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8301B Bradford Edward Cove Austin, TX 78759

QUALIFICATIONS

Motivated researcher with strong publication record in A.I. and machine learning. Proven ability to fully
implement and rigorously evaluate original ideas. Skilled programmer, supervisor, and teacher.

PROFESSIONAL EXPERIENCE

e Pulse Meridian, June 2007 — present.
Partner, Analyst.
Gather client requirements, design and implement custom data management and business intelligence
software. Perform general business development.

o University of Texas at Austin, August 2001 — present.
— Assistant instructor, January 2006 — present.
Independently design course curriculum, exams and assignments; lecture and grade.
Course: C# and the .NET Framework

— Research assistant, January 2003 — January 2006.
Conduct original research in machine learning, game-playing, multiagent systems, and robotics.

— Teaching assistant, August 2001 — January 2003.
Lead discussion sections, organize exam reviews, grade assignments and exams.
Courses: Software Engineering, Automata Theory, Introduction to Programming in Java.

e Jet Propulsion Laboratory, May 2003 — August 2003.
Graduate Research Scientist.
Develop automated goal-generation system using clustering of geological survey data in MISUS au-
tonomous Mars rover project.

e University of California, Los Angeles, September 2000 — August 2001.
Undergraduate research assistant.
Conduct original research on the performance of collaborative filtering algorithms.

o Computer Consulting Group, July 1998 — September 1999.
Software specialist.
Design and maintain client web sites; HTML, ASP. Administrate Windows NT network, IIS / Back
Office, Microsoft SQL server.

EDUCATION

e University of Texas at Austin
Ph.D., Computer Science, Expected May 2008.
Thesis: Automated Domain Analysis for General Game Playing

e University of California, Los Angeles
B.S., Computer Science and Engineering, May 2001.



SKILLS

e Operating Systems: GNU/Linux, Windows, Mac OS X.

o Languages: C/C++, Python, Java, C#, Perl, Ruby, Bash, SQL.

e Machine Learning: Reinforcement Learning, Relational RL, Feature Discovery, Advice-Guided Learn-

ing, Multiagent Learning, Inductive Logic Programming, Instance-Based Methods, Explanation-Based
Learning, Collaborative Filtering, Semi-Supervised Clustering, Neural Networks, Bayesian Networks,
CMAC:s, Decision Trees, Support Vector Machines.

REPRESENTATIVE PUBLICATIONS

A full list of publications is available at: http://www.cs.utexas.edu/ kuhlmann/papers/
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PERSONAL

United States Citizen.



