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Abstract (Which you already read :) )
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Talk Abstract: D is a general purpose programming language capable of building any type 

of software—from scripts to highly concurrent low-latency applications. Over the past year, 
Mike has put D to the test, developing all of his software from scripts, to web, to graphics in the 
D programming language. In this talk, he will discuss why he is ‘All in on DLang’, and why he is 
investing his time in D, which he believes makes him more competitive and a better engineer 
building better software.

In the talk, Mike will show a variety of software projects developed in the last year including: 
web 2.0, scripting, and even heavy-duty graphics rendering and game engine development for 
teaching. Audience members will leave with some inspiration, anecdotes of how he overcame 
various engineering challenges, and the motivation for why he thinks D should also be their 
primary programming language.



Your Tour Guide for Today
Mike Shah

● Current Role: Teaching Faculty at Yale University 
(Previously Teaching Faculty at Northeastern University)

○ Teach/Research: computer systems, graphics, geometry, game 
engine development, and software engineering.

● Available for: 
○ Contract work in Gaming/Graphics Domains

■ e.g. tool building, plugins, code review
○ Technical training (virtual or onsite) in Modern 

C++, D,  and topics in Performance or Graphics APIs
● Fun: 

○ Guitar, running/weights, traveling, video 
games, and cooking are fun to talk to me about!
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Find my programming content on YouTube
https://www.youtube.com/c/mikeshah 
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So what’s this talk about -- “All in on Dlang” ? (1/2)
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● I am going to show you some highlights of a few projects and code 
snippets of projects I’m working on in wildly different domains:

○ Web
○ Scripts
○ Game Engines
○ Graphics
○ Teaching

● But the real thing this talk is about is...



So what’s this talk about -- “All in on Dlang” ? (2/2)
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● I am going to show you some highlights of a few projects and code 
snippets of projects I’m working on in wildly different domains:

○ Web
○ Scripts
○ Game Engines
○ Graphics
○ Teaching

● But the real thing this talk is about is...
● This is a talk about ignoring the noise.

○ Or rather finding the “right signal” in the noise when it comes to choosing a tool 
for programming and going all in.

● For me that tool has been the D language



Web Development in DLang: Part 1
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Building a Web 2.0 Site
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● For my web programming needs:
○ I needed to build a personal site and a 

website for my courses I teach
■ Reliability needs to be high (no 

crashing!)
■ Needs to handle ‘bursts’ of users 

(100 or so students) clicking 
around, loading images, etc.

■ And be cost efficient and secure



Web Development
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● When I think about web 
development, these are 
the images and acronyms 
that come to mind

○ They are very popular
○ There are many books on 

these frameworks, 
technologies, and scripting 
languages 

● Many of these 
programming stacks have 
existed for quite some 
time, and I would not be 
critiqued for choosing 
one



So I tried PHP for a bit... (2022-2024)
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● You can see what it looks like
○ Just echo’ing out html from a few 

classes ... oops!
○ And anyone who saw this code told me:

■ “hey, just use 
[Laravel/Drupel/WordPress/ some 
other framework]”

● Frankly I was not very excited 
about my codebase

○ I was not very curious/motivated to dive 
into frameworks that are constantly 
changing

■ The cognitive overhead is already 
quite high of learning another 
language

■ It’s very healthy to use different 
languages, but I did not feel I 
could leverage much of my D 
knowledge here where I want to 
continue building expertise.



Compiled Language Web Development
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● One specific example that 
has always stuck in my head 
for a long time came from 
Facebook* 

● I remember thinking this 
‘HipHop’ project was indeed 
‘hip’.

○ This project (and several other 
ones) seemed like such 
common sense to me, use a 
compiled language

○ But I wanted to skip the whole 
‘writing a transpiler’ part, and 
just write in native code to 
start 

■ -- this seemed easier

https://en.wikipedia.org/wiki/HipHop_for_PHP
*The company is now known as ‘Meta’

https://en.wikipedia.org/wiki/HipHop_for_PHP


Do compiled languages save money?
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● So I was excited -- I could just use ‘D’ 
for my web development needs now.

