Address: Potsdam, Germany
JAN MEISSNER Jiertn
\Website: meissner-dev.de

Software Engineer Email  mail@meissner-dev.de

PROFESSIONAL SUMMARY

Software Engineer with M.Sc. in Computer Science and over 3 years of professional C#/.NET/Unity development
experience. Strong background in Machine Learning (Python, TensorFlow), C++ (Unreal Engine) and C# development
through education and personal projects. Passionate about game development, test automation and optimizing daily
tasks with smart solutions.

EXPERIENCE

EDURINO June 2024 - Today
Intermediate Unity Developer

- Architected and maintained custom Unity tools, accelerating workflows across interdisciplinary teams.

+ Engineered anin-house downloadable content (DLC) system using Unity AssetBundles for 100,000+ active users.
- Optimized and maintained legacy codebases to ensure seamless integration of new content releases.

- Developed interactive promotional web pages using HTML, CSS, and JavaScript.

- Authored automated test suites in Unity and built an automated test dashboard to monitor issues.

Unity / Test Automation / Tool Development / C# / HTML/CSS/JS / Git

EDURINO June 2023 - May 2024
Junior Unity Developer

- Programmed self-contained, educational mobile minigames using the Unity Engine.
- Built custom Unity editor tools to expand the toolset and improve team productivity.
- Collaborated with cross-functional teams to deliver high-quality educational content.

Unity / Tool Development / C# / Git / Mobile Development

SELECTED PROJECTS

Master's Thesis Project 2022
Racing Line Optimization

Implemented reinforcement learning algorithms to optimize vehicle racing trajectories using Python and TensorFlow.
Compared performance against traditional Levenberg-Marquardt optimization methods.

Python / TensorFlow / Reinforcement Learning / Optimization

Semester Project 2022
Mosel Water Level Prediction System

Built machine learning pipeline to predict water levels across multiple Mosel River locations using historical hydrolog-
ical data. Achieving accurate multi-day forecasting for flood prevention planning.

Python / XGBoost / Time Series Analysis / Data Processing

Group Project 2022
SOTIF-Compliant Driving Assistance System

Developed computer vision system for traffic sign detection and speed limit recognition with automatic vehicle speed
adjustment. Implemented SOTIF safety standards and validated performance in driving simulation environment.
Python / TensorFlow / Computer Vision / SOTIF Standards

Bachelor's Thesis Project 2020
Autonomous Vehicle Al Controller

Created intelligent vehicle control system using Unity's ML-Agents framework and Reinforcement Learning algorithms.
Designed training scenarios and reward systems for real-time autonomous decision making.

C# / Unity / ML-Agents / Neural Networks
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EDUCATION

University of Applied Sciences Trier September 2020 - November 2022
Computer Science - M.Sc.

Thesis: Comparison of Reinforcement Learning and the Application of the Levenberg-Marquardt Method for the Opti-
mization of Racing Lines

Final grade: 14 (~ GPA 3.8)

University of Applied Sciences Trier September 2016 - June 2020
Computer Science - B.Sc.

Digital Media and Games (Specialization: Games)

Thesis: Machine Learning in Unity for Vehicle Control

Final grade: 1.7 (~ GPA 3.7)

TECHNICAL SKILLS

Software Development C#, C++, Python, NET Framework, CUDA
Machine Learning Tensorflow, XGBoost, Unity ML Agents
Game Development Unity Engine, Unreal Engine, Cross-platform Optimization, Ul/UX Design
DevOps & QA Cl/CD Uenkins, GitLab CI), Unity Test Runner, Automated Testing
Web Technologies HTMLS5, CSS3, JavaScript, Responsive Design
Tools & Methodologies Git, Agile Development, Code Review, Performance Optimization
German - Native Playing piano and church organ, building computers,

English - Proficient (C1) pen & paper RPGs



