Andy Ashcraft

+1 818 378-1078
AndyA@giantsdancegames.com

PROFESSIONAL GOALS

· I’m eager to apply my years of professional game-development and game-publishing experience, my trained and naturally focused creativity, and my love of games toward producing high-quality, innovative games for all audiences.  I seek a creative role where I can continue to learn the art of game design even as I pass on the knowledge I’ve already gained.  My ultimate goal is to help you create hit games with less effort than your competitors.  
GAME DEVELOPMENT EXPERIENCE

· Giantsdance Games

Founder / Creative
      June 2009 – Present

Freelance Game Design & Creative Consulting – I’ve started a consulting business to bring my years of experience to your game. Please visit www.GiantsdanceGames.com for more detail. 
· THQ 


   Creative Manager 

     July 2007 – May 2009
Locks Quest – I worked closely with developer 5th Cell to create this award-winning action strategy game for the Nintendo DS.  I provided feedback on story and dialog, ratings issues, and level-design issues.  I organized and oversaw usability studies and coordinated with THQ’s Brand Marketing.
World of Zoo – I oversaw THQ’s creative interests on this ground-breaking family title on Nintendo Wii and PC with celebrated developer Blue Fang. In addition, I also oversaw the design of a version for Nintendo DS with developer 1st Playable.  My contributions range from high-level game design direction to specific level-design feedback.
Darksiders – I briefly worked to coordinate THQ marketing objectives with our internal development studio, Vigil, on this triple-A, next-gen title.
· SCEA (Santa Monica Studio)    Sr. Game Designer       Oct. 2001 to July 2007
God of War 2 – I jumped in for several months of crunch-time to help place cameras and write game-camera logic using proprietary tools built for Maya.  Being involved in this game’s production game me a deep understanding of creating ‘cinematic’ camera effects.  
Warhawk (PS3) – I designed dozens of single-player missions; assisted with overseeing the concept art, music & voice recording; and wrote single-player mission scripts in a proprietary scripting language.  This game was developed by SCEA’s Incognito studio.
Neopets: The Darkest Faerie (PS1) – I worked closely with the licensor (Viacom / Neopets) on the game-design and story, and translated their incredibly popular website’s look & feel to a 3rd person action/adventure game. I also oversaw the voice recording.
Small Brawl Shooter (working title) – I assisted the design team at Incognito (as external developer) to design characters, levels, and game-play for this 3rd-person shooter on PS2. 
War of the Monsters – I assisted the visual design of several playable monsters on this under-appreciated PS2 game.
GAME DEVELOPMENT EXPERIENCE (continued)
· Visual Concepts
      Designer/Producer
       August 1998 to Sept. 2001
The Floigan Bros. - Designed the game-play, and lead the small development team during the production of this innovative Dreamcast title.  I’m particularly proud of the A.I. and the 3rd-person player-controlled camera.  This work also included writing scripts in a proprietary scripting language.
· 7th Level


      Designer/Producer

March 1995 to Feb. 1998
Return to Krondor – I worked closely with the licensor, best-selling fantasy author Raymond E. Feist, on this enormous PC role-playing game based on his books.  I oversaw game-design, story, dialog script-writing and recording and music production.  I used a proprietary animation tool to animate nearly 500 pages of character dialog.
EDUCATION

· BFA in DESIGN from UCLA’s School of Fine Arts 

National Merit Scholarship.  This degree covered graphic design, product design, textile design and ceramics.  I also spent an extra two quarters to take the complete set of undergraduate animation classes at UCLA’s film school.  This education taught me how to focus my creativity in a useful and timely manner.  
· UCLA Extension: Comic Book Writing
10 week course taken entirely for fun!
· Toastmasters, Santa Monica Club 21  
In order to improve my presentation skills, I joined one of the oldest active Toastmasters clubs in the LA area.  I leveled up (gained my CTM) in 2007.
OTHER INTERESTS
· Pen-and Paper RPGs
My first love, and my original game design canvas.
· Comic Books / Graphic Story-telling
A guilty habit of many years.
· Board Games, Card Games, Dice Games
My game design ideas run from real-estate to flesh-eating river fish.
· Enigma, UCLA’s Science Fiction and Fantasy Club 

I have been a proud member of this organization since its very first meeting.  

References available upon request.
Andy Ashcraft
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