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Work Experience

J u l y  2 0 2 4  -  P r e s e n t

Founder & Solo Developer
Hella Studios, LLC Seattle, Washington

Designed and implemented core gameplay, 
combat, AI, and UI/UX systems in Unity for Blade 

Blitz, a local multiplayer sword-brawler.

Created character art, VFX, and iconography to 
establish a cohesive, recognizable visual design 

language across gameplay and branding.

Selected to showcase at Emerald City Comic Con 2025 
and Seattle Indie Expo 2025, highlighting industry 

recognition for design and polish.

M a r c h  2 0 2 1  -  J a n u a r y  2 0 2 2

Senior Visual & UX Designer
Captain.tv Remote

Collaborated with game asset artists, game 
designers, and engineers to design the UX and 

UI for Stream Pirates Alpha and Beta.

M a r c h  2 0 1 6  -  J a n u a r y  2 0 2 0

Product Designer
Microsoft Redmond, Washington

Contributed as the visual and brand style guide lead for Microsoft 
Game Stack, defining visual guidelines for digital marketing and 

physical marketing materials, including signage, merchandise, 
and booth design for GDC 2019 and Game Stack Live 2020.

Designed the visuals of the Microsoft Game Bar, 
aligning it with the Fluent Design system.

Conceptualized and designed virtual reality 
home environment concepts.

M a y  2 0 2 3  -  P r e s e n t

Visual & UI Designer
Clockwork Labs Remote
Led the visual and interface design direction for BitCraft, a large-
scale MMO, defining UI systems, iconography, and in-game HUD 
art consistent with gameplay and brand goals.

Collaborated with art, engineering, and leadership 
to establish pipeline from kickoff to implementation 
across Unity and marketing.

Designed motion graphics for the game’s alpha trailer, 
showcasing interface transitions and interaction flow.

J a n u a r y  2 0 2 2  -  M a y  2 0 2 3

Senior Visual Designer
Genvid Holdings, Inc. Remote
Directed the development of UI and visual design systems 
for interactive streaming titles (Walking Dead: Last Mile, 
Silent Hill: Ascension, Borderlands: Echovision Live).

Partnered with engineers to define scalable, web-based UI 
frameworks, ensuring brand consistency and technical 
feasibility.

J a n u a r y  2 0 2 0  -  M a r c h  2 0 2 1

Senior Visual Designer
POP Seattle, Washington
Created interactive marketing emails, illustrations, and 
web pages for prominent clients including Microsoft, Xbox, 
Intel, F5 Networks, Target, and U.S. Bank.

J u l y  2 0 1 4  -  S e p t e m b e r  2 0 1 5

UX Designer
Sinclair Broadcast Group Seattle, Washington
Collaborated with KOMO4 news station to design an 
internal CMS, Storyline, implemented across 233 Sinclair-
owned news properties.

Education
J a n u a r y  2 0 1 0  -  J u n e  2 0 1 4

Bachelor of Design, Interaction Design
University of Washington, Seattle
Internships: Designer at Amazon (2013) 

Designer at Samsung Mobile (2013)

Skills

User Interface Art & Iconography for Games


Unity (C#), Prototyping in Engine

Web Development (HTML & CSS)


Creative Direction & Visual Identity Development

Figma, Adobe XD, Illustrator, Photoshop

3D Modeling in Blender


Design System Architecture, UI Frameworks, Icon Libraries

Motion Design & Interaction Prototyping (After Effects, Unity)


