John McLean-Foreman
Narrative Director / Writer / Training Program Creator
	Experience

	
	
2017 – Present	5 Daily Risks – Self-Development & Behavioural Training Programs	                                                                 Global Client Base
Creator / Coach / Trainer / Author
Developed several new programs that help participants make huge changes in their lives within a one to three-week period.
Rebuilt my program so that successful completion rate rose from 30% to 90%
Using game design and psychology, I build easy-to-repeat behavioural systems that help clients overcome blocks and achieve their objectives. 
Design and lead interactive workshops. 
Lead each program through a variety of means including setting weekly targets, daily communication, and personal and group coaching. 
Lead marketing, outreach, and client acquisition.
Currently designing the associated app. 

2022 – Present	Narrative Design Masterclass	             Global Client Base                                      
Creator / Trainer
Analyse major game sequences to reveal how meaning and emotion are conveyed through player interaction and choice rather than exposition.
Explain why players perceive events the way they do.
Demonstrate that all departments must align around a unified narrative vision, or the narrative will fail.
Identify dozens of narrative techniques used in games.
Explore how those techniques can be adapted to any kind of game.
Run Q&A and brainstorming sessions to deepen participants’ understanding of how to apply what they have learned to their own projects.

2022 – Present	Storytelling & Scene Analysis Workshop
Global Client Base
Creator / Trainer / Mentor
Teach storytelling and dramatic structure through detailed scene analysis of film and television.
Break down how elements such as dialogue, blocking, pacing, and visual storytelling create meaning and emotional impact.
Guide participants in applying these storytelling techniques to their own scripts and narrative projects.







2023 – 2024	Age of Mythology: Retold – Immortal Pillars – Virtuos Games                       	                                          Montreal / Shanghai
Narrative Director
Trained designers in storytelling and narrative design, both within the project team and through companywide sessions for international teams.
Led the narrative vision and story structure for the RTS project.
Partnered with design, art, and cinematic departments to ensure story integration into gameplay and level design.
Wrote all cinematic scripts, maintaining emotional and thematic consistency throughout the narrative.

2021 – 2023	Patient Zero – Serialized Sci-fi Drama Television Series
Florianopolis / Los Angeles                                                                                                                                          
Creator and Writer
[bookmark: _GoBack]Conducted in-depth research to ensure authentic world-building and narrative development. 
Wrote pilot script and developed detailed episode arcs, series outlines, and series bible. 
Developed compelling character arcs, episode structures, and four-season overarching storyline.
Presented the series to Hollywood producers and studios, showcasing the series' creative vision.

2015 – 2016	The Machines (GaaS Mobile Game) – Directive Games 	
Montreal / Shanghai
Narrative Director
Created game world, story arcs, and characters.
Built AAA quality narrative design for a modest, mobile game budget.
Developed the intellectual property so that it could easily be translated into multiple mediums.
Wrote and managed the comic books and graphic novel.

2013 – 2015	Watch Dogs 1 & 2 – Ubisoft 	Montreal, Canada
Writer /Narrative Designer
Assisted the writing team in completing Watch Dogs 1 during late-stage development.
Directed supporting voice actors to ensure character consistency and narrative tone.
Collaborated within a three-person writing team to develop Watch Dogs 2’s narrative, world logic, character arcs, and political landscape.
Designed multiple narrative systems for integrating story into open-world gameplay.

Jun – Nov 2013	Pioneer (GaaS Online Game) – Ubisoft 	Montreal, Canada
Lead Writer / Narrative Director
Created the entire narrative system under a strict no-cutscene rule.
Created the story world, narrative arc, characters, bios, main dialogue, and event design.
Developed a narrative system that functioned across single-player, co-op, and multiplayer modes operating in different timelines within the same game world.
Developed a narrative system that allowed players in single-player, co-op, and multiplayer modes to logically interact with one another regardless of where each player was within their own narrative timeline.

2012 – 2013	1666 – THQ/Ubisoft 	Montreal, Canada
 Shared Lead Writer / Narrative Designer
Created story, world, characters, main dialogue, and event design.
Designed multiple narrative systems that conveyed story, meaning, and emotion entirely through gameplay.

