
Quintin Vizza
90 Fairmount, Huntington, New York 11743

�631-747-4497 # qmviz23@gmail.com ï linkedin.com/in/quintin-vizza § github.com/Vizzaq23

Education
Sacred Heart University May 2026
Bachelor of Science in Computer Engineering, Minor in Mathematics Fairfield, Connecticut

• Magna Cum Laude — 3.76

Relevant Coursework
• Data Structures
• Discrete Structures

• Data Communication
• Cloud Computing,

• Embedded Systems
• Signal Processing

• Computer Architecture
• Digital Design

Experience
Sentari AI June 2025 – August 2025
Software Engineering Intern Remote

• Developed production full-stack features using Next.js, React, TypeScript, Flask, and Supabase for an analytics platform
serving 500+ active users.

• Designed an admin analytics dashboard tracking referrals, retention, engagement, and user growth using Supabase RPCs
and SQL.

• Built REST APIs and backend data pipelines while collaborating through pull requests, code reviews, and
documentation on a 10+ member cross-functional team.

Technical Skills
Languages: Python, TypeScript, C++, HTML/CSS, JavaScript, SQL
Developer Tools: VS Code, Git, GitHub, Codex, Docker, Postman, Vercel, Cursor, Figma, Unity
Technologies/Frameworks: Linux, Windows, React, Next.js, Node.js, Flask, Tailwind CSS, Pygame
Backend & Databases: Supabase, PostgreSQL, REST APIs, Row Level Security, Data Pipelines

Projects
One Piece TCG Shelf | Next.js, React, TypeScript, Supabase, PostgreSQL

• Built and deployed a full-stack collector platform for browsing cards, managing authenticated collections, tracking
portfolio value, and sharing public profiles.

• Developed secure backend infrastructure using Supabase PostgreSQL, Auth, Storage, protected APIs, and Row Level
Security.

• Built a server-side market pricing pipeline and implemented trade offers, activity feeds, graded-card tracking,
customizable showcases, and CI/CD deployment.

AI Aim Trainer | Unity, C#, Game Systems, Real-Time Adaptation
• Engineered an adaptive aim trainer in Unity using C# that dynamically adjusted gameplay difficulty based on player

accuracy and reaction time.
• Designed modular systems for game state management, target spawning, shooting mechanics, scoring, UI, and

performance analytics.
• Implemented adaptive difficulty algorithms that modified target speed, size, and spawn rate to provide responsive

real-time gameplay.

Pinball Machine Capstone | Python, Raspberry Pi, Pygame, GPIO
• Led software development for a full-scale interactive pinball machine integrating Raspberry Pi hardware with real-time

game software.
• Developed modular Python architecture for GPIO communication, scoring, audio, game logic, and hardware event

handling.
• Integrated sensors, solenoids, LEDs, and 24V power systems while debugging hardware-software interactions throughout

system testing.
Leadership / Extracurricular
Sigma Chi Fall 2023 – Spring 2026
Founding Father & New Member Educator Sacred Heart University

• Helped establish and grow the chapter as a founding member while supporting recruitment, member development, and
chapter initiatives.

• Served as New Member Educator, guiding new members through on boarding, expectations, and integration into the
fraternity.
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