○ Time invested in web programming 
would mean improving my D 
programming skills

● Before committing, I had one more 
thought -- and some folks in the D 
community were already a step 
ahead of me -- would it be more cost 
effective?

● Here’s the note from the article:
○ “Switching from PHP to D meant we could 

cut in half the instance size of each 
Amazon AWS machine in our cloud. “

https://dlang.org/blog/2019/09/30/saving-
money-by-switching-from-php-to-d/

https://dlang.org/blog/2019/09/30/saving-money-by-switching-from-php-to-d/
https://dlang.org/blog/2019/09/30/saving-money-by-switching-from-php-to-d/


So I did it -- my website is in D (1/5)
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● My website and courses are generated 
using D code.



So I did it -- my website is in D (2/5)
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● My web toolstack consists 
primarily of handyhttpd and 
Phobos (D standard library)

○ handyhttpd was easy to get started 
in, relatively well documented, and 
I could abstract on top of it

● I also used dpq2 for a 
postgresql database

○ This *just worked* and mirrored 
the libpq-dev C library for the most 
part, so I could benefit from the 
documentation there.

● Some findings -- to the next 
slide!

Here it is -- D Code! I don’t have to remember another 
standard library, and I can reuse code I have!

https://github.com/andrewlalis/handy-httpd
https://code.dlang.org/packages/dpq2


So I did it -- my website is in D (3/5)
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● As mentioned utilizing phobos 
has come in handy

○ I have been able to reuse some of my 
client/server networking code

● Handling exceptions for errors 
has been useful

● Other abstractions like creating 
maps for visitors and logs (that 
refresh over time) were very easy

○ Things again I was not thinking of 
when using Php -- why? 

■ The answer is cognitive 
overload, I’m too busy wrestling 
with learning the language

Here it is -- D Code! I don’t have to remember another 
standard library, and I can reuse code I have!



So I did it -- my website is in D (4/5)
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● Much of the website otherwise 
uses a sort of ‘builder’ pattern for 
generating html.

○ This is nice because I’m “echo’ing” out 
less html, can build strings more 
efficiently (either at compile-time, 
reserving memory, Appender, etc.)

■ I could have also done this in 
php, however, with D I can 
leverage compile-time function 
execution (CTFE) and templates 
for code generation

■ This should emulate something 
like vibe.d already does and 
potentially provide more 
performance improvements

Here it is -- D Code! I don’t have to remember another 
standard library, and I can reuse code I have!



So I did it -- my website is in D ... and I saved money (5/5)
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● While not admittingly a 
controlled study:

○ The cost is effectively free ($0.00x) 
for the bandwidth/compute verses 
about $0.24 per day.

● There’s probably a more 
rigorous study to be done here 

○ I do not see a reason currently to 
change languages/tech stack from 
D

● Using other technologies like 
nginx and potentially building 
my own in-memory cache are 
things I am thinking about.

php cost (blue) D cost (blue)



Note: Vibe.d
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● Vibe.d is probably one of the more 
successful web frameworks that’s 
worth shouting out if you’re new and 
watching this-- I would encourage 
folks to check it out.

○ I’m glad a web framework is mentioned 
on the DLang tour

■ It is good to show off D’s flexibility
● There are also many other web 

frameworks, database, http server, 
and wasm libraries available

○ https://code.dlang.org/?sort=added&cat
egory=library.web&skip=0&limit=20 

https://code.dlang.org/?sort=added&category=library.web&skip=0&limit=20
https://code.dlang.org/?sort=added&category=library.web&skip=0&limit=20


What’s next for D and web programming?
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● I will record some tutorials on web programming and networking 
for YouTube at some point to help folks get started

● I suspect I will do more in the gaming space with D for networking
● This DConf 2014 talk by Funatics discusses D as a server for a 

mobile games company is one (of several) other inspirations for 
folks watching this talk.

○ (Mobile Gameserver Backend in D) https://dconf.org/2014/talks/dilly.html 

https://dconf.org/2014/talks/dilly.html


Scripting with DLang: Part 2
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D as a scripting language
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● I’ve stated this before -- but D has replaced every Python3* script 
that I use to use

○ ad-hoc build systems
○ Scripts using curl and various REST API’s to retrieve data
○ etc.

