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SUMMARY 
Senior Software Engineer pursuing a Staff Software Engineer role, with 7+ years building full-stack, desktop, mobile, and cloud software at Epic Systems. Leads development ranging from small independent projects to larger cross-team efforts coordinating 10+ developers. Strongest in React, TypeScript, C#, and C++. Continues building outside of work through modding and independent game development.
SKILLS 
Web & Desktop: React, Node.js, Electron, Vite, HTML, CSS, Sass
Languages: C++, C, C#, TypeScript, JavaScript, Python, Kotlin, Swift, Java, Caché
Cloud & Infrastructure: AWS (Lambda, API Gateway, DynamoDB, SAM/CloudFormation), YAML, Kubernetes, SQL, Unix, Git
AI / ML: Agentic AI system design, LLM tool-orchestration, machine learning
Game Development: Unreal Engine 5, Unity, Blender
EMPLOYMENT HISTORY 
Senior Software Engineer  |  Epic Systems 	Sep 2019 - Present
Inpatient & Unified Communications teams
- Drove design and led development of a large-scale (1+ year) rebuild of Epic's sign-in system in a modern React/TypeScript/C# framework, managing 10+ developers end-to-end - to let users hold multiple active clinical roles simultaneously.
- Owned the design and technical direction of a database-configured unified contact hierarchy (6-month project), leading a small team of developers and working across teams to standardize how contact numbers are ordered and displayed across Epic's inpatient software.
- Played a key role on a multi-year migration of the treatment-team module - core functionality that drives patient-doctor association across Epic's software, involving close coordination with many other teams and a large, complex codebase - onto a modern .NET/TypeScript web stack. Added a "first contact" feature that automatically surfaces the best person to call based on multiple real-time factors.
- Independently designed and shipped a feature letting users mute or snooze direct/group messages directly from mobile and desktop push notifications.
- Currently developing an agentic AI system that drafts Secure Chat requests - chat messages paired with an actionable clinical order - directly from patient-doctor encounter transcripts.
- Certified in .NET/C#, Chronicles (Caché database), Nebula (cloud computing), mobile development (Swift/Kotlin/Java), and agentic AI safety & security.
Software Engineering Intern  |  Epic Systems 	May 2018 - Aug 2018
- Built a web-based rich-text document editor in TypeScript that interfaced with Epic's SmartText system, letting clinicians manually insert templates that auto-populate from the patient's data into handwritten documents.
[bookmark: _heading=h.53xu3ftrvczk]EDUCATION 
Bachelor of Science in Computer Science  |  University of Notre Dame	 Aug 2015 - May 2019
- Graduated cum laude, College of Engineering Dean's List.
- Relevant coursework: Operating Systems, Systems Programming, Data Structures, Programming Challenges, Computer Networks, Computer Architecture, Cryptography, Computer Security, Computer Vision.
- 2nd Place, Microsoft College Code Competition (2017).
OTHER PROJECTS 
Lyricle
- A lyrics-guessing game where players fill in missing words from song lyrics, built with React, TypeScript, and a RESTful .NET backend on AWS Lambda. 
Movie Connection Explorer
- An interactive movie/actor connection explorer powered by The Movie Database API, built with React, TypeScript, and a RESTful .NET backend on AWS Lambda. 
Independent Game Development
- Developed and published mods for numerous games, most notably Star Wars: Knights of the Old Republic I & II and Stellaris, including  remaking character models and textures, fixing shading and bump/normal map rendering in an older game engine, and scripting new gameplay behavior alongside rewritten dialogue.
- Currently developing a hidden-role social deduction game in Unreal Engine 5, using Epic Online Services for networking and matchmaking, C++ driven replication for real-time state sync, and proximity-based voice chat as the core social mechanic.

