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Objective: To further grow my game industry experience as a junior designer, producer, or writer, bringing Quality Assurance experience to a game or software production studio.

	Education

	Full Sail University (2007)

Winter Park, FL


Bachelor of Science Degree in Game Design and Development



	Work Experience

	Quality Assurance Tester, Play Well Studios (formerly NetDevil)

Project: LEGO Universe, www.legouniverse.com (April 2010 -Nov 2011)
· Often served as an assistant to the QA Leads with team management, task assignments, and specific bug investigations, such as Customer Service reports

· Experienced entering detailed, descriptive defect reports on a variety of game aspects

· Studio-wide usage of AGILE and SCRUM development, tracked using Rally

· Extensive testing of beta and release game, plus over a year of live time, until the studio was closed by LEGO

· Released ten large content patches and multiple hotfixes, working on a small team during live server maintenance windows

· Performance testing on compatibility hardware, including Mac OSX, Windows XP/Vista/7

Game Designer, KizToys, Inc., www.kiztoys.com (August 2009-November 2009)
· Assisted the Lead Game Designer, having direct responsibility for many tasks

· Extensive usage of Hero Engine, primarily via in-house tools, until the MMOG concept was canceled

· Created a dynamic and original world for the 6-12 year old target audience with multiple instances, combat styles, and platforming puzzles

· Designed multiple minigames from start to finish for development in Flash, including extensive communication with programming and art teams 
· I designed and/or tested some that are currently available online:
 www.kizstudios.com/casualgames.html#all
· Maintained documentation standards across game and level design teams, including asset lists for art and sound


	Student Experience

	Project & Design lead of Student Project– http://www.jmecannon.com/games.html (2007)
· Created and upheld game story, level designs, character and enemy concepts

· Headed creation of production, documentation, and schedules for all team members

· Co-created artificial intelligence system to handle level pathfinding, state changing, and attacking

	Specialties

	· Accurate work without requiring constant supervision 

· Experienced in manipulating game worlds and level environments using scripting languages, including Lua and XML, as well as in-house tools

· Works well within constraints set by game lore or senior design teams while still adding a creative touch

· Experienced with a wide variety of project-related applications, including Hero Engine, Visual Studio 2003 - 2008, Microsoft Office 2003-2008, Havok Visual Debugger, Perforce, JIRA, TestTrack Pro, Rally

· Author of four complete, original fictional novels currently seeking publication

· Capable of handling crunch hours and functioning well under pressure

· Strong sense of project loyalty and dedication and ability to multi-task


