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Profile:                                                                                                                                              _ 

Experienced Software Developer in real time systems, including simulation and rendering, working on teams 
shipping state of the art software. Interested in refocusing my expertise in performant software outside of 
games. Interested in understanding how the software development practice does and doesn't change with AI. 

Experience:                                                                                                                                       _ 

 – SOLO DEVELOPMENT –                                                                                                            2026​

Designed, built, iterated, and shipped a Steam title (Take Me to Your Leader), a game built atop a personally 
handmade Vulkan C++ rendering engine. 

– MAXIS (ELECTRONIC ARTS) –                                                                                                       2023-2026​

Simulation Engineer on the team responsible for The Sims. Architected and Implemented systems that 
allowed game content to be authored and run in a highly dynamic simulated environment. On two separate 
occasions, singularly identified and optimized longstanding stages in regularly run pipelines by a factor of 
100x, enabling faster turnaround and the development of new technologies reliant on the order-of-magnitude 
speedups.​
​
 – SOLO DEVELOPMENT –                                                                                                            2020-2023​

Built, from scratch (without third party engine), a Multiplayer VR Procedurally Generated Open World Voxel 
Colony Simulator game (Gnome Tower) to a playable proof-of-concept tech demo. Used C++, Vulkan, OpenXR. 
Targets 120hz PCVR on Index minspec, 90hz Quest 2.​
Built expandpass, an extremely fast string enumerator, responsible for unlocking $Millions in otherwise locked 
cryptocurrency wallets.​
​
 – FIELD DAY LAB –                                                                                                                       2011-2020​

As Lead Developer, Designed and Developed award winning educational games and simulators at a rate of 
~3-4 games per year. Projects include web games ( javascript canvas), VR experiences (Unity), museum 
installations (arduino + web servers) and more. 

Education:                                                                                                                                         _ 

 – UNIVERSITY OF WISCONSIN MADISON –                                                                                       2012​

B.S. Computer Sciences, B.S. Philosophy 

Skills:                                                                                                                                                _ 

C++ (C#, Python, Javascript, etc…)​
Systems Design 

Version Control (DevOps, Agile, TDD, etc)​
Agentic Software Development 


