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[bookmark: professional-summary]PROFESSIONAL SUMMARY
[bookmark: selected-qualifications]Principal VR/XR engineer and platform architect with 15+ years building real-time interactive systems across XR, game engines, and distributed platforms. Deep expertise in **Unity-based XR systems, cross-platform SDK architecture, and performance-critical immersive applications deployed across PC, console, mobile, and XR devices.
Currently leading development of a cross-platform SDK for Epic Games, enabling large-scale multiplayer and live services integrations across major publishers.
Proven track record of:
Architecting VR/MR simulation systems for federal agencies (EPA, CDC, DHS)
Delivering multi-platform SDKs used in production game environments
Leading distributed engineering teams and driving technical strategy end-to-end
Optimizing real-time systems for latency, performance, and scalability in XR contexts
CORE EXPERTISE
· XR Systems Architecture (VR/MR/AR, OpenXR)
· Real-Time Interaction & Simulation Systems
· Cross-Platform SDK & Platform Engineering
· Multiplayer & Live Services Integration
· Performance Optimization (CPU/GPU, frame timing, memory)
· Developer Tools & CI/CD Automation
· Technical Strategy & Roadmap Ownership
· Distributed Engineering Leadership
[bookmark: professional-experience]PROFESSIONAL EXPERIENCE
[bookmark: X773dba7bfed75d12ac82c817b479cb3502c6fb7]Lead Software Engineer / Technical Director / Principal Platform Engineer
Apex Systems (supporting Epic Games) | Dec 2024–Present
· Lead architecture and engineering for Unity plugin for Epic Online, supporting 10+ platforms including console, mobile, PC, and emerging hardware.
· Own end-to-end SDK architecture, including platform abstraction, build systems, and developer-facing APIs used by external game teams
· Directed a distributed team of 6 engineers, establishing engineering standards, code review practices, and release processes.
· Delivered 5 production releases in 8, improving release cadence and stability for downstream developers.
· Co-architected build automation and provisioning systems, reducing manual release overhead and improving multi-platform consistency.
· Partnered with major game publishers to support live service integrations and production launch readiness.
· Drove adoption of AI-assisted engineering workflows, accelerating development velocity and reducing implementation time for complex features.
[bookmark: X6496fd234dd2d56a4907bfa0fc7028e7cdc2615]Senior Software Engineer / Simulation Architect
Patriot, LLC | Oct 2022–Nov 2024
· Architected and delivered VR/MR/AR simulation systems for federal agencies including EPA, CDC, and DHS.
· Designed core systems including:
· Mission orchestration frameworks
· Environmental simulation & contamination modeling
· Real-time interaction systems for XR environments
· Led development of performance-critical XR systems, optimizing simulation fidelity while maintaining real-time constraint
· Built secure DevOps and deployment pipelines for restricted and air-gapped environments.
· Collaborated with scientists and domain experts to translate real-world models into interactive immersive simulations.
[bookmark: founder-technical-director]Founder / Technical Director / Principal Engineer
5150 Games, LLC | Jan 2015–Sep 2022
· Founded and led independent game studio delivering Unity-based titles and engineering consulting services.
· Served as Technical Director across architecture, rendering optimization, and tooling systems.
· Shipped multiple iOS titles, managing full lifecycle from concept to release.
· Optimized rendering pipelines and memory usage for mobile devices, improving performance and stability.
· Provided consulting on:
· Crash debugging and root cause analysis
· Performance optimization (CPU/GPU/memory)
· Scalable system design and engineering patterns
[bookmark: principal-consultant-engineering-manager]Principal Consultant / Engineering Manager
Microsoft Corporation | Dec 1996–Sep 2014
· Led engineering and consulting engagements for enterprise-scale systems and software vendors.
· Managed global teams delivering complex technical solutions across distributed systems and early cloud platforms.
· Supported adoption of early Microsoft Azure services and service-oriented architectures.
· Drove project recovery efforts, stabilizing high-risk engineering initiatives.
[bookmark: additional-early-experience]ADDITIONAL EARLY EXPERIENCE
· Senior Developer — Accenture
· Software Developer — Computer Sciences Corporation
· Software Developer — Department of Navy
[bookmark: technical-skills]TECHNICAL SKILLS
Languages: C#, C++, C, Swift, Kotlin
SDKs: Android NDK, Nintendo SDK, PS4/PS5 SDK
Game Technologies: Unity, Unreal, ECS, DOTS
Online/Multiplayer: EOS SDK, NetCode, Photon
DevOps/CI-CD: Docker, Game CI, Git, GitHub workflows
Optimization: Unity Profiler, PIX, VTune, RenderDoc, OVR Metrics
XR: OpenXR, ARCore, Meta SDK, AutoHand
AI-Assisted Development: Claude Code, Codex
Tools: XCTest, JIRA, Confluence, Slack

[bookmark: education]EDUCATION
Bachelor of Science, Education
Valley Forge Christian College | 1984
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