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[bookmark: summary]SUMMARY
I am a Senior Software Engineer and Tech Lead with over 15 years of experience in developing complex visualization systems. With an M.Sc. in Computer Science and a background in academic research, I specialize in modeling and solving high-level technical challenges while mentoring team members.
For the past decade, I have been a core contributor to the V3O2 project, utilizing modern C++, Qt, GTK+, and OpenGL. My experience spans the full development lifecycle, including roles as a Scrum Product Owner where I translated client requirements into technical roadmaps and led a 5-person engineering team.
[bookmark: work-experience]WORK EXPERIENCE
[bookmark: Xa7c6c9bbdb3e2c56566db3a59b1cab390e88efb]Senior Software Engineer | Jan 2020 – Present
[bookmark: X2acc507b3d0b4e470d04a8d8e0f7db0026f8861]Instituto Tecgraf – PUC-Rio, Computational Geophysics Group (Rio de Janeiro, Brazil)
· Core C++ developer for the V3O2 project, a complex visualization software suite dealing with geology and geophysics data. Programming in C++ 17 using Qt, GTK+, GDB, and Boost. Used version control in git and CI/CD with GitLab.
· Acted as Tech Lead for a 5-person engineering team (Feb 2022 – Sep 2024), guiding architectural decisions, leading code reviews, and mentoring developers.
· Drove technical requirements, wrote actionable user stories, and served as the primary technical representative in stakeholder meetings.
· Spearheaded the team’s infrastructure upgrade to RedHat/Rocky Linux 8, ensuring system stability and modern compliance.
· Evaluated technical candidates by conducting interviews to scale the engineering team.
· Successfully coordinated remote development environments using VPN, SSH, Jira, and Slack.
[bookmark: product-owner-feb-2018-jan-2020]Product Owner | Feb 2018 – Jan 2020
[bookmark: Xe2c444f97308a4de0473ab1bab9f6bee97f9a87]Instituto Tecgraf – PUC-Rio, Computational Geophysics Group (Rio de Janeiro, Brazil)
· Served as the Scrum Product Owner for the V3O2 project, defining the product vision and maximizing value for geology and geophysics software tools.
· Translated complex client needs into proposed technical solutions, creating clear user stories for the development team and managing stakeholder expectations.
· Designed and established the technical recruitment interview process to standardize hiring.
· Evangelized the product at major client-held fairs, successfully demonstrating software capabilities to attract new users and secure stakeholder buy-in.
· Authored and maintained comprehensive end-user product documentation.
[bookmark: systems-analyst-aug-2011-feb-2018]Systems Analyst | Aug 2011 – Feb 2018
[bookmark: X8bcf2c65f3a59eaa2469acd60d49b00e5a72dff]Instituto Tecgraf – PUC-Rio, Computational Geophysics Group (Rio de Janeiro, Brazil)
· Programmed core features in C++ using OpenGL, Boost, GTK+, and Qt for the V3O2 seismic and well log visualizer utilized by Petrobras.
· Ensured code quality and stability by utilizing GDB, GoogleTest, Valgrind, and CPPCheck.
· Developed custom tooling in Lua to automatically generate and transform testing data.
· Co-presented a 2-day hands-on Scrum workshop to onboard and align team members on agile practices.
[bookmark: researcher-apr-2009-aug-2011]Researcher | Apr 2009 – Aug 2011
[bookmark: Xae91518301b0d0cde75d079d2caff650f3405fd]ICAD/VisionLab – PUC-Rio (Rio de Janeiro, Brazil)
· Researcher in games, digital entertainment, and simulations.
· Developed a shade tree editor in C# and Windows GDI for building DirectX shaders for the proof tank visualizer project.
[bookmark: education]EDUCATION
[bookmark: Xdc648c840a64ad5b63eea6924f455dc13b054b5]M.Sc. in Computer Science | Mar 2010 – Jul 2011
[bookmark: X1b2f3e41709106d896eb9dc5f9cce26c35dcf1e]Pontifícia Universidade Católica do Rio de Janeiro (PUC-Rio)
· Dissertation: A study on dynamic difficulty adaptivity for shoot’em up games
· GPA: 3.89 (4.0 scale)
[bookmark: X7b928824c5d0fb00224e063bb47c8e0c8aacb2c]B.Sc. in Computer Engineering | Feb 2005 – Dec 2009
[bookmark: X2761d9566723162b2dbd79283029c9bb8801bb7]Pontifícia Universidade Católica do Rio de Janeiro (PUC-Rio)
[bookmark: skills]SKILLS
· Programming Languages & Tools: C, C++, Lua, Markdown, CMake, git, Linux, QtCreator, VSCode, Qt, GTK+, Boost, OpenGL, GoogleTest, Valgrind, Cppcheck
· Certifications: Certified Scrum Master, Certified Product Owner (Scrum Alliance)
· Languages: Portuguese (Native), English (Advanced)
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