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	  OBJECTIVE:
	A full-time position in virtual reality programming.

	  EDUCATION:
	Worcester Polytechnic Institute 
	Bachelors in Computer Science
	Worcester, MA

	  SKILLS:
	C++, C#, Objective C, Unreal 4, Unity, Oculus SDK, Direct3D, HLSL, Visual Studio, Git, Perforce, JIRA, Jenkins, TensorFlow, MatLab, iOS, Linux.

	  PROJECTS:
	Tengen Go
Independent Oculus title in Unity. Play the board game Go with social VR and cross-platform online in a relaxing environment.

	
	Asgard’s Wrath
VR action adventure game in Unreal. Implemented material systems and pipeline, lighting, inverse kinematics, weather, level of detail, and various effects.

	
	Marvel Powers United VR
Online cooperative VR game in Unreal. Implemented resolution independent 3D UI with dynamic temporal upscaling. Worked on inverse kinematics, optimization, lighting, and scalability.

	
	Ripcoil
Online competitive VR game in Unreal. Implemented inverse kinematics, lighting, and scalability. Worked on performance testing and optimization.

	
	SixenseVR
Multi-platform VR hand tracking SDK and engine integrations using magnetic position tracking hardware.  Project leader, designed and implemented tracking systems, avatar inverse kinematics animation, hand interaction, networking, documentation, developer tools, and game demos.  Integrated into Unity and Unreal on PC and GearVR.  

	
	The Mummy Online
3D Browser-based MMORPG made in Unity. Implemented shaders, effects, scalability, and tools for art and level design.

	  EXPERIENCE:
	Sanzaru Games
	Core Tech Programmer
	2016-2019

	
	Worked with multiple project teams to implement common systems and new effects, maximize visual clarity, and improve performance.

	
	Sixense Entertainment
	Engine/VR Programmer
	2013-2016

	
	Developed tracking SDK, tools, game engine integrations, several showcase demos, and testing applications with small design team.  Assisted with hardware driver development and technology research.

	
	gloops International
	Engine Programmer
	2012-2013

	
	Developed new graphical features, editor tools and low level systems.  

	
	Bigpoint Inc.
	Engineer
	2010-2012

	
	Worked with medium sized teams for projects in Unity.  Primarily responsible for graphics programming and support for artists.


