Chris Crawford

   Phone:     551-358-1067

                   Email:      chris@itsmadscience.com
                            Portfolio:  http://chris.itsmadscience.com/

              Linkedin:  http://lnkd.in/Bq9KBY
             1050 Ave C. Bayonne, NJ 07002

Game designer and producer that is passionate about creating games.  Looking for a place to level up! I can make any type of game shine, I can also come up with original designs unlike anything on the market.
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	· Game Design
	· Game Production
	· Game  Art

	· Design  Documentation
	· Project Management
	· Art Direction, look & feel

	· Wire-frames  and user flows
	· Scrum Agile
	· Concept Art

	· Mechanics, balancing, & tuning
	· User Experience & Interfaces
	· Micro-transactions

	· Level Design & Puzzle Design
	· Rapid & Physical Prototyping
	· Unity
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      Production Manager                                                                                       5/2014 – Present

      Undisclosed company (Just ask, I'll tell.)                                                                   New York, NY

Manage the production processes for sets and props used in the filming of the biggest movies and tv shows filmed on the east coast. Talk to customers and vendors.

      Producer, Game Designer, and Founder                                                      12/2012 – Present

      Mad Science Games                                                                                 http://itsmadscience.com/
Mad Science Games is an indie game studio founded in 2012. We develop our own unique games, and we help other people develop theirs. I coordinate all of our business from my home office just outside of NYC. Took part of over 50 projects to date. Our first party games are developed in Unity and we have two slated for a 2015 release on PC, Xbox One, and Playstation 4.

· Manage teams that include developers, designers, writers, sound engineers, and musicians.

· Design games that are fun to play and develop, but have serious money making potential.

· Created the Mad Science Dev-Blog and Dev-Forums to keep fans up to date on our first party games.

· Established a culture of sharing the development process with the public and listening to the fans.

· Developed interfaces, wire-frames and user flows for dozens of games and Apps.

· Conducted Usability and A/B testing, made recommendations based on results.

     Producer                                                                                                      10/2010 – 12/2012               

     Cellufun Inc. (Also known as Tylted  Inc.)                                            120 Broadway, New York, NY

Responsible for leading cross-functional teams of 5-25 developers, and designers. Projects were mobile games running off of the mobile web, or native apps for Apple and Android devices.  Facilitated communication between development, design, business, and PR teams to make sure the project would hit all the right notes. Conceived strategies to sell virtual goods. Tracked the team's daily tasks using JIRA. Served as scrum master and held daily stand-up meetings to keep things on track. Overseen A/B and usability testing, developed production schedules and milestones, and organized sprints.  >>>>>

Defined and analyzed game metrics. Responsible for the roll-out process of games and site features. Responsible for the platform's redesign. Introduced the company to Agile practices such as user stories, panning poker, and Scrum.

· Designed the company's most successful titles such as: Cubugs, and Mash of the Monsters!

· Produced some of the very first HTML5 games that leveraged the strength of the new technology.

· Held weekly meetings with the team to help create and refine new  ideas.

· Manged a social media presence for the company as well as for individual titles.

· Took dozens of projects from concept to completion.

· Designed and reiterated Achievement, Avatar, Registration, PM, Sharing, Chat, and Gifting systems.

· Occasionally assisted with writing copy, SQL inserts, and front end coding. (HTML, CSS, Javascript)

     Art Director and UI Designer                                                                        10/2007 – 10/2010

     Cellufun Inc. (Also known as Tylted  Inc.)                                              48 Wall Street, New York, NY   

Responsible for managing teams of 3-12 diverse artists over multiple projects. Assigned tasks and deadlines to the team. Personally tasked with prepping and delivering all art assets to meet delivery dates. Worked closely with front-end developers to assure efficient and correct implementation of designs. Tasked with wire-frames and flows. Responsible for the UI/UX design in every project I was on. Overseen usability and beta testing. Had a hand in community management and provided occasional customer service via live chat. Designed & documented multiple games.

· Managed teams of 2d illustrators, 2d animators, 3d modelers, 3d animators and UI designers.

· Manged in-house and remote teams that never missed a delivery date.

· Used programs like Visio, Balsamiq, and Photoshop to create wire-frames and flows.

· Used programs like JIRA, Microsoft Project, and Excel to manage teams time and tasks.

· Trained new artists and encouraged a culture of artistic growth.

· Designed a unique character creation system.

      Lead Animator                                                                                                 2/2006 – 10/2007

     Aha Studios                                                                                                        Multiple Contracts

Tasked with creating animations in a proprietary animation tool as well as leading a small team of artists and animators. Responsible for teaching the software to the animation team and managing their time. Took a lead role in the development of various hand-held electronic toys targeted to children. Worked on animations and designed mini-games for: Pixel Chix: Roomies, Miuchiz, Meebas, and more.

· Responsible for the whole team meeting project deadlines.

· Coordinated the team and assigned work to different aspects of the product.

· Worked with several well known brands such as Pixel Chix and Bratz.

· The art of Pixel Chix: Roomies was completed two weeks before the deadline.

     Freelance Game Designer and Artist                                                                   1/2002-2/2006

     Self-Employed                                                                                                           New York, NY       

Provided the following services: game design, web design, web development, graphic design, user interface design, art assets, level design, puzzle design, concept art and character design.

     Hobbyist Game Designer, Artist and Developer                                                 9/1997-1/2005

     Made games just for fun and experience                                                                    Jersey City, NJ       

Created  games for fun! Utilized existing engines like Sphere, RPG Maker, and MUGEN. I also made a few web based games using HTML and Javascript and a few text based adventure games in C++. Most of these games have been released on the web for free. Also took an interest in modding and ROM hacking.  >>>>>

[image: image3.png]



      Graphic and Web Design Certification                                                              9/2003-6/2004      

      Anthem Institute                                                                                                     Jersey City, NJ                                                    

      Currently studying:

      3DS Max, Z-Brush, and Unity.         
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· Won the 2013 Global Game Jam at Games for Change with the game Thirst.

· Thirst was featured at the 2013 Games for Change Festival where I spoke about its development.

· Won a 2008 Global Mobile Award for Mobile Game of the Year for Call of the Pharaoh

