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KEY SKILLS & EXPERIENCE

· Award-winning editor: PPA, BSME, Total Publishing

· Over 15 years as a magazine editor in the fields of consumer technology, design, DVD movies, internet, creativity, home computing, games & male interest
· Editor of six launches and more than a dozen relaunches

· Defined new markets with first titles into sectors

· Worked with licensed titles and with brand-protective companies: Sega, Ministry of Sound, Adobe

· Vast experience working with varying team sizes. Skilled at recruiting 
new teams, managing, directing and ultimately getting the best from my staff
· Adept at working with marketing and ad teams as well as third parties

· Worked on building brands, expanding beyond print to find innovative 
ways of promoting publications and exploring new revenue streams
· Creative and editorially driven but with strong business acumen

· Good at building industry relations and promoting brands through 
round-tables, events and seminars
· Worked with existing teams to implement changes and steer titles 
in new directions

IT Skills: Proficient in Word, Excel, Quark Xpress, InDesign, Photoshop

CAREER TO DATE

Freelance, Redwood Contract Magazines / River Publishing

November 2006-Present
Various freelance projects: Managing editor duties on Hamptons International customer magazine; preliminary pitch work for Redwood where I launch edited their pitch for the official Sony licence, encompassing Sony music, movies, technology and games.

  
Prior to this, I spent much of 2006 pursuing my DIY interests, renovating a flat in West London and introducing the latest in design and technology in a bid to maximise its potential. 

Editor-in-Chief; Highbury Communications

June 2005 – January 2006
Initially brought in to launch Advanced Photoshop magazine, targeting professional creatives, I was then tasked with refocusing and relaunching many of the problem titles in Highbury’s portfolio. I repositioned two of their internet titles (Web Designer and Practical Web Projects) and was involved in steering the direction of iCreate and ebuyer.  Working for a cash-strapped company with big ambitions and low staff morale presented problems but by inspiring teams with creative ideas for their magazines and building individuals’ self-confidence, I achieved considerable success before the company collapsed due to refinancing problems.
Freelance editing & writing

March 2004 – May 2005

After spending a year travelling around Australia and Thailand I returned to the UK to pursue a long-held ambition to write a novel. Working with agents and publishers, I made considerable progress but was ultimately wooed back to the office and my first love of magazines when Highbury approached me to launch a new title for them.

Editor-in-Chief, T3, Home Entertainment, Hi-Fi Choice; Future Publishing

September 2001 - February 2003

After first relaunching T3, Future’s biggest consumer technology magazine, I was made Editor-in-Chief over Future’s technology portfolio, managing three editorial teams and taking ultimate responsibility for three publications targeting affluent ABC1 males in the home entertainment and hi-fi sectors. I quickly established strong links with the industry in the US and UK. During this time I identified the need for a relaunch of Home Entertainment and worked closely with the editorial team and its entrenched editor to implement it. I was also involved in refreshing the T3 site to reflect editorial changes and to bring print articles online that would increase visitors and build brand loyalty. 
Editor-in-Chief, Digital Life magazine; Future Publishing

While still in charge of Create, Future asked me to come up with the concept and dummy for the proposed launch of a consumer homes magazine called Digital Life. Addressing an upmarket audience, the title was set to be a style conscious read that tapped into an escalating interest in design and technology. It was Wallpaper meets Stuff but ultimately never came to market due to a sudden upheaval in the company’s fortunes.
Editor-in-Chief, Create magazine; Future Publishing

May 2000- September 2001

I launched Create as an original concept. A high-end design magazine targeting Web creatives, it was highly respected right from launch and picked up many awards, scooping accolades including PPA Business Editor of Year 2001, PPA Design of the Year 2001, Total Publishing Art Editor of the Year 2000, Total Publishing Magazine of the Year 2000, BSME Business Editor of the Year 2001 (Highly Commended).

