Lauren Kamieniecki  
 Las Vegas, Nevada • 714-856-1935 • lauren.kamieniecki@gmail.com • https://www.linkedin.com/in/kamieniecki/ 
Senior Producer
Quality-focused professional with deep AAA game development expertise, leading global organizations, optimizing cross-functional delivery models, and advancing scalable operations across complex development environments.
Repeated success in leading distributed cross-functional teams across AAA game development and live service environments and delivering high-quality releases through operational excellence and structured execution. Adept at defining strategies, optimizing testing frameworks, implementing scalable workflows, and strengthening collaboration across Production, Engineering, Design, Release Management, and Publishing stakeholders. Proven success in improving release readiness, streamlining defect management, building data-driven reporting systems, and driving process transformation that increased efficiency, reduced production risk, and elevated product quality. Recognized for establishing repeatable practices, leading platform and co-development initiatives, mentoring high-performing teams, negotiating SLAs and SOWs, and aligning quality operations with product, technical, and business objectives.
Area of Expertise
	· Agile Project Management
· Release Process Management
· Risk-Based Testing
· Defect Lifecycle Management
	· Cross-Functional Collaboration
· Live Services Quality
· Jira Workflow Administration
· Quality Assurance Leadership
	· Global Team Leadership
· Stakeholder Relationship Management
· Process Improvement Initiatives
· Test Strategy Development


Professional Experience
31st Union / Take-Two Interactive, Las Vegas, NV	2025 – 2026
Senior Producer
Established enterprise-wide production QA visibility by building scalable Jira ecosystem from the ground up, standardizing workflows, reporting, and issue governance across production, QA, and business stakeholders. Eliminated operational bottlenecks by delivering four enterprise operating frameworks for QA workflows, Perforce/UGS access, playtest management, and embedded left-shift QA, creating scalable governance and removing single points of failure. 
Key Contributions:
· Expanded production capacity by transitioning playtest operations to publisher QA, reducing development overhead.
· Reduced build verification time by 67% (12 to 4 hours) and test request turnaround by 50% through QA process improvements.
· Slashed prototype-stage noise bugs by 60% by redesigning QA intake and aligning quality processes.
· Implemented AI-powered and Slack-based feedback systems, providing leadership with actionable quality insights.
Respawn Entertainment / Electronic Arts, Remote, NV	2021 – 2025
Development Director
Established end-to-end QA strategy for Apex Legends Mobile (co-developed with Tencent) and later for Apex Legends (PC/Console), driving quality across pre-launch, live operations, and continuous content releases. Accelerated release readiness and time-to-market by designing a scalable Live Services QA model and integrating global co-development partners across the US, EMEA, APAC, and China. Improved product quality and executive decision-making by implementing data-driven quality metrics, including issue escape tracking and player sentiment analysis, enabling continuous process improvements across globally distributed QA teams.
Key Contributions:
· Reduced escaped defects from 4–6 to 0–1 per release by strengthening test strategy and release quality processes.
· Enabled Switch 2 launch readiness by building the QA operating model, testing infrastructure, and onboarding strategy.
· Delivered a major DirectX 11 to DirectX 12 migration by aligning budgets, roadmaps, and cross-functional execution.
· Improved release quality by streamlining test coverage across mature technology organization through standardized testing.
· Enabled successful game deployment on a new platform by establishing a repeatable onboarding and release process.
· Built compliant QA infrastructure for Nintendo Switch 2 and coordinated global teams under strict confidentiality.
Zwift, Long Beach, CA	 2020 – 2021
Quality Assurance Manager
Elevated QA from a reactive testing function to a strategic SDLC partner by embedding quality practices into sprint planning with Program, Product, Engineering, and Production teams, increasing early defect identification and delivery predictability. Strengthened cross-functional quality ownership by formalizing test planning standards and presentation processes, improving stakeholder alignment, execution consistency, and release readiness. Improved release visibility and decision-making by designing a metrics-driven product health reporting framework that enabled leadership to monitor feature quality and launch readiness.
