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In 1991 Dave left the computer graphics company he co-founded to join Virtual World Entertainment.  Dave was brought on to push the edge of graphics fidelity for VWE’s “Battletech” simulators, applying the techniques he had developed in his previous ten years working in computer graphics.  The results were well beyond state-of-the-art for computer game visuals at the time.

As his creative contributions expanded beyond computer graphics, he eventually became the company’s Creative Director, supervising the design and creation of all of VWE’s new game projects in collaboration with Jordan Weisman. In addition to his regular duties, Dave also supervised the design of the company’s next generation TESLA simulators, again employing graphics techniques previously unseen in games, and supervised computer graphics production for the “Battletech” animated television show, one of the first uses of computer generated imagery in an animated show.

After VWE merged with it’s sister company, FASA Interactive, Dave headed up graphics production for “MechCommander,” and later served as the designer/producer for Invasion, a Disney attraction produced under contract by FASA Interactive.

Immediately before relocating to Redmond, Dave assisted graphic design for “MechWarrior2” and worked with Jordan to create “Crimson Skies,” which will be published by Microsoft later this year. 

Dave is currently serving as the Lead Designer for “MechWarrior 4.” He is also working on the application for his third patent for graphics technology, which will appear in the game.

