Dylan Abry

(732)208-4355 | Piscataway, NJ | dylanabry1206@gmail.com | Website | LinkedIn | GitHub

Summary

Product-minded software developer with experience building and shipping technical solutions across Al, game development, and XR. Hands-
on experience with C#, C++, Unity, Unreal Engine, Claude, and OpenAl, with a focus on rapid prototyping, technical problem-solving, and
translating real-world needs into working software. Experienced collaborating across technical teams, investigating complex problems, and
iterating solutions through testing and measurable results.

Professional Experience

Quality Assurance | Major League Baseball (MLB) — New York, NY June 2026 — Present
= Discovered a release-blocking defect on MLB XR causing subtitles to disappear during game viewing, preventing the affected build
from shipping to the Quest app store and ensuring the accessibility issue was resolved before release.
= Identified and reproduced 64 bugs with 100% acceptance across MLB XR, establishing reliable reproduction steps that supported
engineering investigation and contributed to a reduction in unexpected application behavior and crashes.
= Perform system, regression, and functional and smoke testing across MLB game and XR products, including Home Run Derby VR
and MLB The Show Mobile, across Meta Quest 3, Apple Vision Pro, iPhone, PC, and PlayStation.
= Diagnosed and reproduced long-standing defects that had remained unresolved for months prior to start date, providing engineers
with reliable reproduction steps, technical observations, and supporting evidence through Jira.
= Executed an end-to-end release test plan for MLB XR, validating functionality and stability ahead of a successful production launch
to the Quest app store.
Unity Software Developer Intern | Castix LLC — Dallas, TX August 2025 — December 2025

=  Enhanced NPC interaction in a Unity RPG, “Medieval Lands”, improving dialogue flow through UI redesign

Projects

The Alchemist Auction - Strategy/RPG (Unity, C#) | Solo Project June 2025 - April 2026 Link to Project
= Developed a large-scale turn-based strategy/RPG system combining auction mechanics, Al-driven decision making, and multi-phase
boss combat using state-based logic
=  Engineered complex gameplay systems including Dictionaries/Lists transactions, Ul/interaction systems, persistent progression
(PlayerPrefs), and an interactive hub with integrated minigames and animation/video/audio systems
Pyrokour Dojo - 3D Platformer (Unity, C#) | Team Project (3 Developers) January 2026 - April 2026 Link to Project
= Led a 3-person team across development of a physics-based 3D platformer, including gameplay systems, player movement, and
camera design using Cinemachine
=  Engineered interactive environments using Rigidbody physics, collisions, triggers, prefabs, and particle/animation systems while
managing Git-based collaboration
Kevin Cash MLBAutoManager (VSCode, Python, Claude Code, MLB Stats API) | September 2026 Link to Project
= Designed and developed an Al-assisted MLB management and simulation system using Claude Code, directing implementation
through baseball domain knowledge, iterative testing, and validation to optimize lineups, batting orders, bullpen usage, pinch-hit
substitutions, and defensive replacements using real player, matchup, workload, and ballpark data.
=  Designed and refined decision logic incorporating advanced metrics, ballpark factors, game state, and 6,000-game simulation to
compare strategies and project win probability.

Skills

* Programming Languages: C#, C++, Java, Python

= Software/Tools: Visual Studio, VSCode, Git/GitHub, Jira, Claude, OpenAl, Blender

= Game Engines & Technologies: Unity/C# - Ul (uGUI/Event System), XR Interaction Toolkit, Behavior, Input System, Al NavMesh,
Animator, Cinemachine, Particle System | Unreal Engine 5/C++ - Blueprints, Behavior Trees, UMG, Animation Montage, Character /
Pawn Framework

= Fundamentals: Software Testing & Debugging, Data Structures & Algorithms, OOP Design Patterns

Education

Rutgers University, New Brunswick, NJ — Bachelor of Science in Computer Science, Minor in Cognitive Science | May 2026
= GPA: 3.70, Graduated Magna Cum Laude

Raritan Valley Community College, Branchburg, NJ — Associate of Science in Mathematics | May 2024
= GPA: 4.0, Graduated Summa Cum Laude
=  “Is Learning from Playing a Video Game as Effective as Reading a Textbook?”” Capstone Research Project



