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Highlights of Credits

“Unlock the tC”  (Internet – Game-based Online Contest)

Haley Miranda Group & Toyota/Scion. – “Online Live Event” during June & July 2010 – Lead Designer

An eight-week promotional contest where new content is unlocked each week.  Players compete in casual Flash games, trivia-type question/challenges and by finding clues within the unfolding roadtrip story.  The winner won a new 2011 tC car.  It ran at http://www.unlockthetc.com/
MyHollywood  (Internet – Casual MMO)

Hollywood Interactive Group, Inc. – Late 2009 deployment  – Lead Designer

A free, community-driven MMO game-system based on celebrity gossip, virtual items, fashion and easy-to-play Flash games designed specifically for non-gamer, mature women.  HIG has since gone out of business.
Edgeracers  (Internet – Casual MMO)

Twofish, Inc. - Winter 2009 at edgeracers.com, currently in overhaul for new owner – Lead Designer

A free-to-play, E-Rated, Massively Multiplayer Online racing game built for e-commerce, virtual items, and a micro-transaction economy.  Game features a strong socializing component and highly customizable cars with hundreds of options.

Mile High Pinball  (nGage and Nokia NGI Mobile Phones)

Published December 2005 by Nokia Inc. - Senior Designer
“Mile High Pinball” was released in Europe and the U.S. in December 2005 to fantastic reviews.  
With its highly innovative design, Gamespy called it a top-tier multiplayer game and AceGamez gave it a ten out of ten, calling it Nokia’s best mobile title ever. 

2008 Update: This reviewer calls it “one of the greatest games ever made for a mobile phone” (http://www.vh1gamebreak.com/2008/02/nokia-n-gage-wa.html)
Aliens Vs Predator: Extinction  (PS2 and XBox)
Published July 2003 by Fox Interactive/Electronic Arts - Co-designed with Fox

Tactical strategy game created specifically for consoles, based in Fox’s Alien universe.

Rook’s Revenge  (PC online @ Real.com)

2002 - Producer
Downloadable game of “real-time” chess, where players do not take turns, but rather make as many 
moves as they want as long as the same piece is not moved twice in a row.

Pearl Harbor  (PC)

Published 2001 by Simon and Schuster - General Manager 

Arcade-style aerial dogfight game with simple controls that placed in the top 5 on the PC Data charts.

Metal Fatigue  (PC)

Published 1999 by Psygnosis/Sony - Designer/Co‑Producer

Introduced the concepts of 3 simultaneous playfields and a robot construction system within an 
RTS framework.

Ringman  (Dreamcast)

1997 Sega of America - Designer
Designed the high concept for a pioneering third‑person platform shooter based on newly created 3D effects.

Ringman was in development for the Sega Dreamcast when the platform failed.

Mr. Bones  (Saturn)

Published 1996 by Sega of America - Co-designed with Ed Annunziata
Mr. Bones was a ground-breaking platformer/puzzler featuring the skeleton of a resurrected blues guitarist.  It was a Top 5 game in Japan for 2 months.  Online reviewer Rob Peats said, “It's one of the most original Saturn games I’ve ever played.”
Freak Boy  (N64)

1996-8, Virgin Interactive - Lead Designer

Created an innovative third‑person 3D play mechanic and sold the concept to Nintendo executives who

awarded it “Dream Team” status in the early days of the N64.  Freak Boy was being developed as a joint

venture with Virgin Interactive when Virgin closed its doors.

Spiderman: Web of Fire  (Genesis 32X)

Published 1995 by Sega of America - Lead Designer 

This popular, intense platform‑adventure was a joint development venture with Blue Sky.

Vectorman  (Genesis)

Published 1995 by Sega of America - Consulting designer 

Helped develop the Vectorman prototype that sold the game to Sega executives.

Jurassic Park  (Sega CD)

Published 1995 by Sega of America - Development Consultant 

X-Men 2: The Clone Wars  (Genesis)

Published 1995 by Sega of America - Lead Designer 

This best-selling platform game was a joint development with Head Games.  It sold more than a half million copies in the US.

Techno Clash  (Genesis)

Published 1993 by Electronic Arts - Programmer and Lead Designer

This unusual adventure-shooter was a joint development with Blue Sky, receiving fantastic reviews.

Super Glove Ball  (NES)

Published 1990 by Mattel Toys – Concept Creator, Designer, Producer
“Super Glove Ball” featured a never-before-seen use of 3D and won many awards within the game industry. 
It received accolades from the mainstream press, such as Popular Mechanics’ “Most Innovative Computer Product of 1990” and Video Game Magazine’s “Coolest Game.” It was selected by the Gaming Review
Board for inclusion in C.E.S.’s 1990 “Software Showcase.”

Sega Arcade Games  (Coin-Op; 1982 – 1985)

Published 1982-1985 by Sega - Assembly Language Programmer / Sound Designer
Contributed to Carnival, Ex-eon, Masters of the Universe, Star Trek, Topsy-Turvy, Turbo Tag.