2011	Silent Scope – Day 1 Studios	Chicago, USA
 Lead Writer
Story arc creation, character creation & bios, main dialogue, event design.
Created the story arc, characters and bios, main dialogue, and event design.

2010	Killzone 3 – Guerilla Games	Amsterdam, Netherlands
 Lead Writer
Refined the story arc, wrote cutscenes, gameplay dialogue, and NPC barks.
Collaborated on gameplay event design.
Provided on-set support to the director and actors during motion capture shoots, ensuring scenes remained aligned with the narrative and adapting dialogue to suit actor performance when needed.

2008	Pirates of the Caribbean – Propaganda Games	Vancouver, BC
 Lead Writer
Created and oversaw all aspects of the game’s story.
Collaborated with design and team leads to integrate narrative into gameplay and mission structure.
Worked with quest and world designers to ensure story consistency across the game world.

2007	DUST 514 (GaaS Online Game) – CCP	Shanghai, China
Lead Story Writer
Developed the narrative and world history for the game’s setting within the EVE universe.
Developed documentation and guidelines to coordinate internal teams and external outsourcing partners.
Worked with the Lead Game Designer to clarify and develop new gameplay designs.

2006 -2007	Unannounced Project – Epic Games China	Shanghai, China
Contract - Lead Writer / High Concept Design
Created every aspect of the story.

2005 – 2006	Splinter Cell: Double Agent – Ubisoft	Annecy, France, 
 Shanghai, China
Lead Script Writer
Contributed to high-concept design for the online component.
Created and wrote the story for both Splinter Cell 4 Online and the solo campaign.
Coordinated narrative event design with team leads.
Supervised voice recording sessions in Los Angeles.
Trained junior designers in storytelling and event design for games.
Developed high-concept narrative ideas for Ubisoft’s future project portfolio.

2002 - 2004	Black & White 2 – Lionhead Studios	Guildford, UK
Lead Story Writer 
Led story development for the AAA title Black & White 2.
Created the story, cutscenes, in-game dialogue, characters, and narrative continuity.

2002 - 2004	Patient Zero – Image Comics	Globally distributed
Story Writer/Creator/Producer 
Created and wrote the comic series Patient Zero.
Hired and managed the art team.
Led publicity and promotion for the series.
Raised funding to support production.

2000 - 2001	Gamasutra/Game Developers Mag	San Francisco, CA
Freelance Writer/Interviewer www.gamasutra.com 
Conducted monthly interviews with game industry professionals for publication.

1999 - 2000	Entertainment Tomorrow	Vancouver, BC
Deputy Editor/Segment Producer 
Produced original creative content for the website, including projects such as Xenomorph.
Conducted interviews with high-profile actors, directors, screenwriters, and comic creators.
Introduced audio interviews to the site and promoted them online.
Increased site traffic more than fivefold through new content and distribution initiatives.
Built partnerships with related industry websites and maintained an extensive industry contact network.
Wrote weekly reviews across multiple entertainment categories.
Produced segments for the Entertainment Tomorrow television property. 

	
	1999 - 2000	Xenomorph	Vancouver, BC
Producer / Writer / Creator / Lead Actor
Took an online radio comedy from concept through production and web release.
Co-wrote the series and performed the lead role.
Hired the director, writers, and actors, and managed budgeting, equipment rentals, payroll, and recording sessions.
1999 - 2000	The Electric Playground	Vancouver, BC
Writer / Interviewer www.elecplay.com 
Wrote video game reviews.
Conducted half-hour audio interviews with video game industry professionals.
1997	Totally Hip Software	Vancouver, BC
Online Animator
Created original classical animations for online distribution and sale.




1996 - 1997	Vancouver Style – Online Entertainment Magazine
Vancouver, BC
Creator / Co-Owner / Editor / Writer
Built and led a team of nine writers for a project with no budget or financial incentives.
Managed daily site operations including HTML programming, site updates, database creation, marketing, press coordination, and article editing.
Wrote reviews covering local theatre and cultural events.



Mobile: +55 (48) 99154-1178       Email : jmclean@5dailyrisks.com 

