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SUMMARY 
Experienced C# software engineer and Unity developer with 4 years of professional experience shipping 
commercial titles across WebGL, mobile, console, and PC platforms. 
 

WORK EXPERIENCE 
Wavedash — Unity Engineer Dec 2025—Apr 2026 
Unannounced Title (2026 — WebGL) 

■​ Owned the engineering effort to port an existing Unity/C# title to WebGL and the Wavedash platform 
■​ Redesigned legacy networking and input systems to migrate from Unity 2017/UNET to Unity 6/Mirror 

 

22nd Century Toys — Game Programmer Jan 2021—Apr 2024 
Death’s Door (2021, 2023 — Android, iOS, PS4, PS5, Nintendo Switch, Xbox One S|X, Xbox Series S|X) 

■​ Led much of the engineering effort to bring the game to the above platforms and Netflix Games 
■​ Developed core platform systems such as save/load, achievements, and input handling 
■​ Implemented Netflix mobile features including cloud saves, touch controls, and touch control editor 
■​ Worked with external QA to resolve bugs and certification issues throughout development and after release 
■​ Reduced frame time by up to ~80% through gameplay and rendering optimizations 
■​ Created internal build automation and debugging tools to drastically improve iteration time 

Gris (2022 — PS5) 
■​ Developed PS5 platform systems such as save/load, trophies, Activities, and input 
■​ Designed custom haptic waveforms for the PS5 DualSense to create a unique, hand-tailored experience 
■​ Extended hybrid visual scripting/C# codebase to support platform features and DualSense integration 

I Was a Teenage Exocolonist (2022 — PS4, PS5, Nintendo Switch) 
■​ Owned platform engineering work required for PlayStation and Switch ports  
■​ Optimized UI systems, including a large-scale restructure that reduced Switch CPU time by ~8 ms 
■​ Adapted UI and text presentation to improve handheld readability without compromising gameplay 

My Friend Pedro: Ripe for Revenge (2021 — Android) 
■​ Brought the mobile game to the Amazon, Huawei, and Samsung storefronts 
■​ Implemented storefront purchases, entitlement verification, achievements, and IronSource ad integration​

 

Thorrnet Publishing — Quality Assurance Analyst Jun 2020—Jan 2021 
Griefhelm (2020 — PC) 

■​ Wrote test plans for rapid testing iteration. Discovered and documented 150+ issues in accurate detail. 
 

SKILLS 
Programming 
C#, C++, Python, Java, Lua, JavaScript, HTML, 
TypeScript, CSS, JSON, XML, SQL 

Tools 
Unity, .NET Core, .NET Framework, REST APIs, Visual Studio, 
Git, SVN, Perforce, RenderDoc, Vulkan, OpenGL, Metal, UNIX, 
TestRail, Docker, Confluence, Jira 

 

EDUCATION 
B.S. in Computer Science - Auburn University Samuel Ginn College of Engineering 

 