Key Contributions:
· Enhanced release stability by streamlining release processes with LiveOps and Release Management.
· Directed a 10-member QA team, aligning quality initiatives with business priorities across multiple platforms.
· Elevated QA's strategic impact by integrating data-driven quality metrics into development workflows.
Blizzard Entertainment, Irvine, CA	 2017 – 2020
Test Lead II
Established end-to-end QA strategy for Diablo Immortal, guiding the title from incubation through global launch by building scalable quality processes and governance that strengthened collaboration with NetEase and ensured consistent cross-studio execution. Developed Blizzard's publisher-side QA governance framework for Diablo Immortal, standardizing quality oversight, reporting, and performance metrics that strengthened the NetEase co-development partnership through launch.
Key Contributions:
· Enabled successful Battle.net launches for Call of Duty Black Ops 4 and Destiny 2 Forsaken by leading testing, certification, release coordination, and issue resolution across multiple internal teams and external development partners.
· Reduced payment regression testing by 96%, replacing a 4-day manual validation cycle with a 4-hour automated process that expanded test coverage and increased release confidence across Battle.net commerce systems.
· Delivered flawless Diablo Immortal demos at two BlizzCon events, supporting 500+ playable stations at reveal and 60 the following year while achieving a near-zero device failure rate and delivering only launch-ready build three days before setup.
· Transformed Battle.net QA operations by standardizing documentation, implementing API-driven testing, and modernizing automation frameworks that uncovered long-standing architecture issues.
· Delivered Blizzard's first zero-issue, zero-downtime BlizzCon demo for Diablo Immortal in 2019 by resolving critical issues before launch, ensuring a flawless player experience during a high-profile public showcase.
Microsoft (Xbox), Redmond, WA 	2016 – 2017
Program Manager
Delivered actionable product insights by analyzing user-reported issues and feedback, enabling Product Managers to prioritize fixes and feature improvements. Standardized reporting workflows, providing stakeholders with clear visibility into application health, defect trends, and release readiness. Facilitated cross-functional decision-making by coordinating communication among engineering, product, and test teams, accelerating issue resolution and supporting successful releases.
Key Contributions:
· Optimized beta testing by refining flighting procedures, improving operational efficiency and pre-release validation.
· Expanded the Xbox iOS flighting program, increasing pre-release feedback and test coverage.
· Directed daily beta flights for Xbox, iOS, and Android, ensuring timely issue triage and rapid escalation of critical defects.
ArenaNet LLC, Bellevue, WA 	2013 – 2016
Quality Assurance Manager
Established ArenaNet's Player Bug Report program, transforming community feedback into structured quality pipeline that accelerated issue validation and strengthened collaboration between players and developers. Elevated test coverage across multiple live-service titles by replacing informal testing practices with standardized, repeatable test cases that improved consistency and scalability. Orchestrated 3–4 concurrent release streams with a two-week deployment cadence, optimizing cross-functional planning and sequencing to reduce overtime while ensuring predictable, high-quality deliveries. 
Key Contributions:
· Strengthened release readiness through critical issue prioritization and risk reduction.
· Implemented data-driven reporting that improved quality visibility and informed release decisions.
· Delivered 70+ live game releases by leading QA coordination and aligning a 40-member external QA team.
· Led the Jira migration, modernizing defect management and improving collaboration and quality reporting.
Education
Bachelor of Arts in Creative Practice (Music) | Expected May 2027, University of Nevada, Las Vegas | Las Vegas, NV
Coursework toward Bachelor of Music in Instrumental Performance (Flute), Chapman University | Orange, CA
Certifications
Certified ScrumMaster® (CSM)
Certified Scrum Product Owner® (CSPO)
ISTQB Certified Tester, Foundation Level (CTFL)
ISTQB Advanced Test Manager (CTAL-TM)
Kanban Certified | Agile & Scrum Methodologies
