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PROFESSIONAL SUMMARY

Principal engineer working at the junction of Unity and AI. I automate the parts of engineering where correctness is declarative - SemVer,

changelogs, release gates, save-migration, schema validation - and verify the machine's output against ground truth, so the human keeps the
part that's actually judgment. I build the harnesses that make LLM-driven engineering trustworthy and architect the pipelines that tie them

together. In practice that means lower regression risk, release discipline by default, QA that reproduces instead of trusting mocks, and faster

feedback for the team. Captain SDLC is my AI-driven dev pipeline of independent OSS tools that share conventions, not code: Socratic design
interrogation (claude-interrogate), an MCP-driven Unity test harness that drives a running game to verify save/load and DI end-to-end (ATH,

extracted from an in-house Unity game), and conventional-commit release automation (claude-release) - building it stepped my own milestone

throughput ~4x. 16+ years shipping Unity games and systems.

CORE COMPETENCIES

Developer Productivity Tooling MCP Servers & Claude Code Plugins AI Test Harnesses Release Automation (SemVer / Changelog)

Deterministic LLM Governance Parallel-Agent Orchestration Unity Systems Architecture (DI-first) Save/Load State Verification

WORK EXPERIENCE

LlamaBrain Labs June 2025 - Present

Principal Systems Engineer (Founder)

Authored 1,800+ tests and maintained ~89% line coverage; contract-tested byte-stable prompts, deterministic gates, and memory mutations
around a stochastic LLM.

Implemented bounded retries, timeouts, and deterministic fail-closed fallback with explicit failure reasons for safe degradation under model/server
faults.

Shipped CI-backed releases and a Unity 2022 LTS demo with structured logging, metrics, and debugging overlays for integration and diagnosis.

Talofa Games December 2022 - November 2025

Senior Unity Engineer

Owned Unity-side gameplay and tooling for live-ops titles; used contract tests and instrumentation to reduce regressions.

Operated Firebase telemetry stack (Analytics, Remote Config, Crashlytics) end-to-end on the Unity client: event schema discipline, release
validation, and production diagnosis workflow.

Maintained crash rate under 1% via triage loop: instrumentation, repro, fix, verification, release hardening.

Led code quality and onboarding at scale (1,300+ reviews): enforced standards and review gates to reduce defect escape rate.

UX Magicians February 2022 - October 2022

Senior Unity Engineer

Implemented and refactored Unity features against evolving design specs for an enterprise sports app.

Built production diagnostics pipeline: structured logs and on-device signals streamed to AWS/S3 to enable remote debugging of field issues.

IglooSoft Games October 2020 - January 2022

Unity Engineer

Developed gameplay systems and tooling for Farworld Pioneers, an online 2D multiplayer title.

Coded procedural generation, dynamic weather, AI event directors, pathing logic, and in-world critter behaviors in C#.
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Oldblood Games January 2015 - December 2019

Technical Director

Primary Unity engineering for MASOCHISIA, a 2D narrative horror puzzle title on Steam.

Designed and maintained core runtime systems: branching narrative, dialogue tooling, event logic, puzzles, camera systems, and world
interactions.

PROJECTS

Captain SDLC OSS | Architect github.com/LlamaBrain/captain-sdlc

Architected an AI-driven SDLC pipeline for Unity work: independent tools sharing trace/seam schemas, not code (captain-sdlc is the contract layer).
Three process blades - claude-interrogate (design), ATH (QA), claude-release (release) - on a MToolKit runtime substrate. Principle: the tools own
correctness; the human owns taste. Dogfooded: the week the release automation landed, my milestone throughput stepped ~4x (two milestones
closed vs a ~2-week prior cadence; git-verified). Built for adoption (OSS plugins, host adapters), so it scales to a team given pipeline ownership.
TypeScript, Node.js, C#/Unity, Model Context Protocol (MCP), Claude Code plugins, conventional commits, SemVer.

AI Test Harness / ATH OSS | v0.2.0 github.com/LlamaBrain/ai-test-harness

Host-agnostic MCP test harness (v0.2.0): nothing references host types - all state crosses an IAthHostAdapter seam, so Claude boots the real app and
asserts loaded state after save/load instead of trusting mocks. Productized from a custom in-house harness and validated across multiple in-house
Unity projects; the adapter seam makes the pattern host-agnostic, not Unity-bound. The QA blade of Captain SDLC.

Unity 6000.3, C#/.NET, Model Context Protocol (MCP), Unity-MCP, IngameDebugConsole, UPM/OpenUPM.

LlamaBrain OSS github.com/michael-tiller/LlamaBrain

Deterministic control plane for untrusted LLMs: validation gates, byte-stable prompt contracts, PASS/FAIL gating with fallback, deterministic hybrid
RAG (local embeddings + persisted vector store), native JSON-schema structured output + function-call dispatch, and deterministic A/B testing with
pipeline eval-metrics. 1,800+ tests, ~89% coverage, model-agnostic (llama.cpp/GGUF).
C#/.NET, Unity 2022 LTS, HTTP, structured logging, CI releases.

LAIRD Unity llamabrain.itch.io/laird

ASCII roguelike with 12 in-engine LLM agents under a governance layer - three generate C# headlessly (skills, shrines, player mods); every agent's
output passes validation and fail-closed fallback before it can change game state. AuthoritativeMemorySystem keeps narrator facts coherent across
save/load and NG+.
C#/.NET, Unity, RogueSharp, ScriptableObject configs, structured event bus, LLM narrative pipeline.

ParallelBurn OSS | v1.0.2 github.com/LlamaBrain/parallel-burn

Claude Code plugin that measures multi-session work by compression ratio (merged-interval math), cache discipline, and subsidy multiplier. 225 tests,
100% core coverage.
TypeScript, Vitest, ESLint typed-rules, MCP, Server-Sent Events, Claude Code hooks, Apache 2.0.

EDUCATION

Art Institute of Portland 2006 - 2010
Visual and Game Programming Coursework.

SKILLS

Languages & Frameworks: C#, .NET, Unity, Unreal, ASP.NET Core, Python, C++, C (C89), TypeScript, Node.js, React Native

Unity Stack: VContainer, MessagePipe, R3, UniTask, Serilog, NUnit, Unity Test Runner, NSubstitute, FsCheck, IL2CPP, Addressables, Input System,
Localization, ES3, Odin Inspector, xNode, GameAnalytics, UPM

AI Tooling & Agent Infra: Model Context Protocol (custom servers + Unity-MCP), Claude Code plugins (hooks, slash commands, statusline, OBS
overlays), parallel-agent orchestration and measurement, AI test harnesses that verify real state, hybrid RAG, schema-constrained structured output,
function calling, deterministic A/B testing and eval-metrics, in-engine LLM agent orchestration

Backend & Infra: PostgreSQL, SQLite, Docker, GitHub Actions, CI/CD, OpenAPI, AWS (S3), Firebase (Analytics/Remote Config/Crashlytics), JSON
Schema, NPM

https://github.com/LlamaBrain/captain-sdlc
https://github.com/LlamaBrain/ai-test-harness
https://github.com/michael-tiller/LlamaBrain
https://llamabrain.itch.io/laird
https://github.com/LlamaBrain/parallel-burn

