                     Robert Forehand 
Concord, California, United States 
ra.forehand@gmail.com                       916-389-5514                      linkedin.com/in/forehandrobert 
Summary 
I am a Fullstack and DevOps engineer with years of experience releasing for PC, iOS, Android, WebGL, React, and VR. I am always looking to expand my skill set. I have extensive experience with build and release systems utilizing Jenkins, Azure, Github, Docker, Gitlab,  and AWS. In my recent position I got more intimate knowledge working with AI tooling and LLMs in general. I am a very strong proponent of VR and have a strong interest and background in the entire game development and design process.
Skills 
DevOps • Unity 3D • C# • Python • GitHub • Test Automation • Test Driven Development • Software Development  • Azure • Terraform • Bash • Unreal • C++ • Git • Jenkins • Ant • Gradle • Cocoapods • Config Management • Build/Release Engineering • React • Node • JS
Experience 
[image: ]Software Engineer 
       Digi, AI 
July 2024 - Jan 2025 
Frontend software engineer working in cooperation with backend engineers, designers, and artists to craft uniquely tailored games and web experiences utilizing AI technology to create meaningful interactions. In addition to standard code work, was in charge of the infrastructure for building and deployment as well as source control management. 
● Increased iteration of UI development by 50% 
● Implemented data driven structure that reduced disparities between Client and Backend reducing development time on both ends by at least 1-2 weeks
● Converted project from React native integrated with Unity to pure C#/Unity reducing build times to less than 10 minutes instead of 1 hour 
● Prototyped containerized version of application to run on AWS GPU instances
● Prototyped streaming from within unity application at runtime with cli args
● Implemented automated verification checks to improve build stability by 35%
[image: ]Web Engineer 
       VRCHAT
July 2023 - June 2024 
Frontend, Web, and Client engineer working primarily with the Creators team on the Creator Companion and the Monetization team on the Creator Economy. Worked with broader team to release the Creator Economy to the public, build up SDK examples for the community, and to create sample worlds and avatars with the SDKs and Unity. 
● Built web frontend/backend for purchases, refunds, and voiding transactions, in addition to transaction history, exporting transaction history, and Group management
● Built admin tooling for onboarding Creators, managing transaction history, and Group management
● Updated Creator Companion CLI tools to support CI/CD integration 
● Built Unity examples projects and code for integrating economy features into gameplay
● Researched Unity work on integrating new features into Avatars SDK
● Improved multi team efficiency isolating backend features by 15%




[image: ]Senior Software Engineer 
       PLAYSTUDIOS 
Dec 2021 - June 2023 
Fullstack/DevOps engineer working primarily with integrating multiple frameworks and working on core platform systems in the client Unity app, maintaining and improving the build and deployment systems, building multiple tools for use by client engineers and technical artists in being able to implement events and dynamic content, creating and maintaining UI/UX systems, working with an integrated configuration system, code clean up and optimization, repo administration, and providing mentorship and guidance to the engineering team and outsource teams. Worked in depth with maintaining and improving the existing build pipelines in addition to building front and backends for containerized microservices.
● Migrated TFS Repository to Github Enterprise 
● Built CI/CD system integrating between Github and Jenkins increasing build efficiency by 50% 
● Built Github workflow structure to support product reliability and smoother deployments and releases by 80%
● Introduced Test Driven Development and Built tools for Automated Testing 
● Reinvigorated the Video Ad tools and Client and backend implementation of Video Ads 
● Mentored and lead small DevOps team managing all releases 
● Improved team SCM usage by 25% 
[image: ]Software Engineer 
       PLAYSTUDIOS 
Sep 2016 - Dec 2021 
Frontend software engineer working intricately with client systems including promotional/meta content, code clean up, app optimization, and further solidifying and improving company wide client app health. Additionally worked as a build and release engineer supporting multiple products, and implemented CI/CD pipelines for Azure services utilizing terraform for the Canvas team. Working in cooperation with backend engineers to also build out new containerized server applications to support new gameplay features.
● Architected Adventure system and Mini-game extension 
● Build and release management for myVEGAS mobile 
● Built CI/CD for cloud microservices for myVEGAS Canvas 
● Built Cloud Infrastructure for myVEGAS Canvas
● Built containerized backend systems utilizing RSignal and websockets to build a realtime bingo layer on top of the existing game
● Built GraphQL structure and database to remove the dependency on FB auth for playing the game, and for maintaining leaderboards
● Built myVIP System for use across multiple Client Products 
● Implemented code inspection and built reliability tools for myVEGAS mobile 
● Refactored UI for View Stack management 

[image: ]Junior Software Engineer 
       PLAYSTUDIOS 
Aug 2015 - Sep 2016 
Frontend software engineer working in Unity for Games. Primary work was with games and integrated game features working with promotional and live event systems. In addition, introduced test driven development and Dependency Injection to the product as well as supporting repository transition from Mercurial to Git and providing mentorship for git usage, and built several tools supporting integration and technical artists in improving their workflow 
● Implemented Ninject and refactored Promo system to use Dependency Injection 
● Introduced Unit and Integration tests to myVEGAS mobile 
● Built import and export tooling for Promos and Special Events 
● Assisted in the smooth integration of live config management and deployment 



[image: ]Junior Software Engineer 
       Voltage Entertainment USA 
Apr 2014 - Aug 2015 
Frontend engineer worked building mobile apps and UI within Unity and built additional authoring tools for the production team. Primarily used C# and JSON. Heavy use of design patterns, particularly MVC, Command, Observer/Observable, and state patterns. Developed prototypes for mini-games and interactive points for a new social/casual app for Voltage. Many prototypes leveraged OpenGL for onscreen debugging drawn using the existing API tools.
● Built tools to create mini-games 
● Built entire UI for Kisses & Curses 
● Built menu UI for Queen’s Gambit 
● Implemented Mini-games and Dress Up feature for Kisses & Curses 

[image: ]Production Assistant 
      Voltage Entertainment USA 
Feb 2014 - Mar 2014 
Assisted the creative team in the development of USA original titles, including QA work, tool development, and mini-game design for inclusion with apps developed in a proprietary engine format for mobile and web deployment. 
● Assisted design teams in building the right language and documentation for making mini-games
● Assisted the support and release of several live titles 
● Assisted engineers in resolving build issues 
Education 
[image: ]Vancouver Film School 
      Game Design, Game Design 
2011 - 2012 
Learned UDK, Flash, Unity, Maya, Photoshop among other design and engine tools. Learned thoroughly about designing mechanics, systems, levels, missions, narrative, UI, and balancing. 
[image: ]University of California, Davis 
      A.B., Japanese/Studio Art 
2001 - 2005 
Studied abroad at Sophia University in Japan for 2003-2004, completed 2 degrees with honors, maintained a job while studying

Interests
• VRC • World Creation • Tactical RPGs • Anime/Manga/Games • Iaido/Karate • Roller Skating 
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