Stryker Buffington

AR Software Engineer | Al Prototyper | Game Designer

github.com/strykerb - strykerstudios.com - linkedin.com/in/stryker-buffington - strykerbuffington@gmail.com
EXPERIENCE

Al Prototyper: AR Glasses | Meta Reality Labs Research, Redmond, WA Jul 2025 — Present

* Prototyped AR-glasses experiences in Unity3D leveraging eye-tracking, hand-tracking, and EMG-based gesture
input; showcasing Al-first UX concepts to research leadership

* Partnered with high-profile external researchers to apply CV algorithms to vehicle-mounted sensors, enabling
context-aware vehicle features and advancing personal Al capabilities

* Owned RESTful network stacks enabling proactive agent prototypes that infer intent from multimodal signals
(gaze, hand interactions, voice events, and scene understanding)

* Collaborated with research scientists, engineers, and designers to ship exploratory prototypes and demos for
stakeholder reviews and tech transfer to product teams

Mixed Reality Software Engineer | Microsoft, Redmond, WA Mar 2024 — Apr 2025
* Collaborated with QA, animation, and art departments to ship the Squad Immersive Virtual Trainer for the US
Army: a polished, customer-facing Unity AR experience

* Designed, documented, and implemented Unity3D gameplay, user generated content, and Game Al interactions
into functional product features within 6-week sprints, with ruthless prioritization to maintain government
contracts and meet US Army standards

* Managed LiveOps of a real-world AR experience through code peer-review, triaging bugs and providing rapid
software solutions involving tight performance constraints, multiplayer networking, world-locked holographic
objects, and device setup and rostering

VR Prototyper | Meta Reality Labs Research, Redmond, WA Jan 2022 - Jan 2024

* Programmed, designed, and shipped an immersive Unity VR demo that became the first successful demonstration
of a novel haptic technology to company stakeholders

* Shipped an open-source Unity API for AEPsych (a Meta research tool) including C# front end, client/server
protocols, demo publicity (8 interactive-demos, conference presentation), and active support (same-day bug fixes,
comprehensive documentation)

* Prototyped 4 more proof of concept VR experiences and data collection environments by coordinating with a
multidisciplinary team of 10+ researchers, designers, & engineers

* Engineered a critical Unity-based hand tracking gesture system to unblock a team of haptic researchers,
leveraging gaussian process modeling, CV hand tracking, & linear algebra

EDUCATION

University of California, Santa Cruz, CA 2018 — 2022
* Bachelor of Science in Computer Science: Game Design (3.91 GPA) with an emphasis in VR and Al

SKILLS

Technologies: AR/MR/VR, Al, Haptics, Unity 3D, Unreal Engine, WebGL, Git Source Control, PyTorch
Languages: C#, XAML, Python, JavaScript, C++, React, HTML/CSS, Java
Practices: rapid prototyping, system design, APl design, UXR, 0-1 product research
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