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Highly Experienced Game Designer
Seasoned and goal-oriented senior game designer and monetization leader with extensive experience optimizing free-to-play mobile game economies and driving sustainable revenue growth. Proven expertise in live operations management, mathematical economic modeling, and cross-functional team leadership across AAA and casual gaming studios. Expert in user behavior analytics, progression system architecture, and data-driven feature development that maximizes player engagement while achieving optimal monetization balance. Demonstrated success collaborating with product, development, and corporate stakeholders to deliver innovative gaming experiences that consistently exceed performance benchmarks and business objectives.
Areas of Expertise
	· Strategy & Revenue Optimization
· In-Game Economy Management
· Live Operations Design
· Free-to-Play (F2P) Game Mechanics 
	· User Lifetime Value (LTV)
· Performance Metrics & KPIs
· Cross-Functional Collaboration
· Product Management 
	· Game Systems Design
· Economic Frameworks
· User Behavior Analytics
· A/B Testing & Experimentation


Technical Proficiencies
Adobe Animate | Adobe Photoshop | Core Audio Software | Autodesk Maya | MS Office Suite (Excel, Word) | VBA | Atlassian | Jira | Confluence | Mix Panel | Tableau | Unity | Unreal | Godot Engines | JavaScript | C# | C++ | Lua | Python | Satori
Professional Experience
Amber Studios & Kara Okulta ~ Remote 	2025 – 2026
Lead Game Designer – Skeletor: Until Next Time
Designed game economy from the ground up alongside the pitch documents. Coordinated with Mattel to leverage the He-Man and Skeletor brands to coincide with the release of the 2026 film. Authored core design documents that include game rules and flow, as well as UI / UX mockups for the various interfaces. Distributed those documents across our studio, our company, and with Mattel as well to ensure constant communication and consistency in a fully remote studio. Economic spreadsheets, pricing models, and live operations calendars were my primary responsibility. Using the backend tool Satori I scheduled each event, offer, sale, message, and offer the users would see in the live game.
Converted the Pitch Deck into a working design document 2 weeks after the project was green-lit. Including mockups, math, and tutorial messaging.
Defined all core game systems and used a text parser to convert the excel values into JSON files that could be sent to the server.
Designed, calculated, and configured all progression vectors – both short term and long term, giving the player something to return to every day.
Collaborated with engineers and level designers to make each of the runner levels feel unique and interesting without feeling too overwhelmed
Designed the FTUE Flow for new players with some parts being very on-rails, and other parts being more contextual. This dramatically helped the game be stickier for brand new players.
Designed Snake Mountain Systems for the players to access their inventory and cosmetics, upgrade their powers and abilities, and show their personal progression.
Maintained a content runway of 30 days, while working closely with QA to turn live ops on and off, adjusting settings, to assist with testing before events went live.
Wrote copy text for the items, characters, to stay true to the Skeletor IP and brand requirements which were a combination of silly but cartoonishly evil.


