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Summary of Qualifications 

• Programming Languages (C++, Python, C#, Batch/Shell, HTML, CSS, JavaScript) 

• Frameworks (Unreal Engine 5, OpenAI API, Unity, OpenGL, Vulkan, WebGL, ImGUI, Node.js) 

• Development Tools (Perforce, Git, Visual Studio, VS Code, Jira, Confluence, Swarm, Unreal Horde, Blender, Maya) 

• Platforms (Windows, Xbox Series S/X, PlayStation 5, Nintendo Switch, Xbox One, PlayStation 4, Meta Quest) 

Relevant Experience 

Mid-Level Software Engineer — Iron Galaxy Studios, Nashville, TN  06/2023 - 06/2026 

Internal AI Development Tools Project 

• Developed a model context protocol (MCP) server and LLM-facing tools exposing core UE5 functionality, including actor spawning, 

material and lighting modification, camera control, and scene queries, allowing an LLM to author and iterate on levels via user prompt 

• Built an end-to-end asset generation pipeline integrating OpenAI DALL-E for concept image generation and InstantMesh for local  
on-device 3D mesh generation, with automated import and placement, as well as modification and replacement directly into the scene 

• Engineered prompts and implemented handoffs for agents to improve accuracy and reduce LLM context length for common sub-tasks 
such as mesh replacement, image iteration, mesh kit generation, and scene-based suggestion 

• Rearchitected image and asset processing tools with multithreading, reducing task completion time from linear to constant 

EA Sports College Football 26 

• Created a generalized notification system in the client’s proprietary C++ engine to improve usability and implementation speed  
for designers, front-end engineers, and other non-engineer users 

• Implemented and optimized simulation logic for new scholarship score and high school recruiting mechanics in the Road-To-Glory 
mode, and iterated with designers on the look, feel, and authenticity of the gameplay experience 

• Fixed critical UI, backend, and memory bugs to help the Modes team reach certification targets ahead of project deadlines 

Tony Hawk’s Pro Skater 3+4 

• Reduced create-a-skater implementation time by ~2 hours per asset for over 1000 unique assets by creating Unreal Editor utilities  
to automate data asset setup and generate in-engine screenshots for review by art leads and external brand partners 

• Established automated testing pipelines with UE5’s gauntlet test framework, Atlassian Bamboo CI/CD, and various Python and batch 
scripts to process profiling data and identify regressions for PC, Xbox One/Series, PlayStation 4/5, and Nintendo Switch platforms 

• Streamlined UI functionality, improved camera controls, and resolved platform-specific bugs in blueprint logic for in-game photo mode 

Software Engineer — Microsoft Research, Redmond, WA (Contract)  05/2021 - 07/2021 

• Built a remote collaboration prototype application using WPF and C# for internal user study on improving virtual meeting engagement 

• Implemented a REST API server and web interface using Node.js and HTML/CSS to manage meeting participants 

• Created and automated a meeting content authoring tool with Unity, decreasing the time to create new meeting configurations 

Software Engineer — Teleportal, Manhattan Beach, CA (Contract)  11/2020 - 01/2021 

• Created a dynamic runtime avatar loading system in Unity with animation for networked AR user interactions 

• Implemented C# tools to automate asset packaging for Teleportal SDK compatibility 

Teaching Assistant — University of Washington, Seattle, WA  09/2018 - 06/2020 

• Led a team of 12 students on three separate year-long virtual reality game and film projects 

• Automated animation and lighting effects tools with C# and Unity to increase ease-of-use for art and design students 

• Created written tutorials on Unity and Maya to convey technical information to a team of programmers, artists, and designers 

Education 

M.S. in Computer Science — DigiPen Institute of Technology, Redmond, WA  04/2023 

• Concentration in Graphics and Game Programming 

B.S. in Computer Science — University of Washington, Seattle WA 03/2020 

• Focus on programming for Virtual Reality and Animation 
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