
ERIC ALBERS  

Principal Software Engineer  |  3D / XR, AI/ML, Embedded Systems, Cloud 
West Melbourne, FL   |   (321) 339-7511   |   eric@ericalbers.com 
ericalbers.com   |   linkedin.com/in/ericalbers314   |   github.com/ericalbers 
 

SUMMARY  

Principal software engineer with more than three decades building software and hardware solutions across gaming, sports 
technology, mining, and industrial systems. Deep expertise in 3D and VR/AR interactive applications, AI/ML (reinforcement 
learning, imitation learning, and convolutional neural networks), embedded controllers, and large-scale cloud deployments. 
Experienced modernizing aging, bespoke systems into cohesive modern architectures, and scaling real-time, distributed data 
pipelines with Docker and Kubernetes across cloud and on-premise, remote-connectivity environments. A hands-on technical 
leader who builds and mentors high-performing teams while staying in the code. Award-winning developer with delivered work 
for NASA, MLB, Disney, and global enterprises. 

TECHNICAL SKILLS  

Languages: C#, C++, Python, Java, JavaScript, TypeScript, Assembly, PHP, .NET 
Web / Frontend: React, Angular, Next.js, Node.js, Three.js, WebGL 
Game / 3D / XR: Unity, Unreal Engine 4 and 5, Chaos physics and Chaos Flesh soft-body, physics-based character animation, 
Oculus, Vive, HoloLens and HoloLens 2, AR/VR/Mixed Reality 
AI / ML: TensorFlow, Keras, CNNs, reinforcement learning (PPO) and imitation learning, Unreal Learning Agents, genetic 
algorithms, RNNs, GPT API, Jupyter 
Cloud / DevOps: AWS (EC2, RDS), Azure Bicep, Docker, Kubernetes, Jenkins, CI/CD, PM2, microservices 
Systems: Legacy modernization and system replacement, real-time and distributed data pipelines, RESTful APIs, on-premise and 
remote/intermittent-connectivity deployments 
Stacks / Data: LAMP, MERN, MEAN, MySQL, MongoDB, Apache, Django 
Hardware: Embedded and PIC microcontrollers, Eagle PCB design, circuit board design, LIDAR, gyroscope and sensor integration, 
robotics 
Platforms: iOS, Android, PC, Mac, Web, PlayStation, on-premise and embedded systems 

EXPERIENCE  

Principal Software Engineer Apr 2024 - Present 
Iron Galaxy Studios  |  Orlando, FL 

• Lead software development and architectural design for complex projects in the gaming industry, blending hardware design, 
AI, and game systems to create compelling player experiences. 

• Contributed engineering across marquee titles and location-based experiences, including Madden NFL 26, the Minions ride 
at Universal Orlando, and the interactive Harry Potter wand experience at Universal Studios. 

• Architected and built a physics-based ride escape simulator in Unreal Engine 5, using the Learning Agents framework to train 
reinforcement-learning (PPO) and imitation-learning agents that drive a fully physically simulated ragdoll to escape a ride. 

• Designed the agent observation and action spaces and reward shaping, driving each bone through spring-damper physics 
handles, and stabilized the PPO training loop with deferred, trainer-driven resets and physics-blowup rejection. 

• Built a soft-body flesh and injury model on Unreal Chaos Flesh, deriving per-tetrahedron compression from the deformation 
gradient and tracking peak compression, viscous injury criterion, and cumulative dose; randomized rider anthropometry 
from U.S. Army ANSUR survey data to evaluate escape and injury across realistic body sizes. 

• Apply convolutional neural networks for gesture recognition from simple camera inputs to solve complex, game-related 
problems. 

Vice President, Software Development / Software Architecture Apr 2022 - Jun 2024 
BaseballCloud  |  West Melbourne, FL 

• Owned engineering strategy, vision, and roadmap across multiple baseball products used by MLB and college teams, aligning 
delivery with company goals. 

• Built and led a high-performing team of software engineers, hardware engineers, and QA professionals; stood up AWS EC2 
instances and RDS/NoSQL services with live global data feeds. 



• Scaled real-time ball flight camera data to AWS using Docker and Kubernetes for container orchestration, building 
distributed pipelines for live ingestion, synchronization, and processing under continuous global data feeds. 

• Developed ML models in TensorFlow/Keras to predict pitch types from physics metadata captured by Yakkertech sensors, 
and to identify ball flight information and location. 

• Architected frontend and backend Linux systems using React and Angular with Node.js, C#, Python, and PM2. 
• Defined and enforced best practices, coding standards, and structured QA; fostered a customer-centric, business-value 

culture across the engineering organization. 

