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STRENGTHS

Ul Programming: | was fully responsible for the entire Ul system for five titles, built in both C++ and
TypeScript, supporting both mouse/keyboard and gamepad controls.

Web Programming: | have over a decade of experience developing applications on the web, in
Node.js, and using browsers embedded into games.

Tools and Build Systems: |'ve built Jenkins pipelines, and build scripts using Python in order to
automate CI/CD for multiple titles, and improving workflows for developers and QA.

Project Management: | have taken on producer and PM roles when the need arises. I'm comfortable
working with a team to build a schedule, and manage JIRA. My strong communication and writing
skills help me bridge the gap between engineer speak and production. |'ve been interviewed on
Noclip documentaries, written articles, and appeared on livestreams.

Generalist Programmer: |'ve jumped into unfamiliar codebases of old games to make fixes and
enhancements to most systems, and have shipped games on PC, all consoles, and mobile.

EXPERIENCE
id Software - Senior Programmer October 2010 - July 2026

Heretic + Hexen (2025)
Built on top of all the work done in DOOM + DOOM II.

Successfully reused Ul, and improved experience throughout by adding a dynamic hint system to
attach explanations for settings.

Steam reviews sit at Overwhelmingly Positive, improving on original Very Positive reviews, and
currently at an 86 score on Metacritic.

DOOM + DOOM Il (2024)
Wrote Ul using Coherent Gameface HTML/JS middleware, using SolidJS.

Created reusable components for Ul widgets, and a system to allow for gamepad navigation.

Implemented mod support in conjunction with the Bethesda.net team to allow UGC on console
platforms.

Maintained Jenkins pipeline for building Xbox One, Xbox Series, PlayStation 4, PlayStation 5,
Nintendo Switch, Steam, Windows Store, Epic Games Store, and GOG.

Steam reviews sit at Overwhelmingly Positive, improving slightly over original release’s reviews.
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Quake Il (2023)

Successfully reused Ul from Quake, building new features on top of an established, working, Ul.

Maintained Jenkins pipeline for building Xbox One, Xbox Series, PlayStation 4, PlayStation 5,
Nintendo Switch, Steam, Windows Store, Epic Games Store, and GOG.

Supported MachineGames designers creating new content with feature requests, fixes, and tools.

Released with an 89 score on Metacritic, the highest scoring game out of all Bethesda-published
titles in 2023.
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Quake (2021)

Wrote a reusable Ul using Dear Imgui in C++ to emulate the original Quake UI.
Supported MachineGames designers creating new content with feature requests, fixes, and tools.

Maintained Jenkins pipeline for building Xbox One, Xbox Series, PlayStation 4, PlayStation 5,
Nintendo Switch, Steam, Windows Store, Epic Games Store, and GOG.

Steam reviews sit at Overwhelmingly Positive, a couple of percentage points higher than before.

DOOM Classic (2019)

Responded quickly to fan criticisms of initial release, and turned sentiment from negative frustration
to something fans would recommend to players.

Used my deep knowledge of the game to fix many longstanding issues with previous official ports,
and addressed the biggest community criticisms.

Helped find, and contract prominent community members to help improve our version of the DOOM
engine, and license community mod content.

Maintained product and added new features in the Unity Engine based shell.
RAGE 2 (2019)

Built small web application to manage in-game store content to automate previous workflow of
making hundreds of manual HTTP requests, for each language, and each platform.

Quake Champions (2015)

Contributed to design, and programmed prototype of original gameplay concept.
Built stats website to allow players to track stats, and compare to their friends.
Built a 3D heat map website to view gameplay data in 3D in the browser.

Worked with project management to generate Bl and gameplay data reports based on collected
telemetry data.

DOOM 4 (Unreleased, 2012)

Contributed to internal metrics tracking for multiplayer matches, including match events, heat map,
and stats.

Quake Live (2009)

Rewrote the entire Ul for the Steam exclusive version using an early version of React.
Moved the game from a live service with persistent infrastructure to fully running under Steamworks.

Was responsible for all elements of the backend, including the PHP frontend, Python backend,
PostgreSQL, and Cassandra.

EDUCATION
Rochester Institute of Technology: February 2010

Graduated with a Bachelors of Science in Graphic Media from the School of Print Media.



