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SUMMARY

Engineering and technology leader who builds, scales, and runs product organizations at the intersection of Al and games.
Currently leading an Al-native startup-within-Xbox shipping greenfield generative-Al game experiences. Two decades building
game platforms and creator/UGC ecosystems across PC, console, and mobile — from a community-run console game-dev
platform and app store to live-game backend services. Pairs a clear point of view on how Al reshapes software and content
creation with the strategic, organizational, and business range to set direction, grow leaders, and partner across business,
product, and design.

SELECTED SKILLS

Al-Native Development — agentic dev workflows, extending and customizing agent harnesses, enforcing guardrails and
guidance, responsible Al, GitHub Copilot CLI, LangChain, Semantic Kernel, Azure OpenAl, Claude and GPT-5 family of LLMs

Developer Experience & Platforms — building paved paths, internal developer platforms, Kubernetes, CI/CD, Jenkins, GitHub
Actions, developer observability, OpenTelemetry, Terraform, git, Perforce, SDK / runtime / API design, release engineering

Measurement & Operations — developer-velocity KPls (DORA-style), Al spend & token observability, SLOs, safety / quality gates
(CodeqQL, threat modeling, compliance, architecture conformance, secrets), optimizing team processes

Leadership — player-coach engineering leader, cross-org influence without authority, technical strategy, build-vs-buy strategy,
effective product / engineering / design partnership

EXPERIENCE

Principal Software Engineering Manager — Microsoft (Xbox - Gaming Al)

Aug 2025 — Present - Redmond, WA

Leading engineering for an Al-native startup-within-Xbox shipping greenfield generative-Al consumer experiences. 8 direct
reports, tasking authority over 11 engineers within a larger cross-disciplinary team. Reports to CVP GM.

e Built team and shipped first public experiment (minimix) in four months — a web experience letting anyone remix games
using a GPT-5-based ReAct agent — reaching 75,000 unique users in its two-week run.

¢ Designed and ran the agentic development workflow where effectively 100% of the product definition, planning, and code
was agent-authored with review and validation flows for people to insert judgment and correction.

¢ Improved PR cycle time and throughput 10x per dev relative to previous process with significant features shipped in days and
performance increasing; frequently cited as one of the highest-performing engineering teams in Xbox during the period.

e Contributed to nearly all architectural elements of the v1 product including our mobile hybrid i0OS/Android/Web app,
backend durable workflows, customized GitHub Copilot CLI agent runtime, MCP servers, asset version control system that
integrated semantic search and Al-generation attribution; also aided technology selection throughout the stack.

* Built SDLC gates for agent-generated artifacts (CodeQL, threat-model checks, architecture-conformance, secrets/network-
policy scanning) plus Al-usage observability across team workflows.

e Coached engineers through identity and role redefinition — moved juniors from outputs to outcomes, pushed seniors from
local technical wins to product-wide accountabilities, and enabled non-engineers (PM, game designer) to ship product code.

¢ Drove cross-team and cross-division evangelization and ensured a tight product-feedback loop with tooling partners —
including early feedback on the prerelease GitHub Copilot CLI SDK.

Principal Software Architect — Microsoft (Halo Studios / 343 Industries)

Oct 2020 — Aug 2025 - Redmond, WA

IC Principal Architect for the internal developer platform and developer experience serving a 500+ person creative organization
starting with Halo Infinite then the studio’s transition to Unreal Engine for subsequent titles.

¢ Rebooted the studio’s internal developer platform end to end — philosophy, infrastructure, services, and developer
experience — partnering directly with teams across the studio to drive adoption.

e Built custom Al agents on LangChain and Semantic Kernel for agentic code review (augmenting human review), build-break
triage, and Jira ticket auto-triage — introducing Al-leveraged developer tooling at studio scale.