● I’ll just flip through a few little utilities so you get the idea.
● The main point -- is that often at work (industry or academic) I’ve 

been able to use whatever language I want for utilities.
○ I’ve found rdmd (and ldmd2) to be very effective

*Python3 is a lovely language, but through experience I’ve found I can iterate with D as fast, with equally malleable, but more 
scalable and performant code for tasks/scripts I use very frequently



Script 1 - Curl API to grab YouTube videos
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● 127 line of code
● The code you see is enough 

to get a list of videos from a 
youTube channel

● Then you can parse the json
○ (This is a common thing to do 

with REST APIs)
● Then I have a single page 

with all my YouTube videos 
to easily ‘ctrl+f’ through

○ https://courses.mshah.io/page
s/YouTubeLibrary#DLanguage
(DLang)Programming 

https://courses.mshah.io/pages/YouTubeLibrary#DLanguage(DLang)Programming
https://courses.mshah.io/pages/YouTubeLibrary#DLanguage(DLang)Programming
https://courses.mshah.io/pages/YouTubeLibrary#DLanguage(DLang)Programming


Script 2 - Game Development Conference (GDC) Talk Aggregator
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● 110 lines of code
● I wrote a little URL aggregator to find talks I might be interested in 

regarding Game Development from the gdcvault.
○ Why? It was easy, and the gdcvault website was too hard to search.
○ Now I have every talk on 1 page, and can again, use ‘ctrl+f’ or vim chrome 

extensions to search



Script 3 - Github API 
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● 434 lines of code
● Github Classroom is what I use 

in my courses to deliver 
assignments to students (so 
they learn git)

● Provided is the command line 
tool I use to update 
repositories, gather 
assignments, and run student 
code.

https://classroom.github.com/


Script 4 - Autograder / Feedback Scripts
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● 141 lines of code
● One of the beautiful things about 

D is that there exists a default 
package manager -- dub.

○ ‘dub’ provides a standard way to build 
projects

● This script executes ‘dub’ 
separate process (using 
std.process)

● I can also re-run assignments 
interactively

○ I’m highlighting this -- because it’s 
probably my first and only use of 
goto in my history of D code.

■ It was there when I needed it!

https://code.dlang.org/
https://dlang.org/phobos/std_process.html


Script 5 - markdown to html transpiler
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● 366 lines of code, 8 hours of 
work

● Mostly using an associative 
array, and textual substitution

●



Script 6 - Book Builder
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● 219 lines of code
● Build system for Pandoc to 

generate a book I’m working on.
● The real magic is .parallel for 

data processing in this case
○ About a 12x speedup by adding 

.parallel
■ Note: Variations of .parallel(1) or 

.parallel(4) yielded same result



Script 7 - SDL3 C Binding Generator (1/2)
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● This is a half-finished script that uses 
‘nm’ to look up the names of symbols in 
a library (e.g. libSDL3)

● The (wild) idea is then to then generate 
an SDL3 binding all in one file with 
documentation

https://www.libsdl.org/


Script 7 - SDL3 C Binding Generator (2/2)
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● The resulting file is something 
like what you get on the top

○ The .html page for each function is 
also downloaded, and the ‘synopsis’ 
of the command will eventually be 
inlined above the function name in a 
comment.

● Some of the common things (e.g. 
translating types like ‘unsigned 
int’ to ‘uint’ are then taken care 
of.

○ Custom types a work in progress
○ The ‘BasicTypeTranslationTable’ 

otherwise is added to as new types 
are found, and an equivalent typedef.

https://www.libsdl.org/


What’s next for D and Scripting?
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● Continue moving forward -- perhaps these scripts will get a web 
interface when other folks need them.



Teaching with DLang: Part 3

33



Teaching D Lang at University
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● The purpose of this section is to 
simply tell others there is a lot of 
life in university with the D 
language.

○ And I think there should be even more 
teaching with D -- it’s a language that 
scales from beginner to expert.

From Ali Çehreli Programming in D 
book
http://ddili.org/ders/d.en/index.html 

http://ddili.org/ders/d.en/index.html


Quick List of Academics (that I know of) using D
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● Ben Jones - University of Utah
○ coming up later this week!