Senior Software Architect & Engineer Sep 2020 - Apr 2022 
BaseballCloud  |  Florida 

• Led development from the ground up of PitchR, a 3D baseball data visualization platform using ball tracking, motion capture, 
and sensor data with real-time replay and analysis. 

• Applied advances in 3D, virtual reality, data visualization, and rendering to improve products and market differentiation. 
• Built data filtering algorithms for the Ballr product to interpret and compare pitch data including ball spin, axis, and seam 

orientation. 

Senior Software Engineer Aug 2017 - Aug 2020 
Key Logic Software Solutions  |  Sudbury, Ontario 

• Designed and developed virtual meeting software letting clients visualize large environments rendered in real time using 
HoloLens/Vive and LIDAR. 

• Built CNN models in TensorFlow/Keras to solve FFT discrimination problems. 
• Designed an embedded controller and integrated software using gyroscopes and real-time data reporting to map drill hole 

locations and shapes in underground mining. 

Director of Product Development Sep 2015 - Aug 2017 
Revolution Mining Software  |  Sudbury, Ontario 

• Partnered with SNOLab, a Canadian underground laboratory for neutrino and dark matter physics, to define, design, 
architect, and deliver scheduling optimization software. 

• Applied advanced AI (genetic algorithms and recurrent neural networks) with results rendered in the Unity engine and 
WebGL on a LAMP stack. 

Senior Software Engineer Aug 2013 - Sep 2015 
ExactFlat 

• Managed design and development of online 3D pattern flattening software using WebGL for real-time web rendering. 
• Modernized the product into a cloud-based solution integrating with a SolidWorks plug-in, migrating legacy desktop 

workflows to real-time web rendering with C#, .NET, JavaScript, PHP, Apache, and the Unity engine. 

Co-Founder Sep 2010 - Apr 2013 
Big Dog Solar, Inc.  |  Sudbury, Ontario 

• Founded and managed a company that designed and installed large 10KWH solar tracking systems across northern Ontario. 
• Commissioned the hardware and software for over 30 installations, including real-time reporting of power production. 

Software Engineer Jan 2010 - Sep 2010 
Objectivity.ca  |  Sudbury, Ontario 

• Led design and development of mining simulation software in Django/Python to calculate optimal drilling patterns from 3D 
location scans and core samples, rendered in WebGL, JavaScript, and PHP. 

Co-Founder / VP of Engineering / Senior Software Engineer 2000 - 2009 
RFID Global Solution, BuyRFID, Icon Nicholson 

• Designed and built RFID software and hardware for real-time tracking of assets and parts across manufacturing, 
warehousing, and shipping to enable secure inventory management. 

• Delivered solutions for clients including NASA (Space Shuttle), Boeing, Northrop Grumman, Abercrombie & Fitch, and Prada. 

Co-Founder 1993 - 2000 
Leaping Lizard Software, Inc.  |  Gaithersburg, MD 

• Co-founded a game studio creating 3D games for PC, Mac, and PlayStation for Electronic Arts, Hasbro, Wizards of the Coast, 
and Bally Gaming. 



• Shipped a 3D remake of the arcade classic Centipede, Monopoly Casino, and Bally Game Magic, the first 3D graphics-
accelerated PC in-casino multi-game slot machine. 

Game Designer & Programmer 1989 - 1993 
Maxis Studios (Electronic Arts)  |  California 

• Third employee at Maxis; worked on the renowned Sim series and wrote and designed the CODiE award-winning SimFarm. 

Software Programmer 1987 - 1988 
Disney Interactive 

• Developed the Who Framed Roger Rabbit video game based on the film. 

PATENTS  

• Three Dimensional Representation of Sports Data from Multiple Sources. 
• Baseball Pitch Parameters Measuring Device. 

PUBLICATIONS  

• Unity Shader Heatmap. 

AWARDS & NOTABLE PRODUCTS  

• CODiE Award, Best Secondary Educational Product: SimFarm. 
• Titles and experiences span Madden NFL 26, the Universal Orlando Minions ride, the Universal Studios interactive Harry 

Potter wand experience, SimFarm, Who Framed Roger Rabbit, Centipede 3D, Monopoly Casino, Bally Game Magic, and 
Mysterium. 

COMMUNITY  

• Founder and mentor of several FIRST Robotics teams (Team 4069), building and programming for competition and getting 
students into STEM. 

EDUCATION  

University of Delaware  -  Newark, DE Computer Science / Electrical Engineering 


