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L�����������  •  Enhanced hands-on experience preparing for edge cases in hard coded transla�on of menu text 
and interna�onal ra�ngs standards.

C������ I�������������  •  Maximizes crea�ng menu systems to accomodate console, PC, and mobile player 
naviga�on and play styles. 

A������������  •  Invested in maintaining up-to-date knowledge of tools, industry standards, and community 
insights towards designing elegant gameplay experiences accessible to the widest possible userbase.

S������ I��������

BlenderAutodesk
Maya

Adobe
A�er Effects

Clip Studio
Paint

Adobe
Illustrator

Adobe
Photoshop

• Illustrate artwork and keyframe mo�on graphics for 
stakeholder insight and approval

• Export approved feedback into rapidly itera�ve game 
assets, pipeline, and asset library structures.

• Construct and maintain global UI Style Guide 
documenta�on for QA and colleagues to monitor aesthe�c 
standards with aligned vision.

•C������� C���������• 

AxureFigmaUnrealAdobe Xd Unity

• Ini�ate a living interac�ve framework to stress test 
expecta�ons and reality of proposed features.

• Cri�que, Revise, and Nego�ate design assump�ons 
through repeated internal and external playtes�ng.
 
• Establish founda�ons for UI asset libraries guiding file 
structures and naming conven�ons.

•P����������• 

Hand SketchingMiro

• Hone in on the goals of brand/IP fidelity, feature flow, 
and menu naviga�on with real�me collabora�ve feedback 
between stakeholders. 
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11/2008  –  10/2013
Babaroga LLC  • P��������� A����� (UI F����)
Tetris, Zombies!!!, EA Sports MMA,
Transformers: Dark of the Moon, 
Monopoly, Independent Studio IPs

04/2014  –  04/2016
High Voltage So�ware  • UI/UX A�����
DragonFront, Gat Out of Hell

04/2018  –  04/2020
Proletariat Inc  • S����� UI/UX D�������
Spellbreak

XX/2020  –  XX/2021
Harmonix Music Systems  • 2D/UI A�����
Unannounced Title

10/2020  –  09/2021
Junkfish INC  • 2D/UI A�����
M������� 2

10/2021  – 04/2022
Velan Studios  • 2D/UI A�����
K������� C���

04/2022  – 05/2023
The Molasses Flood (A CDProjekt Red Studio)  • UX D�������

• Collaborated with Directors, Design, and Concept Teams to align impac�ul game features, advoca�ng for 
the enjoyment of researched user personas and accessibility standards for all players.

• Visualized high level game flow loops to individual screen features.

• Forecast within design to curate modular, organized libraries of UI components, supervising any poten�al 
scope of assets within sprint pipelines.

• Prototyped naviga�on, iconography, and animated meter/radial assets in-engine (Unreal 4-5), shaping 
founda�on of playtes�ng experience.
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(617) 905-0998
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