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Skills
Specialties
· Systems Design
· Technical Design
· Level Design

· Content Design
· Gameplay Programming
Languages

· C++
(6 Years)
· Java
(5 Years) 
· XML
(5 years)
· C#
(4 Years)
· Lua
(3 Years)

Interests

· Gameplay Scripting

· Camera Scripting

· Artificial Intelligence
· Gameplay Balancing

· Design Documentation

· Rapid Prototyping
Software
· Visual Studio

· Codewarrior

· Perforce

· Unreal 3 Engine

· Alienbrain 
· Oracle Database

· MySQL

· Excel
· Photoshop

· Illustrator









Experience


Systems Designer (October 2008 – Present)               		                      LucasArts


Star Wars: The Force Unleashed 2			      	  Playstation 3/Xbox 360               


Documented clear and concise boss designs that facilitated production


Worked with engineers and artists to implement gameplay


Developed AI for bosses including behavior trees and fight controllers 


Tuned timing and damage on attacks and developed tactics for fight completion


Worked on additional encounters for downloadable content on XBLA and PSN





Star Wars: The Force Unleashed			      	  Playstation 3/Xbox 360               


Designed and scripted boss encounters and environmental interactions using Lua


Built gameplay spaces using LucasArts’ proprietary Ronin/Zeno engine


Developed different enemy AI archetypes and methods of interaction


Tuned combat parameters for AI units and bosses





Level Designer							        LucasArts


Lucidity							Xbox Live Arcade/Steam


Constructed levels and placed enemies and rewards within levels


Tuned and adjusted levels based on gameplay feedback





Content Designer (May 2008 - October 2008)			 Midway Games 


Criminal	(Unannounced Project)     	     		               Playstation 3/Xbox 360


Created compelling level content and flow using the Unreal 3 engine


Documented work and contributed to multiple areas of game’s design


Supported other game designer with technical and creative issues





Gameplay Programmer (February 2008 – April 2008)		            Zeitgeist Games


Six Flags Fun Park DS					        Nintendo DS Game


Programmed gameplay for 11 different mini-games using C++


Collaborated with producers and artists to actualize game design documents 





Support Engineer (July 2005 – May 2006) 				    Sungard EXP PowerImage AG				 		   PC Workflow Software             


Dealt directly with customers to resolve complicated, in-depth issues reported from client production environments


Assisted with deployment of software on client site including setup and configuration of both SQL and Oracle databases





Quality Assurance Analyst (February 2005 – July 2005)    Sungard Workflow Solutions                                  


 PowerImage						   PC Workflow Software


Formulated complex and exhaustive test case scenarios for software releases


Executed test cases on all new builds to ensure an error-free product


Created and managed trouble tickets including resolving, assigning and escalating as appropriate for timely resolution and response


Updated management and provided reports with the status on all events per the escalation procedures





Education


Full Sail University				                           Winter Park, FL


Bachelor of Science Degree in Game Design and Development (2008)





National Aeronautics and Space Administration (NASA)                         Pasadena, CA


Mars Athena Student Intern (February 2003 – April 2004) 


Worked directly with the science team at the Jet Propulsion Laboratory to analyze data as it was being sent back from the Mars Athena rovers


Sought to determine whether or not conditions on Mars were ever suitable for sustaining life on Mars by looking for signs of water




































