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Skills
I am a developer-designer, schooled as a designer, over 15 years professional experience as a programmer. I started 
my career as a web developer, moved into the C-family of languages with the iPhone, then got interested in making 
small-scale games with custom game-engines. This gives me a wide range of skills that’s difficult to distill down 
into a list of programming languages.

For my current and recent projects, I mostly program using C++, Objective-C, C, Python, and Swift, all of which I 
have used to ship projects. I learned OpenGL while making a custom game engine, but have also used it many times 
in client work for apps that need low level graphics.

Though I haven’t been primarily a web-developer for years, I still occasionally use HTML, CSS and JavaScript. In 
the past I have also used AS3, Django, PHP, and others.

I am also a general-purpose creative. I work regularly with Photoshop, Illustrator, Sketch and others. For my games, 
I make my own audio/music, create/edit my own marketing videos, and many other ill-advised things I’d probably 
be better off paying other people to do, but I love learning and doing things myself too much.

School
I graduated Brigham Young University in 2004 with a Bachelor of Arts, majoring in Visual Arts.
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2010–PresentFreelance
I work with agencies to provide clients with custom development, mostly for iOS, but also for web and Android. I 
work best as a front-end UI developer with an emphasis on motion, but I have also done everything from custom 
OpenGL integration to back-end web development. I have worked on projects for Nike, National Geographic, 
Nickelodeon, HBO, Starbucks, Nokia and many others.

2010–PresentUltramegatronic
Between freelance clients, I make small-scale games with my own custom engine. I’ve shipped two games 
now—Flipominos for Apple TV and iOS in 2016, and Envelop for iOS in 2012—with many more just waiting for 
my time and attention. 

2007–2010Struck
I worked mostly in Flash and AS3, but also did a fair amount of HTML/CSS/JavaScript. I worked on my first 
iPhone apps, one of which, LEGO Photo, had over 2 million unique installs within the first few months. I worked on 
projects for Nintendo, adidas, Old Spice and others.

2000–2007Many Others
I worked as a web developer for too many places to mention by name. Most were client based, but I also worked as 
an in-house developer for several. I did front-end, back-end, billboard and flyer design and everything in-between.