¢ Drove game build success from ~50% to 95%+ and cut P90 build time from ~12 hours to ~1 hour with a mix of direct
architectural and engineering work and coaching other engineers through their changes. Shared the resulting practices with
other Microsoft Unreal Engine studios across Xbox.



e Architected the studio-wide developer-services platform: Kubernetes-based Jenkins Cl/CD (300 Windows + Linux build
nodes), ~30 developer services (Autodesk Flow connectors, Jira, custom M365 Copilot indexers, dev notifications), unified
OpenTelemetry observability for local developer machines, CI/CD, and cloud services. Handled ~2,500 full game builds per
week where each build requires a 1TB Perforce workspace.

e Established and owned the studio’s developer-velocity KPIs (Workspace Update Duration & Success Rate, End-to-End Build
Time, Build Workspace Sync Time) along with monitoring, alerting, and review rituals that operationalized them.

Founder & CEO — contentloop

Oct 2019 — Oct 2020 - Sammamish, WA

Founded a bootstrapped B2B Saa$ startup targeting gaps in mobile app content management systems. Systematic customer
discovery with hundreds of prospective customers; pricing and small/medium-business GTM motion. Selected for the inaugural
cohort of the Venture Out Startups program. Tech: React, Ruby on Rails, Node.js, AWS.

Principal Product Architect — Microsoft (PlayFab - Azure Gaming)

Sep 2017 — Oct 2019 - Redmond, WA

IC on the CVP’s leadership team of a B2B gaming services organization that acquired PlayFab (GaaS live-game backend service).
After assisting in technical due diligence, took on a post-acquisition role blending product, technical, and business strategy.

¢ Drove a strategy targeting 250% revenue growth for the 120-person org; introduced strategic product planning integrating
customer, business, growth, product, and technology views.

* Led PlayFab’s expansion into China handling technical bring-up on AWS China, multi-jurisdictional privacy/legal compliance,
business partner selection and due diligence, operating-model and contract definition, and China customer discovery.

Principal Software Architect — Microsoft (TruePlay)

Feb 2016 — Sep 2017 - Redmond, WA

Founded TruePlay, a cloud and device-based anti-cheat system shipped as part of Windows 10. Drove cross-divisional execution
across hundreds of Windows, Xbox, and feature teams to deliver enhanced device protections and cloud-based cheat detection.

Principal Software Engineering Manager — Microsoft (Xbox One Application Platform)

Jun 2011 - Feb 2016 - Redmond, WA

Early member of the Xbox One software team managing ~10 direct reports at peak; tasking authority over 25+ developers
heading into launch. Reported to VP of Engineering.

¢ Led the tech and the organization that delivered the multi-billion-dollar Xbox One application platform — OS surface area,
application runtime, packaging/licensing, identity integration, and developer APIs used by every Xbox One app (e.g. Netflix,
the Xbox shell) and game on the platform.

e Owned the API surface area for Xbox — drove the systems work with Windows that allowed Xbox to ship a different API
surface from Windows requiring coordinating across dozens of Xbox and Windows partner teams.

e Owned OS composition for the custom Xbox build of Windows and shipped continuously across the program: all Alpha XDKs,
the Xbox One launch (Nov. 2013), and every OS/XDK update through Feb 2016.

Principal Software Engineering Manager — Microsoft (Xbox 360 - XNA Game Studio)
Feb 2006 —Jun 2011 - Redmond, WA

Delivered the first community-run, console-based game-development platform and app store. Grew the team from a handful to
25+ people in 10 months while shipping v1; owned product vision and technical roadmap for subsequent releases across Xbox
360, PC, and mobile devices.

Earlier roles
Senior Engineering Manager, Microsoft DirectX SDK — Jun 2004 — Feb 2006 (Redmond, WA)

Engineer & Engineering Manager, Digital Anvil — Jun 1998 — Jun 2004 (acquired by Microsoft in 2000); engine and game tech
for Conquest: Frontier Wars (PC, 2001), Freelancer (PC, 2003), Brute Force (Xbox, 2003).

Engineer, Chromatic Research — Jun 1997 — Jun 1998; shipped firmware for the MPACT-2 Media Processor.
EDUCATION

B.S., Electrical & Computer Engineering — University of lllinois Urbana-Champaign, 1997



