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Art Director | Communications Specialist | Game Developer
Results-driven Game Developer and with extensive experience in project management, team development, and

interactive media. Adept at leading cross-functional teams, managing production pipelines, and delivering high-quality
content on time. Skilled in Agile methodologies, UI/UX production, and stakeholder communication.

Experience
Visual Communications Project Manager | NIH Clinical Center (2020 – Present)
 Led production of the Treasure Tour video game app in collaboration with Breakaway Games to

enhance pediatric patient onboarding.
 Managed production pipelines for multimedia content, including video, motion graphics, and print

materials.
 Coordinated project roadmaps, sprint planning, and backlog grooming with cross-functional teams.
 Directed content updates for digital signage across 40+ hospital displays, ensuring timely and

accurate messaging.
 Spearheaded UI/UX improvements in hospital communications materials and digital platforms.

Graphics & Media Specialist | GP Strategies (2012 – 2018)
 Led interactive e-learning course development, working with geographically distributed teams.
 Managed UI/UX design and implementation for digital training modules.
 Built interactive content using Unity, Unreal, and HTML5, optimizing user engagement.
 Created localization strategies for international course deployment.

Senior Graphic Media Specialist | Concept Solutions (2007 – 2012)
 Produced 3D animations and graphics for FAA’s NextGen air traffic control initiative.
 Collaborated with engineers and designers to create interactive media presentation for the

Smithsonian Air and Space museum.

Lead Game Artist / Animator | Handheld Games LLC (2005 – 2007)
 Created UI/UX assets and animations for roughly a dozen licensed video game titles (Disney, Pixar,

Marvel, Nickelodeon) for Nintendo DS, GBA, and other platforms.
 Led art direction for Vmigo Spider-Man and contributed to multiple game projects.

Skills & Tools
Production & Content Creation: Adobe Creative Suite (Photoshop, Illustrator, Premiere, After Effects,
others), Autodesk Maya, Cosmigo Promotion,
Development tools: Unity, Unreal Engine, Construct 3, GameMaker, html5, Twine, coding experience
Communication & Leadership: Cross-functional Team Coordination, Stakeholder Engagement, Remote
Team Management

Education
Master of Game Art & Animation – AI Vancouver (LaSalle College)
Bachelor of Fine Arts (BFA) – Art Academy of Cincinnati

Achievements
 Published Pixel Art for Game Developers with CRC Press (2nd edition in production).
 Shipped multiple licensed video game titles across various platforms: Nintendo DS, GBA, Vmigo, as

well as getting a personal game project through Steam Greenlight.
 Awarded NIH Clinical Center CEO Award (2021, 2023) for outstanding contributions to

communications and production.

Vision and Strategy to define, champion, and govern the game's artist ic vision. Collaborative leadership to ensure a consistent, world-class aesthetic across all touch points . Ability to create and maintain a comprehensive Art Style Guide to empower internal and external teams. Stay ahead of emerging AI trends to push the game's visual quality and ensure it stands out in the market. Leadership and Team Development.Recruit, lead, and mentor a multi-disciplinary art team, fos tering a culture of creative excellence. Develop and manage the art pipeline in partnership with Production to deliver high-quality, opt imized assets on time and budget. Oversee and direc t external art studios and freelancers, providing clear, act ionable feedback. Act as a force multiplier by creat ing a scale-able direct ion that enables a large volume of high-quality, consistent content . Execution and Collaboration. Collaborate daily with Design, Product, and Narrat ive leadership to ensure art supports gameplay and enhances player
experience. Lead visual problem-solving, balancing artistic ambition with technical and gameplay constraints. Ability to work with Marketing and UA teams to provide input on high-performance ad creatives that are authentic to the game. Expertise in game art leadership and creative direct ion – and the curiosity, ambition, and drive to make an impact fast . 15+ years of game art experience, with 5+ years in a senior leadership role (Art Lead/Director) on a shipped AAA title. A world-class portfolio demonstrating mastery of stylized fantasy worlds , memorable charac ter design, and establishing a unique visual ident ity. Proven experience building and leading art teams, and managing large-scale external development/outsourcing pipelines. Deep expertise in modern 2D/3D art pipelines, tools (Unity preferred), and mobile performance optimization. Except ional ability to articulate creative concepts and provide clear, constructive, and inspiring feedback. A proact ive mindset and love for iteration – always
seeking ways to balance vision with execution at scale. Experience with live-service mobile ARPG, RPG, or Hero Collec tor games. Passion for mythology and fantasy, with an eye for reinterpreting classic themes. Experience collaborating with Marketing/UA teams on high-performance creative. Strong understanding of F2P visual des ign, including how UI/UX, visual progression, and VFX can support retent ion and monet izat ion.
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