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Education
B.A. University of Colorado, Boulder, Colorado, USA

Key Qualifications
I am an adaptable and experienced Designer with outstanding conceptual skills backed by sound technical knowledge. I have an excellent ability to quickly assimilate new techniques, and to translate these into realizing a strong creative vision. I am keenly aware of tight schedules, and I combine a vigorous attitude with an easy-going approach.

Core Competencies
Team Leadership, Game Design/Systems Documentation, Interdepartmental Communication, HUD/UI/UX Systems Concept and Design, Wire-framing/Flow Diagrams, Usability Testing, Outsource Management, Software Quality Control, Multiple Alpha/Beta Testing, Performance Reviews, Software Training, Graphic Design, Business to Business/Consumer Marketing

Software

Microsoft Office Suite, Pivotal Tracker, Liquid Planner, Visio, Visual Scripting (various), Unreal, CryEngine, Maya, 3D Studio Max, Unity, Havok, IdolEd, TorchEd, Asura Engine, Adobe Creative Suite, Quark Xpress, Version Control Software (various)

Software/Game Development

Illfonic, Denver, CO, USA   September 2014-present
Lead Game Designer
Moving Hazard
· Design and implementation of multiple FPS levels

· Weapon Balancing and Attachment system

· Procedural Ai spawning system

· Skill Tree and Character Progression with full Economy system
Senior Game Designer
Star Citizen, Armored Warfare, Sonic Boom
· Design and Wire-framing for Artificial Intelligent FSM’s (Finite State Machines) designating class-based Squad behaviour in vehicles
· Paper Design of modular, scalable and procedurally generated Enemy Spawns
· Layout and implementation of multiple grey-box prototype encounters
Idol Minds, Louisville, CO, USA   December 2006-May 2012, October 2012-July 2013
Lead Game Designer
PAIN, Warriors Lair, World of Hurt, Mobile Project X
· Responsible and accountable for the coordinated management of a 4 year software development with 8 major releases and Alpha/Beta testing cycles.

· Interview, hire, mentor and lead a cross creative/technical team of 10 personnel.
· Define, assign and track tasks while working to ensure the completion of milestone objectives.
· Address technical issues and present weekly reports to maintain Client communication and visibility across the Project.
· Modify and help to define scope, budget and adjust development that addresses new technology and consumer trends.
Travellers Tales, Oxford, Oxfordshire, UK   May 2005-October 2006
Art Manager
Super Monkey Ball Adventure, Lego Batman

· Troubleshoot the Art Department of an existing 10 million dollar software development for Sega Japan.
· Oversee a seven man Art team; hold disciplinary meetings and set quarterly and 
completion goals.
· Review, hire and manage new employees on a tight schedule.
· Assisted Studio Manager with budget and acted as Interim Studio Head for site closure.
Visual Sciences, Dundee, Scotland, UK   July 2004-May2005

Art Director
Carmageddon

· Direct existing development team of 20 Artists and Designers, to meet project deadline.

· Define, and work with Producer to track and complete milestone objectives.
· Work with Publisher to bring a well-established title to a modern audience.
· Maintain creative vision and support development by both Engineering and Design.

Rebellion Developments, 2000AD, Oxford, Oxfordshire, UK   February 2002-July 2004

Senior Artist/UI Artist
Judge Dredd: Dredd vs Death, IronStorm: WWZero, Sniper Elite, Rogue Trooper, Gunfighter2

· Generate 3D and 2D Artwork for multiple projects.
· Work with Design to implement multi-platform, scalable User Interface.

· Co-Author and Produce Book detailing the “Making of” process of Computer 
Game Development

Hi2 Limited, Oxfordshire, UK   November 2000-December 2001

Web Developer/Graphic Designer
· Assist and Design the development with focus on converging game technologies. 
· Market scalable Game Lobby Client for Web, J2ME and iDTV standards.
· Design and implement both Web based and traditional marketing materials.
Graphic Design and Advertising
Variable Image Production, Oxfordshire, UK   June 1998-October 2000
Studio Manager
LVB Draft Worldwide, Oxfordshire, UK   March 1996-May 1998
Studio Manager 
Reality Design and Marketing, Galway, Ireland   January 1995-March 1996
Graphic Designer 

CareerTrack, Boulder, CO, USA   June 1991 - December 1994
Graphic Designer 
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