Cat Daddy Games, Kirkland, WA 	2020 – 2025
Live Operations Designer – NBA2K Mobile
Orchestrated monetization strategy across three digital storefronts, establishing pricing frameworks and content distribution hierarchies. Conceptualized and executed high-impact promotional campaigns synchronized with professional basketball schedules. Authored extensive game design documents translating business objectives into engaging gameplay mechanics. Conducted full-stack design work encompassing UX mockups, mathematical modeling, deployment timelines, and rapid prototyping methodologies. Collaborated across product, development, and corporate teams ensuring regulatory compliance with NBA, 2K, and Players Union requirements. 
Engineered revenue optimization systems generating peak daily earnings of $150K through strategic feature development and iterative experimentation.
Architected player engagement model achieving optimal 60% free-to-play and 40% paid user distribution while sustaining profitability metrics.
Constructed analytics infrastructure encompassing 100+ behavioral tracking dashboards that informed all strategic design decisions and performance optimization.
Developed PWR economy system managing thousands of card variations across multiple rarities and special events while maintaining marketplace stability.
Established mathematical validation protocols for all promotional offerings utilizing Excel-based formulas, statistical analysis, and real-time performance data.
Launched signature interactive features including SuperStar Spinner, Alt. Positions, Courtside Pass, and Hotspots that became top revenue-generating mechanisms.
Created systematic calendar coordination spanning 36-month cycles across NBA Store, myPlayer Store, and Web Store platforms with seamless execution.
Designed engaging limited-time events deployed weekly featuring unique game modes, progression systems, and monetization opportunities.
MobilityWare, Irvine, CA 	2018 – 2020
Senior Game Designer – Vegas BLVD Slots | Monopoly Solitaire
Architected virtual economy systems governing coin pricing, reward distribution, and free resource allocation across slot-based meta games. Spearheaded rapid ideation processes through iterative prototyping methodologies accelerating market validation and concept refinement. Shepherded designs from initial conception through development phases into long-term maintenance cycles. Conducted competitive intelligence initiatives monitoring industry trends and positioning strategies for sustained market leadership.
Conceptualized Leagues system incorporating sophisticated user persona targeting that elevated competitive engagement and established tiered reward structures.
Integrated tangible incentive programs bridging virtual slot gameplay with real-world merchandise redemption including electronics and gift cards.
Balanced coin-to-rewards conversion ratios optimizing percentage allocations between virtual currency expenditure and loyalty point accumulation.
Pioneered Monopoly Solitaire hybrid mechanics successfully merging property acquisition gameplay with traditional card-based progression through interactive prototyping.
Delivered Neon Nightlife themed content and premium gaming experiences that sustained long-term user engagement and retention.
Optimized player progression architecture producing measurable improvements in Day 1 through Day 7 retention metrics following implementation.
Generated extensive feature backlog through systematic rapid prototyping ensuring continuous content pipeline and accelerated time-to-market delivery.


PlayStudios, Burlingame, CA 	2015 – 2018
Live Operations Game Designer – myVEGAS Slots, myKonami Slots
Supervised multi-platform economic ecosystems limiting inflation while maximizing user lifetime value through strategic progression alignment. Developed sophisticated mathematical models supporting dynamic event structures and progressive reward mechanisms. Orchestrated cross-platform loyalty program integration ensuring consistent user experiences across multiple applications and digital environments. Streamlined stakeholder decision-making processes as product owner and team manager achieving significant project delivery improvements.
Accelerated organizational efficiency achieving 4X faster design acceptance and delivery timelines through streamlined stakeholder alignment processes.
Launched signature quest-based engagement systems including Adventure Quest, Bingo Quest, and Dress Up Quest that sustained multi-year revenue performance.
Constructed economic management platform utilizing 10 specialized spreadsheets controlling all configurable progression values, pricing structures, and payout mechanisms.
Innovated Mega Lucky Scratch Card feature and resource-efficient Dress Up system utilizing existing technological infrastructure while eliminating development overhead.
Enhanced operational precision through automated forecasting simulators and quality-of-life functions improving economic balance accuracy and tuning capabilities.
Established systematic integration protocols enabling seamless incorporation of new slot machines into existing economy frameworks while preserving balanced progression.
Produced exceptionally clear technical documentation and interactive prototypes recognized by development teams for implementation ease and stakeholder comprehension.
Additional Experience
Game Designer – Scrapforce | Max Axe, Naked Sky, Los Angeles, CA
Game Designer – Ultimate Duel Poker, Neowiz Entertainment, Irvine, CA
Adjunct Instructor – Game Art & Design | Video Game Programming, Art Institute of Orange County, Santa Ana, CA
Associate Systems Designer – Game of War | Mobile Strike, Machine Zone (MZ), Palo Alto, CA
Associate Game Designer – Castle Ville | Frontier Ville, Zynga, San Francsico, CA
Self-Published Titles 
TELERA (PC), Godot, 2026
Stella Can’t Hear (PC & Android), Godot, 2024
Quad Drop (Android), Unreal 4 (Blueprint), 2023
Nine Lives ‘til Midnight (PC), Gamebryo, 2010
Education
Master of Science in Interactive Entertainment Design & Production
University of Central Florida, Orlando, FL
Bachelor of Arts in Art & Visual Technology
George Mason University, Fairfax, VA
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