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//  Developer for Virtual Reality & Realtime Simulation applications  

//  3D graphics generalist & Unreal Engine generalist 
 

Fourteen years experience across Virtual Reality, Game Design, Art, 

Architecture, and Consulting industries. Recent experience shipping multiple 

VR IPs to Quest and Steam Stores, as well as managing VR simulation app 

development for the AEC industry. Based in Seattle, WA. 

 

Experience 
 
MIXED REALITY DEVELOPER & PROJECT ENGINEER - VIATechnik 

Seattle, WA (remote)  |  02/2019 - 05/2022, 09/2025 - present 
 

VIATechnik is a technology-focused consulting firm for the Architecture, 

Engineering, and Construction industries. I manage our remote team of 

artists, modelers, and QA staff to deliver XR applications and animations 

built on Unreal Engine. Experience building with OpenXR, DirectX, 

visionOS 

○​ Leading development of an immersive design library for one of the 

country’s largest general contractors built on Apple Vision Pro 

○​ Led development of a VR walkthrough for Carilion Clinic’s new 

hospital, which reduced client expenditures by 13x 

○​ Led development of several promotional animations for Virgin 

Hyperloop which were exhibited at Autodesk University and to 

financial stakeholders 

○​ Led cross-functional coordination with dozens of collaborators for new 

construction projects, reducing costs due to field errors by +$1M 

 

INDEPENDENT MIXED REALITY DEVELOPER 

Seattle, WA | 07/2024 - present 
 

Freelance work at the intersection of VR and games for various projects. 

Led level design and optimization for AtlasXR’s Beyond Sandbox VR title. 

Experience developing with Unreal Engine 5, C++, Vulkan, and OpenXR 

API. 

 
LEVEL DESIGNER - Myr, Shootout VR 

Seattle, WA (remote)  |  05/2023 - 07/2024 

Myr is a venture-backed VR gaming startup focused on social multiplayer. I 
worked on the Shootout VR team as a generalist game designer in Unity 
with a specialization in level design. 
 

○​Authored 3 new levels for Shootout VR from early access to full Meta 

Quest store release.  

○​Managed pricing, scheduling, and database for in-game cosmetic store 

through an Azure database. 

 Education 
 
University of Michigan, Ann Arbor 
Work with one of the industries strongest mixed reality teams to change the landscape for MR on the frontlines and beyond Drive prototyping initiatives to experiment with revolutionary mixed reality concepts that set new industry standards Design, development, and enhance game engine components tailored for mixed reality applications Optimize rendering pipelines, physics simulations, and real-time interactions to deliver high-performance immersive experiences Collaborate with AR/VR specialists to integrate mixed reality sensors, displays, and spatial mapping capabilities Implement robust pipelines that transform raw sensor data into actionable, immersive visuals for the warfighter Partner with product managers, hardware engineers, and warfighter subject matter experts to translate mission requirements into practical, scalable solutions Evaluate and integrate emerging technologies and frameworks within the game engine ecosystem REQUIRED QUALIFICATIONS 1-5 years of experience in C++ development, computer graphics, or real-time simulation Proficiency in C++ or C# and familiarity with graphics APIs (DirectX, OpenGL, or Vulkan) Experience working in large codebases to solve complex problems in a matter of days and weeks, not months Excellent communication skills and ability to work cross functionally with stakeholders and Executive leaders Must be a U.S. Person due to required access to U.S. export controlled information or facilities PREFERRED QUALIFICATIONS Experience developing on console platforms Experience with shader programming and multi-threaded rendering pipelines Understanding of immersive technologies and sensor integration is a plus Demonstrated experience or strong interest in developing mixed reality or simulation applications 

○​ Masters of Architecture 

Lawrence Technological University 
○​ B.S.  Architecture, Civil Engineering 

 

Tools + Skills 
 
Unreal Engine 5, Unity 

○​ Integration with VR hardware APIs 

(OpenXR, Meta, SteamVR) 

○​ Lighting, scene setup, post 

processing effects 

○​ VR physics interactions 

○​ Gameplay programming 

○​ Scripted events & interactivity 

○​ UX interactions 

○​ AI logic programming 

○​ XR hardware integration 

○​ Custom shader / graphics 

development 

○​ Multi-user networking 

○​ Integration with developer platform 

APIs (Meta, Steam, EOS, Proton) 

○​ Animation & cinematics 

○​ Packaging for PC and Android 

(mobile VR) 

○​ Algorithm development (C++, 

Blueprints) 
 

Cross-functional Collaboration 

○​ Managed remote teams of up to 20 

people while interfacing with 

dozens of external partners 

http://virtualmf.xyz
https://www.linkedin.com/in/michael-anthony-fontana/
mailto:michaelfontanadesign@gmail.com
https://michaelafontana.com/hc9/
https://michaelafontana.com/vho/
https://michaelafontana.com/vho/
https://store.steampowered.com/app/3385970/Beyond_Sandbox/
https://www.meta.com/experiences/shootout/5555992527808989/


 
 
LEAD LEVEL DESIGNER - AEXLab, VAIL VR 

Seattle, WA (remote)  |  05/2022 - 01/2023 

AEXLab is a venture-backed VR gaming startup focused on competitive 

gameplay. My role was to author new levels for VAIL VR and work directly 

with the Chief Creative Officer and Art Director to craft an iconic visual 

aesthetic for our environments. Experience developing with Unreal Engine 

5, DirectX, and OpenXR development environment. 
 

○​ Authored level layout prototypes of new and existing levels while 

directing 3D artists and concept artists in developing final art 

○​ Worked with CCO & Art Director to ensure our levels supported 

balanced competitive play going into the Miami Vail Major tournament 

in 2022–the largest ever VR tournament 

 

 

COMPUTATIONAL DESIGN & RENDERING SPECIALIST - Skidmore, 

Owings & Merrill LLP 

Chicago, IL  |  04/2016 - 06/2018 

Designer with specialization in computational workflows and rendering 

production. Contributed to the development of concept and schematic 

designs for several international competitions. 
 

Nanjing Supertall Design Configurator 

○​ Created renderings for competition phase that contributed to 

SOM’s successful win 

○​ Led development of geometry algorithm in Grasshopper that 

increased speed of design iteration by 16x 

 

○​ Have reported directly to project 

stakeholders and company 

executives 
 

Blender 

○​ Modeling, UV layout, and material 

assignment 

○​ Custom shaders via shader graph 

○​ Character rigging & animation 

○​ 3D model cleanup 
 

Perforce + Hansoft, Git Fork 

○​ Have used source control daily on 

teams of 10-20 contributors 

 

https://store.steampowered.com/app/801550/VAIL_VR/
https://www.youtube.com/live/J-6EDKyKXQY?si=XY_4Cpd-0UmjMirz
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