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Britt Morris
Burbank, CA  91502-1527
recruiter@brittmorris.com
	Summary
	Online gaming Architect and Technologist, Team Manager and Mentor 

	Highlights
	Comprehensive knowledge of computer technology with real-world application experience
Hands-on manager/coder with comprehensive understanding of development philosophies.
Abundant team and project management experience on mission critical projects
Specializations in interfacing disparate systems, efficient large-scale communications
Experience with massively multiplayer game development, structured software development, documentation and proposal drafting, cutting-edge research and new technology development, mission critical reliability and contingency planning.

	Experience
	bH Development, LLC
April 2003 to Present
Chief of Technology
Responsible for all aspects of technology development, deployment, and management of a premier online multi-player poker application.  Built a team of first-rate IT operations, database administration, data analysis, quality assurance, product development and back-end tools staff.  Ensured regulatory compliance and prepared product for third-party expert review and audit.  Quickly identified major scalability, performance, and operational-cost issues in the initial design, and implemented solutions rapidly.  Major technology highlights:

· replaced single-threaded message pump for socket events w/IOCP

· replaced slow general list with faster container classes from the STL

· replaced fixed-size thread pool with Win32 built-in thread pool

· introduced smart-pointers (solved lock-induced performance problems)
· replaced flawed crypto design with secure RSA-key swap and AES channel

· educated team in SMP issues and deployed VTune to assist w/debugging
· implemented a release process including automated builds from asset control

· replaced problematic Win32 GDI objects with DIB-sections and custom blitters
· implemented queued database writing service (used MSMQ for transport)

· deployed DB-to-server messaging system using MSMQ and a T-SQL XP

· designed and implemented highly-scalable server backend



	
	Sega
April 1998 to December 2001
Director of Engineering
Responsible for all engineering, research and development except Web development and IT Operations.  Managed a multi-million dollar budget.  Reported to COO as a member of Senior Staff.  Negotiated complex international policies with Sega of Japan and Sega of America.  Developed and deployed significant portions of all Sega online projects in the U.S. including the Dreamcast Network, the SegaNet ISP, and the transition of SegaNet from an ISP to a subscription game service.  Released the SegaNet Application Platform (SNAP), a robust, scalable, efficient high-speed platform for standardized multi-platform deployment for worldwide operations. 

	Experience
(continued)
	Senior Manager, Internet Game Technology

Promoted to Manager then Senior Manager of the newly expanded Internet Game Technology group reporting to the CTO and responsible for nine direct reports.  Integrated the Dreamcast Network development group with the Internet Game Technology group to form a new IGT group.  IGT is currently responsible for all client research and development, server development, network infrastructure research, and tool development; that is, all research and development that is not explicitly a web page or a database procedure.  Quickly established a rapport with the Dreamcast team and prevented the loss of valuable talent from the organization.  Specified and supervised development of improvements to the SegaSoft Client Configuration system that reduced launch times by 60% on average, especially for the 50MB package required for 10SIX, the million player game.  Utilized Marimba Castanet and several custom utilities designed to increase the efficacy of Castanet’s differential updates.

	
	Internet Game Technologist

As  SegaSoft’s Technologist, I acted as a liaison between technology and business.  Evangelized HEAT.NET and other products to developers and publishers.  Monitored technology trends and discovered ways to apply technology to improve HEAT.NET’s efficiency, reliability and appeal to gamers and developers.  Involved in important external negotiations with business development and general management personnel.  Instrumental in identifying and prioritizing key features for both HEAT.NET and the Dreamcast Network [the predecessor to SegaNet].  Involved in functional and technical design of the Dreamcast Network and the SDK.  Created protocol and services to implement HEAT.NET peer-to-peer games on NAT/PAT networks (DirectPlay).  Designed and deployed NT server infrastructure to interface with the Solaris MPath-based infrastructure allowing HEAT.NET to be first to market with many leading titles (Unreal, Quake III Arena, Shogo) since developers didn’t have to worry about porting their server code to UNIX.  Successfully interfaced 10SIX’s authentication and authorization structure with HEAT.NET’s, converting 10SIX chat to HEAT chat.  Remotely troubleshot dozens of third-party game network modules using packet sniffers and test harnesses.  Directly responsible for assessing and coordinating emergency fixes to allow games to ship on time (Flesh Feast, Fatal Abyss) with multiplayer functionality in tact.  Finished work on the HEAT.NET DirectPlay 5 service provider that optimized communications over the HEAT network.  Designed many future technologies for large-scale network systems, building on features of existing technologies such as PIM (Protocol Independent Multitasking), RSVP (Resource Reservation Protocol), RTP (Real Time Protocol), IP QoS/ToS, ATM.

	
	WaveQuest, Inc.
December 1995 to April 1998
Technical Director
Directly supervised eight engineers at a multimedia game developer.  Established and enforced company-wide coding and production standards, including guidelines for the production and management of assets (art, music, etc.).  Reviewed and implemented version control for source code and other assets.  Accompanied company’s CEO to publishers to negotiate and secure contracts. 

	Experience
(continued)
	Senior Game Engineer (WaveQuest, Inc.)

Produced company’s first Win32 code and ported 16-bit MS-DOS C and assembly.  Built GUI and drawing code using the Game SDK (later called DirectX).  Created video blitter code for side-scrolling SNES to Genesis port of Bronkie the Bronchiasaurus.  Developed MPReq based protocol (dual UDP and TCP based client-server channels) for 30-player Internet toy Alien Race, 14.4kbps modem requirement.  Developed portable server that compiled and executed on Solaris and Win32 Intel platforms.  Created test harnesses to simulate load and disruptive behavior.

	
	Alpha Pacific
November 1992 to December 1995
Technical Support Manager
Established the technical support department for Alpha Pacific, makers of pcVision a DOS-based terminal emulator (built on Walker Richer Quinn’s Reflection terminal emulation technology).  Provided support internationally to dealers and large clients.  Assisted clients with large heterogeneous networks such as the FDIC Law Library, Eveready battery, Tower of London, and the Library of Congress.  Maintained code and provided utilities, tools and fixes for pcVision, Cogent, and ImageRider.

	
	Morris Communications
September 1989 to October 1994
Owner
Purchased Diamond Communications, a small telephone interconnect company and expanded its business to include networking and data communications.  Established a regular clientele of small to medium-sized businesses in the San Luis Obispo area.  Managed journeymen subcontractors and established vendor relationships.  Trained three apprentices to Senior Apprentice/Junior Journeyman level.  Most client PBXs were 300 to 500 extension installations and 20 to 50 node Ethernet networks.  Worked extensively with equipment from AT&T/Lucent, TIE, NEC, Toshiba, InterTel, Mitel, 3Com, MultiTech, Hewlett-Packard and others.  Continued to support clients while transitioning to network software development.

	(

	Shipping Titles
	Flesh Feast (PC, Sockets)
Fatal Abyss (PC, Sockets)
Plane Crazy (PC, DirectPlay)
10Six (PC, Sockets)
Vigilance (PC, Sockets)
	Jet Set Poker (licensee of software)

Quake III HEAT (PC/Sparc/DC [SegaNet])
Unreal HEAT (PC/DC [SegaNet])
Adrenix (PC, DirectPlay)
Sonic R (PC, DirectPlay)

	(

	Interests
	Playing and designing games; composing and playing music; linguistics; hiking


