2009 – 12/2009


Obtained 2 fitness certifications from the international sports and sciences association. I am active in helping fellow employees at the company reach fitness goals. Helped 2 particular individuals drop a combined 70lbs of weight. This makes for a healthy, more productive working environment. I typically offer my consulting services for free a few times per year to interested individuals around the studio
I.G.D.A. Student Scholarship Winner, San Jose, CA






5/2002

Wrote an essay for the International Game Developer Association and was awarded a Game Developer Conference pass. I met a lot of like-minded game developer students, met and saw a number of inspiring panels. From that point I was hooked.


