SKILLS

ALAN COPELAND

GAME DESIGN | UX/UIl DIRECTOR | VFX
518.290.4502 | ALANSMEDIA@HOTMAIL.COM | ALANSMEDIA.COM

20+ years of experience creating immersive gaming experiences as a creative solutions leader, Designer, Artist, and User
Experience Specialist

e Proven experience in defining the vision for Game Systems and User Experience processes
e Leading edge creative on a long list of AAA titles (Expert user in Adobe Photoshop, lllustrator, XD, After Effects and more)
e Extensive experience managing a diverse team of User Experience Designers, Engineers, Artists and Design professionals
o Self-motivated and assertive individual with strong leadership, organizational, and planning skills
o Ability to collaborate actively as part of a multi-disciplinary team
e Direct all aspects of Design and User Experience from research and concept through completion/finished art assets
e Proactive and creative problem solver with an intellectual interest in current and new technologies
e Strong judgment and decision-making skills, in addition to excellent organizational, problem solving and creative skills
e A specialist and mentor in design software (e.g. Figma, Adobe UX, Miro), wireframing and rapid prototyping
e Ability to scope and manage projects through all phases, from kick-off through to delivery
e Recommend and apply design approaches based upon the latest interactive trends and industry best practices
e Use fact-based analysis and diagnostic techniques to develop insights and recommendations
o Ability to iterate on/modify existing designs as well as creating and executing designs from scratch
e  Experience working with Agile/Scrum methodology
EXPERIENCE

BIOWARE | ELECTRONIC ARTS 2019 — PRESENT
STAR WARS: THE OLD REPUBLIC UX GAME DESIGN DIRECTOR
ANTHEM NEXT SR. UX/UI DESIGNER

e Established a new UX Team on a live services game that needed a massive workflow and development process overhaul

o Developing an extensive style guides and interactive component libraries for ongoing development of a massive MMO live-
services games

e Communicated to build consensus and evangelize UX initiatives across disciple at a multi-studio level

e  Senior member of the Accessibility Steering Group which establishes inclusivity best practices across all of Bioware

e  Worked extensively with our UXR Team to analyze data trends and use that information to make tactical design decisions

e Established styles and standards for the brand across multiple platforms (game, web, app, launcher, video trailers and
marketing)

VICARIOUS VISIONS | ACTIVISION/BLIZZARD 2014-2019
DESTINY 2 SR. RAID UX SPECIALIST | VFX
CRASH BANDICOOT: N.SANE TRILOGY LEAD UX/UI DESIGNER | VFX
SKYLANDERS IMAGINATORS (NINTENDO SWITCH) SR. UX/UI SPECIALIST
SKYLANDERS SUPERCHARGERS SR. UX/UI SPECIALIST

o Establish design and brand standards for multiple AAA titles

e Hire, train and lead a team of UX and Ul artists, provide coaching and mentorship

o Worked on the Destiny 2 Raid team to create and communicate immersive game mechanics

e Specialized in creating high-definition visual effects and advanced animated shaders

e Led the UIX/Ul team in developing an updated look to Crash Bandicoot while staying faithful to a classic IP

e Developed cutting edge VFX tool solutions for allowing localized text to be rendered in a 3D environment and allow 3D

items to move seamlessly into a 2D Ul space
Set the creative direction for Skylanders Supercharger UX/UI LiveOps experiences and purchase flows



ELECTRONIC ARTS 2007 - 2014

THE SIMS 3 STORE/ DLC LEAD DESIGNER | UX/UI DESIGNER | PRODUCER
THE SIMS 3: UNIVERSITY SR. UX/UI SPECIALIST
THE SIMS 3: SUPERNATURAL SR. UX/UI SPECIALIST
THE SIMS 3: PETS (NINTENDO 3DS) LEAD UX/UI DESIGNER
THE SIMS 3 (PLAYSTATION 3) SR. UX/UI DESIGNER
NERF N-STRIKE 2 (NINTENDO WII) WRITER | SR. UX/UI
NERF N-STRIKE (NINTENDO WII) LEAD UX/UI

e Set the creative direction for all The Sims 3 DLC, collected player feedback to inform tactical design decisions

e Under this leadership direction The Sims 3 Store was the strongest profit to cost ratio of any team in the history of The
Sims franchise
Conducting player research sessions, system tuning, managing, and communicating the development process
Created an innovative store system and user flow of in-game purchases, more than tripling in-game sales and attachment
rate

e Redesigned the entire UI/UX from the previous Sims DS game. Nintendo Life noted this change as a primary reason for
the substantial increase in its review score compared to its predecessor. Also responsible for all interactable object design
and tuning.

e  Story/script writer, combatant design and tuning, UI/UX design for the Nerf N-Strike series

CREATIVE PRODUCERS GROUP 1999-2007
ASSOCIATE CREATIVE DIRECTOR

Clients: H&R Block, MasterCard, Sprint PCS, BMW, General Motors, Jiffy Lube, Lennox, Panera Bread, Asthma E Club and
many other Fortune 500 companies’ PCS, BMW, General Motors, Jiffy Lube, Lennox, Panera Bread, Asthma E Club and many
other Fortune 500 companies

DISTINCTIONS
EA SIDE QUEST AWARD “SUCCEEDING AS A TEAM”
VICARIOUS VISIONS GAME JAM AWARD
VICARIOUS VISIONS “NERD OF THE HERD” AWARD (3 TIME WINNER)
EA STAR PERFORMER AWARD
TOP 100 PRODUCERS PRODUCER MAG
ARROW AWARDS (4 TIME WINNER)
AXIEM AWARDS (2 TIME WINNER)
COMMUNICATOR AWARD

EDUCATION

WRIGHT STATE UNIVERSITY FINE ARTS



