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Profile: 

A Passionate Game Developer with technical skills in both C# and C++. My goal is to create games that feel good, are memorable and most importantly fun to play. 
Skills: 

Software: Unity, Unreal, Construct 3 

Programming Languages: C#, C++, Blueprints, HTML, CSS 

Soft Skills: Creative Problem Solving, Organization, Teamwork, Communication, Openness to feedback, Planning and Design

Game Design Experience: 

Tekamutt Media – Reaction Distraction (Android, IOS) (Unity 6, C#)
Genre: Mobile, Reaction time
Role: Game Designer, Gameplay Programmer
· Designed the full game
· Colour change system for a more inclusive design
· 18 different game variations
· Programmed the full game
· Integrated Unity Global leader boards
· Offline game play with scores saved and update when connected to the internet
· Released the game through play store and the App store

Alberta Slow Jam 2025 – Side Job Steve (WebGL, Unity 6, C#) (Finished 3rd place in the game Jam)  
Genre: Arcade shooter. 
Role: Game Designer, Gameplay Programmer
· Collaborated as a team on Game design
· Designed and programmed character movement
· Designed, programmed and iterated through various upgrade systems
· Designed, programmed and iterated through various Job systems 
· Collaborated using version control software GitHub and Azure

Toronto Film School – Alice in Public Domain (Capstone Project) (Oct 2023 – Mar 2025) (PC, Unreal 5.3.2, C++ and Blueprints)
Genre: 3rd person action game. 
Role: Game Design lead, Gameplay Programmer, collaborated on Level Design
· Created game design documents and level design documents
· Collaborated with artists, producers and developers to determine priorities, reduce scope where needed and minimize crunch
· Designed multiple characters with unique abilities, attacks and movement 
· Developed character abilities using a combination of C++ and Blueprints 
· Designed the first pass of level we used, helped adjust level design and flow through out development
· Developed key platforming elements through out the level. 
· Had a general understanding of all systems used to build the game, I used that knowledge to help members of the team complete tasks

Education: 

Toronto Film School (Oct 2023 – Mar 2025) 
· Ontario College Diploma in Video Game Design and Development
Kennicott Sixth Form Collage (Sep 2007 – July 2009)
· Business studies
· Media studies

Volunteer: 
Fernie Elk river:
· Yearly river walk clean ups
· Water sampling
· Tree wrapping
Fernie youth soccer:
· Assistant coach
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