BRAD GRANTHAM linkedin.com/in/bradgrantham
Director of Technology grantham@plunk.org

GPU Tooling & Cross-Platform Graphics Monterey, California
+1 650-224-5545

SUMMARY
Senior leader with 25+ years' experience in graphics tooling who drives high-performance teams to
ship cross-platform GPU products. Combines deep technical judgment with strategic business
acumen. Sets technical vision and architecture for a 12-engineer organization, with design authority
across all client work. Shapes company Al policy and partners with C-suite executives on business
strategy for a 30-person firm.

CORE COMPETENCIES
Business & Product Strategic Planning - Technical Due Diligence - Team Scaling & Mentorship
Al Policy & Tooling - GPU Tools - Cross-Platform Graphics APIs - CI/CD

RECENT EXPERIENCE : LunarG May 2019 - Present

Director of Technology, 2026 — Present
* Drafted and instituted company Al policy (2025-2026); leading ongoing tooling and training
*  Member of the Business Leadership Team since 2025, advising CEO on product direction,
strategy, and resource allocation

Engineering Lead — Architect, GFXReconstruct, 2021 — Present

*  Scaled organization from 3 to 12 consulting engineers

*  Drove expansion from 2 to 6 continuing contract clients

* Leading effort to enable embedding GFXReconstruct in third-party GPU debuggers and
profilers — in shipping products today: Qualcomm Snapdragon Profiler, Samsung Sokatoa,
ARM Frame Advisor, Android Performance Analyzer

e Shipped DirectX12 and OpenXR APIs and expanded Vulkan support

»  Set technical roadmap including ray tracing, Android robustness

Senior Graphics Software Engineer, May 2019 — May 2021
* Led OpenXR “overlay API layer” contract work

PRIOR EXPERIENCE

Staff Software Engineer, Google LLC, August 2018 — March 2019
* Stadia (was Project Stream) Vulkan Driver Stack Tech Lead

Principal Graphics Architect, ARM Inc., April 2010 — April 2018
»  Khronos OpenXR working group, OpenGL tests/benchmarks, patent applications

Senior Software Engineer, AMD, January 2008 — April 2010
*  Worked on-site with ISVs and partners; wrote OpenGL tests, samples, and benchmarks

OTHER EXPERIENCE
SPIR-V shader core using RISC-V RV32IF; wrote Verilog and C++ emulation for RISC-V
https://github.com/bradgrantham/alice5 , Slide Presentation
Wrote GLSL ray tracer using fragment program incl PBR, BVH http://plunk.org/~grantham/wrt/

SKILLS/TOOLS
Claude Code, Claude Teams, C++, Python, Git, Windows, Linux, MacOS, OpenGL, GLSL, Vulkan,
Direct3D 12, OpenXR

EDUCATION
Graduated 1992 from Virginia Tech with B.S. in Computer Science.


http://plunk.org/~grantham/wrt/
https://docs.google.com/presentation/d/1MhYAibTEZC9qSl_w96tojDYI8PbpsessZn4Bst6IW8Q/edit?usp=sharing
https://github.com/bradgrantham/alice5
mailto:grantham@plunk.org
http://linkedin.com/in/bradgrantham/
http://linkedin.com/in/bradgrantham/
http://linkedin.com/in/bradgrantham/
http://linkedin.com/in/bradgrantham/

