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Game Designer, Producer, Researcher
· MIT graduate
· Published book author, Players and Their Pets: Gaming Communities from Beta to Sunset
· Highly motivated and goal-oriented
· Proven ability to guide projects from ideation to completion
· Adept at working both independently and with a team, on a deadline
· Precise and rigorous researcher

· Fast learner eager to try new things

· Superior communicator, written and oral, with excellent public speaking skills

· Proven ability to prioritize the needs of users, customers and clients
EDUCATION

· Ph.D. (ABD). Communication Studies. Concordia University, Montreal, QC.

· M.S. Comparative Media Studies. Massachusetts Institute of Technology, Cambridge, MA.

· M.S. Technical Communication. Northeastern University, Boston, MA.

· B.A. English. Canisius College, Buffalo, NY.

GAME DESIGN AND PRODUCTION
Idea Couture 


07/2015 – 09/2015
Game Design Consultant


Toronto, ON
· Designed and ran introductory game design workshop for 28 government employees.
· Providing ongoing feedback and critique of board game prototypes.
· Instructed Idea Couture employees in design and playtesting methods.

Playful Solutions


12/2014 – 01/2015
Game Design Consultant

 
Vienna, Austria
· Evaluated company business and game design plans for feasibility.
· Wrote a report suggesting game design strategies and methods.
· Researched traditional card game mechanics for application in serious game design.

MIT GAMBIT Game Lab 


08/2008 – 08/2012
Game Designer and Producer


Cambridge, MA
· Designed and produced four Flash games with teams from 2 to 9 employees.

· “Tipping Point,” “Pierre: Insanity Inspired,” “Robotany,” “Movemote.” 

· Planned and organized 9-week summer development program for 60 undergraduates.

· Interviewed and hired undergraduates for all positions. 
· Conducted regular playtest sessions and trained students in playtesting methods. 

· Managed four research and prototyping teams. 

MANAGEMENT AND TEACHING
Critical Hit Games Collaboratory, Concordia University


08/2012 – 04/2015
Co-Director


Montreal, QC
· Designed and implemented 10-week summer game development program, resulting in 20 finished games over two years and national press. 
· Mentored thirty-one students in game design, production, and project management. 
· Managed budget of approximately $125,000 CAD per summer.

Introduction to Game Design, MIT 


08/2009 – 08/2012
Instructor


Cambridge, MA
· Taught introductory game design to over forty students, graduate and undergraduate, over three semesters.

· Topics covered included iterative design, balancing, simulation, material affordances, and playtesting methods. 
· Recorded seminars and course material for iTunes U and MIT OpenCourseWare. 
PLAYER RESEARCH
Tandem Play Study. Concordia University.


08/2014 – Present
Research Assistant







Montreal, QC

· Designed experimental methods to study how people play single-player video games cooperatively, both locally and remotely.

· Facilitated and recorded over twenty experimental play sessions of ninety minutes each.

· Conducted semi-structured interviews with subjects regarding their experiences in the study.

· Currently writing an article on methodological concerns. 

Faunasphere Player Study, Concordia and MIT.


12/2009 – 12/2014 

Researcher 








Montreal & Cambridge

· Conducted a multi-year, mixed-methods study of the users of an online virtual world.

· Research methods included participant-observation, quantitative surveys, qualitative questionnaires, and discourse analyses. 

· Published results as a book, “Players and Their Pets” from University of Minnesota press.

Audio-Visual Feedback in Casual Games, MIT.


08/2008 – 05/2009

Research Assistant







Cambridge, MA

· Designed a study investigating the role of audio-visual feedback in video games.

· Developed two parallel games with varying audio-visual feedback effects.

· Interviewed study participants about their affective responses to both games. 
TECHNICAL PROFICIENCIES

Windows, OSX, GNU/Linux, XML, HTML, CSS, version control and bug tracking, Office
2

