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PROFESSIONAL SUMMARY
Software Development Engineer with an M.S. in Computer Science and production experience shipping C++, Python and
TypeScript software across 7 live releases in a fast-paced, highly iterative Agile environment. Designed a player telemetry
system on a MongoDB cloud backend from scratch and built the self-serve analytics dashboard on top of it, cutting bug
investigation time by 70%. Background in machine learning (TensorFlow, deep learning) and proficient with AI
development tools such as Claude.

TECHNICAL SKILLS
Languages: C++, Python, TypeScript, C#, Go, SQL
Backend and Data: MongoDB, MySQL, REST APIs, Microservices, ETL pipelines, Pandas, NumPy, React
Machine Learning and AI: TensorFlow, Keras, scikit-learn, Deep Learning, AI-assisted development with Claude
Cloud and DevOps: AWS (S3), Docker, Kubernetes, GitHub Actions, CI/CD, Linux, Git, Perforce
Practices: Agile, Scrum, Test-Driven Development (TDD), Object-Oriented Design, Parallel Programming

WORK EXPERIENCE
Software Engineer | Shrapnel | Seattle, WA, USA | Feb 2024 to Sep 2024
• Starting from a broadly defined need for gameplay data ahead of early access, designed and built a telemetry system

from scratch in C++ (Unreal Engine 5.3) on a MongoDB cloud backend, capturing kills, weapon usage, movement and
power-up events and powering product analytics across 7 live releases.

• To shorten bug investigation for the studio, led development of an internal analytics dashboard in TypeScript and React
that was adopted by product, design and QA teams and cut bug detection and analysis time by 70%.

• To remove engineering as the bottleneck for data questions, transformed raw event logs into aggregated MongoDB
views queried by the dashboard, giving non-technical stakeholders self-serve access to live player data.

• Tasked with improving player engagement, designed and implemented a social system in C++ and Blueprints
supporting unlimited friend requests and team play, and shipped it to live players.

• Delivered features in 7 early access releases in an Agile environment by collaborating with 5+ cross-disciplinary teams,
including gameplay, backend, design and QA, across C++, TypeScript and REST API codebases.

Tools Software Engineer | Shrapnel | Seattle, WA, USA | Aug 2023 to Feb 2024
• When a critical defect was destabilizing the studio's internal tooling, diagnosed the root cause and shipped a fix that

reduced application crashes by 30%.
• Content review ran through a fragmented multi-step process, so built a web-based moderation tool in TypeScript and

React that reduced it to a 2-step workflow for senior reviewers.
• To eliminate repetitive manual image processing, designed and implemented a Python script integrated with AWS S3

that automated the task and reduced manual workload by 30%.
• Owned client-side tool development in a 3-person team (C++, C#, Unity3D), gathering feedback from designers, artists

and power users and shipping features that improved productivity by 80% and prevented data loss.

PROJECTS
Product Sales and Demand Forecasting Dashboard | Python, Pandas, Streamlit, Plotly, Claude | Jun 2026
• Sales data was scattered across 50+ inconsistent Excel files, so built a Python ETL pipeline that consolidated 3,600+

product records with automated cleaning and validation for schema changes and naming inconsistencies.
• Implemented Holt-Winters prediction models with stockout alerts, safety stock and reorder points, then deployed the app

as a standalone executable so non-technical users can self-serve forecasts.
• Used Claude as an AI coding assistant throughout design, implementation and debugging to speed up delivery.
Convolutional Neural Network (CNN) Image Classifier | Python, TensorFlow, NumPy | Feb 2023
• Built and trained a deep learning model for image classification, applying normalization and image resizing to optimize

performance and using accuracy and validation curves to guide iterative improvements.
3D Custom Game Engine | C++, FMOD | Sep 2022 to Apr 2023
• Built a 3D game engine from scratch in a 6-person Agile team, implementing a stack-based game state manager,

custom steering algorithms and an audio system on the FMOD Core API.

EDUCATION
Master of Science in Computer Science | DigiPen Institute of Technology, Redmond, WA, USA | 2021 to 2023
Relevant coursework: Deep Learning, Artificial Intelligence, Parallel Programming, Object-Oriented Design
Bachelor of Engineering in Information Technology | Thadomal Shahani Engineering College, Mumbai | 2017 to 2021
CGPA: 8.4/10

CERTIFICATIONS
IBM (2026): Python for Data Science, AI and Development | Databases and SQL for Data Science with Python | Data
Analysis with Python | Data Visualization with Python


