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GAME DESIGNER

Level Designer - Battlefield 4

scripted streaming, animations and combat scenarios for
single player levels

Website: www.battlefield.com/battlefield-4
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designed and scripted combat and story setups. collaborated with
numerous groups to integrate content, participated in several special
feature design pods.

Projects: Dead Space 2, Dead Space 2: Severed, Dead Space 3
Website: deadspace.com
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flex code, interface & game design, technology research
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program architecture, legacy code maintenance, build system
Website: noisemanagement.org
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Presented the design process behind the CO-OP feature in Dead
Space 3
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Participated as part of the Level Design in a Day tutorial, delivering a
lecture on my approach to environmental storytelling
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Presented the design philosophy behind horror employed during my
work on Dead Space 2

Website: gamedesignexpo.com/2011/08/creating-fun-through-fear
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