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SUMMARY 
• Experienced game software engineer and technical project manager 

• 15+ years experience developing in multiple revisions of the Unreal Engine 

• Shipped projects on multiple versions of Unreal (UE2 through UE5) 

• Shipped projects on PC, OS X, iOS, Android, PS4, PS5, Xbox One, Xbox Series X|S, Switch 

 
PROFESSIONAL SUMMARY 

Shipwright Studios  
Principal Engineer July 2023 - Present 

 
Squanch Games  
Lead Tech Engineer February 2023 – June 2023 
Lead Gameplay Programmer Dec 2021 – February 2023 
Senior Gameplay Programmer Dec 2019 – Dec 2021 

 
Tripwire Interactive  
Principal Gameplay Programmer April 2019 – Nov 2019 
Lead Gameplay Programmer July 2017 – March 2019 
Senior Gameplay Programmer Jan 2017 – July 2017 

 
Hi-Rez Studios  
Lead Software Engineer March 2016 – Jan 2017 
Senior Game Programmer June 2014 – March 2016 

 
Psyonix  
Technical Director  Sept 2013 – June 2014 
Platform / Gameplay Engineer May 2011 – Sept 2013 

 
RECENT SHIPPED PROJECTS 

Mortal Shell II (UE5 – PC, PS5, Xbox Series) Aug 2025-Present 
https://mortalshell.com/  

• Solo port of project to console platforms (PS5, Xbox Series) plus targeted Steam Deck fixes. 

• Generalist focus on steering the team’s performance goals (30+60 FPS modes) via content and code 
audits and direct optimizations. 

• Particular focus on reducing memory use for the Xbox Series S (4+ GB reduction) 

 
Abiotic Factor (UE5 – PC, PS5, Xbox Series) 
https://www.abioticfactor.com/ 

Aug 2024-July 2025 

• Core port of game client to new platforms (PS5, Xbox Series) and fixes for Steam Deck 

• Systems focus on aim assists (item pickup, interaction, gamepad combat, and gamepad motion)  
• Focus on performance, particularly as it related to the P2P host experience . 

• Included reductions in ticks, overlaps, replication cost, async saves, precompiled shaders, and 
component reduction via runtime mesh merging 

• Improved implementation and maintenance of a gamepad analog cursor to allow the small team to 
maintain their existing UI workflow on console  

 
  



High on Life (UE4 – PC, PS4, PS5, Xbox One, Xbox Series) Dec 2019 – June 2023 
https://squanchgames.com/high-on-life/  

• Primarily responsible for new gameplay systems including player traversal, modular weapons, player 
input, and gamepad aim assists. 

• As lead of gameplay shifted my engineering focus on performance and optimization with a focus on 
consoles 

• As lead of tech, shifted to focusing on porting the game to the PlayStation family of systems as well as 
a partial focus on long-term vision for the engineering team including workflow comparisons between 
UE4 and UE5, as well as creating a rough timeline for porting existing systems to UE5.  

 
OTHER SHIPPED PROJECTS 

Maneater (UE4 – PC, PS4, Xbox One) Oct 2017 – Nov 2019 
Killing Floor 2 (UE3 – PC, PS4, Xbox One) Jan 2017 – Oct 2017 
Hand of the Gods (UE4 - PC) April 2016 – Jan 2017 
Smite (UE3 – PC, PS4, Xbox One) June 2014 – July 2016 
Rocket League (UE3 – PC, Mac, PS4) Sept 2013 – Oct 2013 
ARC Squadron: Redux (UE3 – iOS, Android, Amazon Fire OS) May 2013 – Oct 2013 
ARC Squadron (UE3 - iOS) May 2011 – Jan 2013 

  

 


