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Programs and Methods:
	· Scrum

· Agile

· Kanban Boards

· Slack

· Wrike

· Confluence


	· Sketch

· Adobe Creative Suite
· Principal

· Flinto

· Adobe After Effects

· Balsamiq

· Bootstrap 4.3


	Blast
UX Product Owner (co-founder)
2017 – Present

My job is to work with stakeholders to capture and define product requirements and work closely with Product team to quickly test ideas and push releases bases on KPI’s that will move the company forward. Blast allows me to explore the intersection of finance and gaming creating a unique user experience. 
Smart Credit
UX Product Owner
2013 – 2017
The product needed a facelift badly and a much better user experience. I was in charge taking the product into a new direction that would allow the product to work across iOS, Android and Mobile Web and prepare for partnerships with larger credit companies like Experian.
Acorns
UX Product Owner (co-founder)
2010 – 2013
I was employee #2 and a Co-founder. I architected the user experience, product features, and patent creation. Working closely with other product stakeholders, we quickly scaled the company, brand and userbase to what it is today.
GodTube.com
UX Product Owner (co-founder)
2008 - 2010
Godtube allowed for a great opportunity to take all my technical streaming video knowledge and apply it to a good idea. Godtube introduced me to the technical challenge of “scale” in a short period of time.
MTV
Senior UX Designer (Mobile)
2008 - 2010
I was part of the production team creating web based social networks for MTV artists and shareable “widgets” that were small packaged applications that could run embedded into websites and blogs. These mini applications were complex in nature allowing a user to broadcast video, chat or embed games into their social pages.
Intel Corporation
Product Designer
2004 - 2008
I was hired to bring new product features around streaming video and video production in the cloud. I oversaw creating a compelling set of tools and user experience for intel partners. I worked closely with internal R&D teams that created new technology codecs for video broadcasting. We built a set of tools and web-based UI that would allow a user to edit and share videos from the cloud.
Apple
Product Designer
1999 - 2004
I worked on the apple.com product website. My job was to constantly improve the user journey for exploring apple products. I worked closely with a senior creative director and product manager to provide a constant stream or new product listings under apple brand guidelines.


