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Summary of Qualifications
 
A Software Production professional with more than 2 years of professional game development and over a decade of independent game development, with experience in the coordination of project schedules and all aspects of game production, plus proven team leadership experience, in addition to an educational background in computer science and CAPM certification (associate level PMP).
RElevant WORK Experience

Associate Producer, HB Studios
November 2008
· Assisted in schedule creation and tracking on a discontinued Nintendo Wii title.

· Tracked daily development progress and reviewed latest playable builds.

· Provided crucial evaluation documents for the design team based on their work.

· Liaised between the Art, Programming, and Design departments to create and maintain a detailed wiki.
Lead Development Support, Tilted Mill Entertainment
January 2007 – June 2008


· Present for development cycles of SimCity Societies and its expansion pack Destinations.
· Collaborated with producer in tracking daily progress, reviewing latest builds, prepping for milestones.
· Oversaw the development support team, created schedules, testing plans, and facilitated team meetings.
· Acted as liaison between development support and design, art and programming departments.
· Created and documented daily builds, maintained the build automation process
· Tracked incoming art and sound assets and implemented 90% of the XML database work.
· Worked with EA’s art team during the implementation of external art assets and localization.
· Worked with EA’s QA team in delivering builds and to ensure high standards in game testing.
· Tracked and documented numerous bugs
· Worked with all other departments to document the game’s XML database for internal and modder use.
Quality Assurance Analyst, Blizzard Entertainment
June 2006 – January 2007


· Tracked and documented over 600 bugs for World of Warcraft: The Burning Crusade.
independent game production


· Between Heaven and Hell – September 2006 – Designed, scripted, and created all art and sound resources for this full-featured platformer adventure game, released after 2 ½ years in development.  Featured in Games for Windows Magazine’s Freeplay column (July 2007).
· Arcanosphere – May 2006 – Collaborated on this arcade action title for a class project.  Served as scripter and level designer, while my collaborator created the artwork and storyline.
· AfterShocked! – July 2002 – Designed, scripted, and created all art and sound resources for this full-featured graphic adventure game, released after 3 years in development.  Featured on the discs of Computer Gaming World magazine (November 2002) and PC Home (January 2004).
Education
 
Bachelor of Science, Computer Science
August 2002 – May 2006 
University of Southern California – Los Angeles
Los Angeles, CA
technical skills
 
· Software: Microsoft Office Suite (Word, Excel, PowerPoint, Project, Visio, etc.), Photoshop, Premiere, 3D Studio, Perforce, SourceSafe, Visual Build, Elementool, DevTrack, Wiki, Dreamweaver, Clarity
· Languages: C, C++, C#, Java, HTML, XML, AGAST, TorqueScript
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