John Watson

Game Designer

Experience

2004 – Current
Collective Studios
Newport Beach, CA

Senior Designer / Gameplay Programmer

· Designed and implemented core game systems for an unannounced horror game: player character control scheme, character navigation, inventory management, and ranged and melee combat systems

· Implemented and adapted elements of the navigation system for the Da Vinci Code title

· Designed and implemented core game systems for the Getting UP title: advanced environmental navigation, player graffiti, and AI graffiti interaction systems

· Collaborated with technical staff to adapt out-dated scripting engine and tool sets to current industry standards (involving animation blending, animation control framework, triggered events, and character state machines)

· Created prototypes for various game systems to determine playability and viability

2002 – 2004
Tektonic Studios
Oakhurst, CA

Lead Designer

· Led the design team for the fantasy-based MMORPG, Ninth Domain

· Coordinated efforts of the programming, art, and design staff

· Designed the core premise, character types, overall feature set, modular construction system, 3D tile-set for interior locations, dynamic weather and terrain systems, the combat system and core gameplay abilities

· Integrated the combat system and abilities to work with the crafting and trade systems

· Developed the fundamentals of a player justice system and a player-based economy

· Authored the back-history outline and legendary characters including a pantheon of deities and creature types

2001 – 2002
Inevitable Entertainment, Inc.
Austin, TX

Lead Designer

· Led the design team for a 3D, FPS title based on the Midway Area 51 license

· Designed the core premise, overall feature set, and 3D modular construction system

· Authored the integral story outline and characters

· Adapted the game play model and combat characteristics

1998 – 2001      Black Isle Studios / Interplay Entertainment Corp.
Irvine, CA

Lead Designer

· Led the design team for a 3D, third person, FRP title using the Third Edition D&D rules in the Forgotten Realms setting

· Designed and assisted implementation of the editor and tools for the 3D engine

· Designed a 2D solution for handling path algorithms through 3D environments

· Designed a socket system for modifiable character equipment and model skinning

· Designed a model animation system with hooks for sound and visual effects

· Designed and implemented levels with 3D tile sets, object, and creature models

· Authored characters and story elements

1996 – 1998
Wicked Games Inc.
Austin, TX

Lead Designer

· Led the design team for the real-time strategy Genocide

· Designed editor, tools, and Genocide engine

· Designed the user interface, factions, balance, and game play

· Designed and implemented the randomly generated galactic play field

· Authored characters, character dialogue, and cinematic sequences

1995 – 1996
Origin Systems Inc. / Electronic Arts
Austin, TX

Lead Designer

· Led the design team on Ultima IX

· Designed the initial story for Ultima IX

· Authored characters, character dialogue, and cinematic sequences for Ultima IX

· Co-designed the initial concept for Ultima Online

· Programmed the GUI and NPC dialogue system for Ultima Online

1993 – 1995
Origin Systems Inc. / Electronic Arts
Austin, TX

Lead Designer

· Co-Led the design team on Ultima VIII

· Designed the editor and tools used for creating Ultima VIII

· Authored characters, character dialogue, and cinematic sequences

· Scripted character interaction, game effects, and cinematic sequences

1991 – 1993
Origin Systems Inc.
Austin, TX

Game Designer, Senior Designer

· Designed and implemented world layout, objects, and encounters for Ultima VII

· Authored characters, character dialogue and scripted character interaction and game effects

· Designed the initial concept for and implemented the Forge of Virtue expansion

1990 – 1991
Origin Systems Inc.
Austin, TX

Quality Assurance Lead, Game Designer

· Led the quality assurance team on the Ultima VI title on multiple platforms

· Validated that feature sets of Wing Commander had reached an acceptable level of quality

· Gained a working understanding of the editors and tools for the Ultima VI and Wing Commander engines and implemented design features

Skills 

Programs

· Microsoft Visual Basic, Visual C++ IDE, and Studio .NET, Wing Python IDE, Microsoft Visual Source Safe Version Control System, PerForce Version Control System, Maya suite of modeling tools, 3DS Max suite of modeling tools, Microsoft Office suite

Programming Languages

· C and C++, Python and Lua scripting languages, Basic, Pascal, Assembly for the 6502 processor, Numerous proprietary scripting languages
Proficiencies
· 3D Computer Modeling, Creative Writing, Team Management, Research