Every issue of Create was treated as a big event. Cover treatments, features and interviews were designed to get at the heart of big issues and controversies in the industry. By building strong links with Web designers and innovators in the US and Europe, I was able to arrange round-table discussions and seminars on a monthly basis, quickly putting Create at the beating heart of its industry. Working with my Web editor, I planned the website that ran alongside the magazine, coming up with imaginative ways to keep Web designers returning to the site and building a community online that could feed back into the print magazine. Thanks to highly-focused editions of Create, I was able to keep the website fresh and relevant. One such special issue gave me the opportunity to arrange a cross-promotion with Macromedia US and after a visit to their San Francisco offices we agreed a slot on their site that drove new US traffic to our own.

While editing Create I also oversaw a relaunch of Mac Format magazine, bringing the title up-to-date and refreshing its base of freelancers. In addition, I was also heavily involved in a relaunch of What DVD magazine, a film reviews title, and worked closely with its recently-promoted editor to train him up and revitalise the publication.

Editor-in-Chief, Dreamcast, the official magazine; Sega / Dennis Publishing

October 1999-February 2000

I was drafted in on a project to pitch for the official Sega Dreamcast license. We competed against five other publishing companies for the license; I was able to convince Dennis to produce a full-size dummy on quality stock. By tapping into Sega’s brand values for the console I produced a unique games magazine oozing with passion and a strong sense of community. We ultimately won the contract and I went on to launch and edit the first three issues. Towards the end of this project Dennis asked me to devise a concept for a new PC consumer mag but I was lured away by Future to launch Create.
Editor-in-Chief, PC Zone; Dennis Publishing
March 1998 - October 1999

I relaunched this existing PC games magazine, raising readership by 20% and achieving the magazine’s biggest-ever sales figures.

Editor, Ministry of Sound magazine; Ministry of Sound / Dennis Publishing
Jan-Mar 1997
While launching Escape, I was also responsible for preliminary work on Ministry magazine, a dance lifestyle publication for Ministry of Sound. I took their brand values and prepared initial ideas, coming up with an editorial concept that Dennis pitched to Ministry of Sound.

Launch Editor, Escape; Dennis Publishing
September 1996-March 1998

I was approached by Dennis Publishing to launch an innovative lifestyle magazine targeting young men. This was at the same time as the Loaded phenomenon and the magazine offered a laddish look at the internet.

Launch Editor, Computer Arts; Future Publishing
March 1996-Sept 1996

As part of a two-man team, I launched Computer Arts, a magazine targeting artists and designers using computers in their work. This was the first magazine of its type and defined a new sector. A mix of tutorials and showcases, Computer Arts quickly attracted a healthy student following and is still the UK’s biggest-selling creative title.

Launch Editor, PC Guide; Future Publishing
January 1995-March 1996

I was lured back from the States to launch this publication for Future. It was the first PC title to target families with kids who were venturing onto the internet for the first time.
Recruited new editorial teams; Imagine Publishing, San Francisco, USA
June 1994-January 1995

Moved from West Coast to East Coast, USA and established a new editorial office, recruiting new teams and instilling parent company values, while working on a relaunch of the company's biggest games magazine.

Moved to US to edit Game Players; GP Publishing, North Carolina, USA
January 1994-June 1994

Moved to America to take the helm of Game Players, a games magazine selling over 700K copies a month. The operation had been bought by Future and I was selected to export some of our British magazine sensibilities to the new US portfolio.

Editor, PC Format; Future Publishing
June 1992-January 1994

In what was an emerging market at the time, my company launched a new publication targeting home PC users. A few months after its launch, and following my success on ST Format, I was brought in to develop the title into its market-leading position.
Editor, ST Format; Future Publishing
January 1990-June 1992

My first job as editor, having worked up through the ranks as staff writer, section editor and then deputy editor. My market knowledge and expertise took the title to 70K+ readers, its highest ever.

ACTIVITES & INTERESTS

I’m interested in travel and have travelled round Australia and Thailand. I attend a local gym 3-4 times a week and am a keen cyclist. I’m also interested in property renovation, having entirely redesigned two flats. I’m an avid reader of contemporary fiction and also a fan of TV documentaries and science programmes.
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