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Summary
	A fast-learning programmer and Senior QA professional with extensive independent experience in game design and world building. Brings over 10 years of experience with Java and C-based languages, hands-on work with Unity and Unreal Engine, and familiarity with Jira and the Atlassian ecosystem. Demonstrates a strong interest in Behavioral AI and a well-rounded skill set combining technical expertise, artistic vision, and social intelligence developed through formal education, personal projects, and community building.



Technical Skills
	
Software and Tools
 Unity, Unreal, Git, Blender, Houdini, Maya, Audacity, Office, Google Drive

Programming Languages
C, C#, C++, Java, SQL, Python, Lua, JavaScript

Education

George Mason University
 (2018 - 2020)
Bachelor’s Degree in Computer Science
Special interest in AI and Data Mining
	
NOVA Community College 
(2007-2009, 2014-2017)
Associates Degree in Computer Science
Associates Degree in Mathematics 









Work Experience

Senior Tester | Epic Games 
Cary, NC (2023 - 2026)
· Performed self-led structured testing and Ad Hoc over multiple platforms
· Created and maintained internal structures to visualize and manage testing work through Jira and Atlassian 
· Designed and wrote reusable test cases in Qmetry and TestRail for new features where in one case, reduced test maintenance complexity by generalizing approximately 200 active test cases into 4 reusable core cases, improving long-term maintainability while preserving coverage
· Wrote and set up structured test work for other testers to perform; provided analysis of results for developers
· Designed and implemented the complete test suite for Hunt the Titan, with testing efforts contributing to an estimated 10–20% increase in defect detection during feature validation

Independent Game Development 
Warrenton, VA (2020 - 2023)
· Produced and developed a wave-fighter game in Unity as a sole proprietorship
· Developed complete behavior, state transitions, and relevant scripts for 4 distinct entities
· Modeled and textured over 20 assets within the game world
· Designed a six-stage game loop and adjusting power scale

GADIG Game Development 
Fairfax, VA (2019 - 2020)
· Collaborated with a team of four as part of a larger game production club resulting in the release of a completed product.
· Implemented one of four core enemies with complete behavior and state transitions

Modification and Game Design
Multiple Locations (2017 - Current)
· 10+ years of creating then running D&D content, systems, quests, worlds, and story 
· Authored several minor mods and game tweaks for Warcraft 3, Skyrim, and Minecraft  
· Integrated AI by leveraging ChatGPT into game design workflow to greatly increase productivity
· Wrote three text-based games in C++, Java, and Visual Basic	

