
Stryker Buffington
AR Software Engineer | AI Prototyper | Unity ML Engineer
github.com/strykerb · strykerstudios.com · linkedin.com/in/stryker-buffington · strykerbuffington@gmail.com

EXPERIENCE

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

VR Prototyper | Meta – Reality Labs Research, Redmond, WA Jan 2022 – Jan 2024
Shipped an open-source Unity API for AEPsych (a Meta Machine Learning research tool) including C# front end,
client/server protocols, demo publicity (8 interactive-demos, conference presentation), and active support (bug
fixes, comprehensive documentation)
Built multiple Unity proof-of-concept experiences and data-collection environments alongside researchers,
designers, and engineers.

Mixed Reality Software Engineer | Microsoft, Redmond, WA Mar 2024 – Apr 2025
Shipped the Squad Immersive Virtual Trainer, a customer-facing Unity AR training system for the US Army,
collaborating across engineering, QA, animation, and art.
Designed and implemented Unity gameplay, Game AI, and user-generated content systems within 6-week
development cycles, balancing technical scope with US Army requirements.
Developed and maintained real-time AR systems involving multiplayer networking, world-locked holograms,
performance constraints, device configuration, and LiveOps.

Machine Learning Research Intern | AIST, Tokyo, Japan Aug 2021 – Sep 2021
Developed a deep learning research project using simulated shoppers to help in-person businesses optimize store
layouts for social-distancing compliance.
Implemented Unity ML-Agents, multiplayer VR, reinforcement learning, and imitation learning to train and
evaluate autonomous shopper behavior.
Collaborated with AI researchers across time zones through iterative experimentation and review.

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 AI

SKILLS

Technologies: Unity 3D, Unity ML-Agents, PyTorch, AR/MR/VR, AI/ML, Haptics, Unreal Engine, Git
Languages: C#, XAML, Python, JavaScript, C++, React, HTML/CSS, Java
Practices: Rapid Prototyping, Simulation, System Design, API Design, UXR, 0-1 Product Research
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