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Personal Summary

I love making games that push the player to think and use their brain in a way that most games don't normally incorporate in their game play. To do so, I create new and fun ways to play the games while still keeping the player entertained and make them feel like what they're doing has a purpose.


I enjoy working as a team when making a game. A team should always be figuring things out and seeing what works and what doesn't, problem solving and creating new ideas in these types of situations are some of my strong points.
EXPERIENCE
Quality Assurance Test Analyst
Blizzard 








05/2016 - Present

Job Titles:  QA Analyst 2, Associate Test Analyst
Tasks: Reviewing changes to code, creating and assigning tasks for changes, creating and using automated tools, prototyping and implementing process improvements. Testing various parts of gameplay, user interface, and mechanics of the given game. Writing bugs and inputting them into the database. Verifying bugs that were reported fixed. Completing developer created tasks in order to test specific aspects in a timely manner.
QA Design Tester

Blizzard (Contracted through Volt)





09/2015 - 05/2016
Job Titles: Quality Assurance Tester
Tasks: Testing various parts of the gameplay, user interface, and mechanics of the given game. Writing bugs and inputting them into the database. Verifying bugs that were reported fixed. Completing developer created tasks in order to test specific aspects in a timely manner.
JR. SYSTEMS TEST ENGINEER

Activision (Contracted through Volt)





08/2013 - 11/2013

Job Titles: Quality Assurance Tester
Tasks: Testing various parts of the gameplay, user interface, and mechanics of the given game. Writing bugs and inputting them into the database. Verifying bugs that were reported fixed. Completing developer created tasks in order to test specific aspects in a timely manner.
MEDIA ASSISTANT

ChastityInc. & TheBrokenPixels






11/2012 - 06/2013

Job Titles: Personal Assistant, Production Assistant, Photography Assistant, Coordinator Assistant
Tasks: Assisting in media related projects, events, or personal affairs either using a camera, note taking, accounting, creating auto-editing documents, etc. Also assisting with media related events and coordination for companies: 'Collective Digital Studios', 'Gamers United', 'Entertainment Consumers Association' and 'MetaCafe'.

MINI GAME

Force Cube








03/2012 - 07/2012

Main Focus: Game Design, Scripting, Level Design
Secondary Focus: Modeling, Texturing, Audio Editor
Objective: In this game I focused on having a constantly changing environment controlled by the player rotating a cube in order to get to the main objective. The button presses are scripted to rotate the room, once the cube is inserted using the physics gun, a portal is unhidden and has collision turned on.
SIDE QUEST
Jade Alcove








09/2011 - 04/2012
Main Focus: Game Design, Scripting, Level Design

Secondary Focus: Modeling, Texturing, Audio Editor
Objective: In this quest style game I focused on the elements of the environment. The world is cold and harsh forcing the player to find warmth and retrieve the coat of 'never cold'. On this journey the player will encounter traps and puzzles that bring a sense of urgency where figuring things out quickly is a necessity. A lot of scripting was required to achieve a properly working health system and puzzle system. 
GAME WIZARDS

Star Hack








06/2011 – 09/2011
Main Focus: Project Lead, Scripter, Level Designer, Game Designer
Secondary Focus: Environment Artist, Audio Editor

Objective: In this game I created a rail shooter type game. Instead of shooting your enemies the player must be quick and tap sequences that show up on the screen in a timely manner in order to hack them. Other mechanics of the game include skill targets that move and memorization puzzles on certain enemies.
GAME WIZARDS
Victim









01/2010 - 03/2010
Main Focus: Environment Artist, Designated World Population
Secondary Focus: Gameflow Artist

EDUCATION
The Art Institute of California – Los Angeles, Santa Monica CA.
Bachelor of Science degree in Game Art & Design
Awards:
Achieving the Honor Roll for having a 3.5 GPA during multiple quarters.



Achieving the Dean's Honor Roll for having a GPA between 3.7 and 4.0.
Loma Linda Academy - Loma Linda, CA
High School Diploma
	SOFTWARE

· 3D Studio Max

· Maya
· Zbrush
· Photoshop

· Flash
· Word
· Excel
	SKILLS

· Visual Scripting
· Texturing
· Materials

· Modeling, Low poly, High Poly


	ENGINES

· Unreal/UDK/UT3
· Flash

· Unity
	LANGUAGES

· Actionscript
· Kismet


	DEVELOPER CONSOLE EXPERIENCE
· Xbox One

· PlayStation 4

· PlayStation 3

· Xbox 360

· PC
	DATABASE EXPERIENCE
· DevTest
· JIRA


