JASON GHOLSTON
221 Wells Ave N, Renton, WA 98057

Phone: (206) 499-6082   E-Mail: jason_gholston@hotmail.com  
OBJECTIVE
I am seeking a production position on a strong, collaborative team, committed to making great games. 
EMPLOYMENT HISTORY

Warner Bros. Games, Kirkland, WA




          12/2010 – 11/2011
Associate Producer 
Unannounced AAA Action Adventure, WB Games (Xbox360, PS3, PC)
· Worked with lead producer to manage the backlog and drive task prioritization of our scrum based process.

· Wrangled and compiled assets, in coordination with QA, to deliver daily builds for team review.

· Tracked multiple strike teams, including tech art, visual effects, lighting, character art, enemy design, social features, UI, and progression design.
· Codified and administered a cross discipline phase based approval process for tracking the creation of new characters from initial design concept to final implementation.

· Drafted weekly strike team status reports for senior studio leadership.

· Assisted the usability lab with external play testing.

· Created asset videos for licensor approval.
· Organized and programmed the weekly team meeting for our 120+ person crew. 
Foundation 9 Entertainment, Kirkland, WA




          1/2008 – 12/2010
Producer 
Marvel Super Hero Squad The Infinity Gauntlet, THQ (Xbox360, PS3, Wii)
Where The Wild Things Are, WB Games (Xbox360, PS3, Wii)
· Chief liaison to licensors and publishers.
· Created and maintained staffing plans and schedules for our 40+ person team.
· Established new review and accountability procedures that improved quality, all but eliminated wasteful re-dos, and facilitated cross discipline collaboration.  This pipeline was widely adopted and become part of studio best practices.  
· Broke down cinematics scripts, generated asset lists, and tracked progress of the cinematics team. 
· Oversaw the delivery of external visual effects, cinematics animations, scripts and music compositions from external vendors. 
· Promoted projects through live demos and panels at E3 and The San Diego and New York Comic Conventions.  Provided numerous press interviews both video and print. 
· Created gameplay trailers for multiple projects and proposals. 
Humongous Inc., Woodinville, WA





            8/2007 – 1/2008
Producer (Contract – covering a maternity leave)
Backyard Baseball 2009, (Xbox360, Wii, PS2, PC)

· Defined milestones and assembled the overall project schedule.
· Reviewed developer milestone submissions for approval and payment.
· Prepared assets for final approval by the MLB and the MLBPA. 

· Reported status of the project to the studio head. 

· Organized voice over recording and casting sessions. 
FlowPlay, Seattle, WA






                           01/07 – 8/2007 
Creative Consultant
www.ourWorld.com,
· Lead the design and art direction of the ourWorld.com Massively Multiplayer Online demo that secured $3.7 million in seed funding and a featured slot in the Tech Crunch 40 2007. 
· Co-inventor of a patent-pending highly interactive and customizable avatar animation system.
· Managed outsource vendors and established quality control standards. 
RealNetworks, Seattle, WA

 





   03/03 – 01/07
Creative Director (07/05 -01/07)

The Apprentice, MTV Cribs, South Park, Luxor, Collapse, Text Twist Cake Mania (among others)

· Led the creative efforts of the North American mobile games group that produced over 22 internationally distributed, and critically acclaimed games. 

· Received two IGN Editors Choice Awards for Cake Mania mobile, Collapse mobile, and three Pocket Gamer Silver Medals for Cake Mania mobile, Luxor mobile, and 7 Wonders mobile.
· Aided in product management and the road map planning for US and international operations. 
· Drove the execution of design documents, graphic mockups, level designs, game balance, and art direction.
Producer (7/2004 - 7/2005)

· Directed porting teams in Canada and India and maintained quality control with face to face, hands-on product reviews. 

· Coordinated the launch of the first all-you-can-eat mobile gaming service, RealArcade Mobile. 
· Assisted in the production of graphic assets, game balancing, and level design.

Graphic Designer
Super Pool, Bounce Out Blitz, Collapse 3, (among others)
· Created 2D and 3D graphic assets for games and promotional materials.

· Conceptualized and executed the look and feel of user interfaces, gameplay components, and special animated effects.

Electronic Arts, Los Angeles, CA 





                08/02 – 01/03

Software Tester 

Medal of Honor: Frontline (Xbox)
· Tester of the Xbox version of Medal of Honor: Front line.

Independent Visual Effects Supervisor, Los Angeles, CA 


                  01/01 -09/02
Visual Effects Supervisor 

· Supervised shot break-downs, green-screen riggings, and motion-tracking points. 

· Provided match-moving, rotoscoping, compositing, pre-vis, 3D modeling, and animation services.

Nintendo of America, Redmond, WA 






   09/99 – 01/00
Software Tester 
Pokemon (N64), Stadium and Starcraft64 (N64)
· Tester of the N64 versions of Pokemon Stadium and Starcraft64.
SOFTWARE SKILLS
Photoshop, After Effects, Premiere Pro, Maya 2008, MudBox, Flash, Excel, Project

EDUCATION
Art Center College of Design, Pasadena, CA
Bachelor Fine Arts, Film with Honors
AWARDS and HONORS

Children’s Technology Review Editors Choice - Marvel Super Hero Squad: The Infinity Gauntlet
New York and San Diego Comic Convention Panelist – Marvel Interactive
Tech Crunch 40 (Top 40 Internet Startups 2007) - Our World/Flowplay  

IGN Mobile Editors Choice - Collapse!, Cake Mania
Pocket Gamer Silver Medalist - Collapse!, Cake Mania, Luxor, 7 Wonders
California Institute of Technology Summer Undergraduate Research Fellow
