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Summary 
Thus far, I've had one foot in the Software Industry and one foot in the Entertainment 
Industry. My primary interest is in the impending transformation of Film / TV / 
Entertainment and Marketing / Advertising as the Internet becomes the primary conduit 
for interactive communication and passive entertainment as well as a hybrid of both 
(YouTube / Facebook). If I can get away with calling this a "transvergence" I will; it's a 
convergence that will transform the way we think about these fields and ourselves. We 
are soon to abandon a narrow-width, high barrier to entry, 'broadcast-push' model for an 
infinite-width, low barrier to entry, 'consumer-pull' model, and this evolution coupled 
with the aforementioned 'transvergence' will create opportunities for some highly 
innovative and wildly disruptive creations. 

I write, act, and direct theatre, film, and commercials. I have a background in QA, Technical 
Writing, Usability / User Experience design, and Information Architecture.  I think the world 
would be surprised at how similar designing a Web site or software application is to directing a 
play.   
 


