Gregory Damiano
Game Design & Production
greg.damiano@gmail.com    650-759-0394    http://errantpigeon.bravehost.com
	Skills
	(
Building 3D levels through concept, prototype, scripting and testing phases
(
Designing and tuning GUI, mechanics, control schemes, story and in-game text
(
Writing and designing concise documents, from internal specs to outgoing pitches
(
Illustrating and animating designs with sketches, 3D mockups, and 2D storyboards
(
Scoping and scheduling slices into tasks, to meet project or personal deadlines

	Programs & Languages
	(
ActionScript/AS3, TorqueScript, C++, LUA, XML, Torque Game Builder
(
MS Office, InDesign, PagePlus, Wiki, Dreamweaver, HTML, Avid, Premiere
(
Flash, Photoshop, Illustrator, Maya, Milkshape 3D Google SketchUp, CAD
(
SVN Tortoise, PerForce, IonForge, Core FTP, Bugzilla, Skype

	Projects & Experience
	Game Designer
Burlingame, CA
Kuju America

Dec. 2008-Jan 2009
(
Brought a Wii project in line quickly with clear vision and direction
(
Directed international outsourcers in building gameplay and art to spec and quality

(
Wrote key internal documents including the master minigames-design document

(
Completed designs for an improved UI, multiplayer and an overarching metagame
(
Tuned levels and Wii Remote controls for comfort and ease of play
(
Solved creative and process issues with art, engineering, design and management

(
Developed pitches and game designs through open ‘jam-style’ meetings

Projects include:
(
Unannounced family/party title (Wii) – Revised 18 games and product structure
Video Game Reviewer
Berkeley, CA
GameRevolution.com

Oct. 2006-Present
(Playing and reviewing new-release games for 10-year-old web site

(Attending press events and junkets to find new articles and interview subjects

Game Designer
Emeryville, CA
Pronto Games

Oct. 2006-Nov. 2008
(
Led and guided creative design vision on simultaneous Wii and PC projects

(
Drafted and maintained key design materials, from pitches to playable animatics
(
Designed, built and scripted levels, interface, gameplay, AI, story & character
(
Painted original digital art, scripted weather and special effects to assist production

(
Mentored, collaborated and trained with fellow designers
(
Evaluated competitive projects with presentations and written coverage

(
Covered a wide range of games, including action, sports, racing and casual
(
Worked on at least ten titles, at least half are shipped/due to ship

Projects include:
(
Destiny of Zorro (Wii) – Finished 12 of 14 levels, maintained story & in-game text
(
Dress Shop Hop (PC) – Scripted and tuned all 50+ levels, tracked asset production
(
Mortimer Beckett and the Secret of Spooky Manor (Wii) – Contributed interface and gameplay design with art assets to enhance this PC casual title for console

(
Backyard Sports series (iPhone) – Sole artist on this project, converting and creating art for iPhone; oversaw phone-specific design revisions in all areas.
Game Writer/Designer/Artist
Los Angeles, CA
USC Gamepipe Labs & Information Technology Dep’t
Jan.-May 2006

(
Collaborated with Los Angeles Fire Department to design a ‘serious game’ RTS

(
Created and implemented GUI for Windows-based OGRE 3D engine 

(Produced art, story and designs for a 3D DirectX 9 game and a 2D mobile RPG

Web designer and eMarketing associate
Los Angeles, CA
Tenantplus Corporation

April 2005-Feb. 2006
(Designed and built the template for more than 50 marketing sites 

(Wrote press releases, web site copy and targeted blog and MySpace content

	Education
	University of Southern California
B.A. Print Journalism, USC Annenberg School of Communication ‘06

Certificate of Academic Minor in Cinema/Television and Multimedia

	Activities & Interests
	(Attending training/networking events like GDC (Game Developer Conference)

(Watching lectures and meet-and-greets with IGDA (International Game Developers Association), colleges, local studios and developer meet-up groups (like Postmortem and the SF Game Developers Group)

(Visiting conventions and festivals for film, TV, comics, games and pop culture
(Supporting USC football at the Coliseum!

(Learning new skills in classes, or following game and film curriculums, i.e. visiting demo nights and meeting instructors

(Watching movies and television, following industry buzz
(Playing Frisbee, soccer

(Reading comics, novels, children’s books and writing/publishing/coding textbooks

(Checking out live local music and big cities