● Razvan Nitu, Eduard Staniloiu, et al.
○  https://github.com/Dlang-UPB/D-Summer-School 

● Brian Callahan - Rensselaer Polytechnic Institute
○ https://briancallahan.net/ 

● Chuck Allison - Utah Valley University / Parkland
○ (Previous host  of previous DConf conference!)
○ D:#A#Programming#Language#for#Our#Time 

● Timon Gehr - Research at ETH Zürich
● Gas Dynamics toolkit from The University of Queensland

○ https://gdtk.uqcloud.net/docs/introduction/about-the-toolkit/ 
● RSUH

○ https://dlang.org/blog/2022/02/19/how-i-taught-the-d-programming-language-at-a-russian-un
iversity/ 

● Zach Yedidia at DConf 2023 at Stanford
● And many more...

https://github.com/Dlang-UPB/D-Summer-School
https://briancallahan.net/
https://ftp.zhirov.kz/books/IT/D/A%20Programming%20Language%20for%20Our%20Time%20%28Charles%20D.%20Allison%29.pdf
https://gdtk.uqcloud.net/docs/introduction/about-the-toolkit/
https://dlang.org/blog/2022/02/19/how-i-taught-the-d-programming-language-at-a-russian-university/
https://dlang.org/blog/2022/02/19/how-i-taught-the-d-programming-language-at-a-russian-university/
https://dconf.org/2023/#zachy


(Aside) from Luther Tychonievich
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● Poem to the D language
○ https://luthert.web.illinois.edu/blog/posts/730.html 
○ Faculty at University of Illinois Urbana-Champaign

● For you to read later tonight before bedtime 
:) 

https://luthert.web.illinois.edu/blog/posts/730.html


Why is D better for teaching?
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● I’ll give you the short version I gave at the New Jersey Programming 
Language Symposium hosted by Jane Street this past May of 2025

● Let’s have a look -- next slide
○ Note: Another talk was also given at the Illinois Computer Science Teaching 

Workshop in June of 2025
○ Note: Slides available on my website for both talks: https://mshah.io 

I re-recorded the talk here otherwise: https://www.youtube.com/watch?v=PJf0etigg7o 

https://teaching-workshop.cs.illinois.edu/
https://teaching-workshop.cs.illinois.edu/
https://mshah.io
https://www.youtube.com/watch?v=PJf0etigg7o


Exponential Gains in Teaching - How? (1/2)
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● ‘dub’ is the built-in package 
manager and build system

● Having a package manager / build 
system is just necessary today

○ I do still show students how to compile 
on the command-line however!

● (Yes, I learned about Greenspun’s 
rule recently)



Exponential Gains in Teaching - How? (2/2)
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● Modules instead of header 
files is a big when for both 
iteration, and management.

● Multiple paradigms
○ I get to talk about things like 

concurrency, OOP -- specifically 
message passing, functional 
programming, generic 
programming, etc.

● unit testing built-in
○ Should show unit tests for doing 

test-driven development
■ (note: Tests can be annotated 

with ‘pure’)
● And much more!



Courses where I changed languages to use D
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● Spring 2023
○ Software Engineering, C++ --> D

● Fall 2024
○ Building Game Engines, C++ --> D

● Spring 2025
○ Real-Time Computer Graphics, C++ --> D

● Fall 2025
○ Building Game Engines, now fully in D
○ Computer Systems, C --> A mix of C, D, and Rust

■ (D has the ‘importC’ compiler which you can use as a C compiler)
● Note:

○ Most courses that have a final project I allow students to choose their language
○ Almost all choose D (otherwise some choose C++)



(Old news) How Generally Students Respond?

● Generally most students are open to 
learning a new language

○ Some are disappointed to not be learning C++ in 
my graphics/games courses initially

○ Most by the end of the semester report being 
happy.

● Almost all students who previously used 
C++ previously reported enjoying using and 
collaborating on group projects in D more 
than C++.

● Even better -- you can hear directly the 
students perspective

● D Conf 2023: 
○ YouTube: 

https://www.youtube.com/live/wXTlafzlJVY?si=X
py6g5h4wtIUrt2E&t=7711 

○ Link to Conference Talk Description: 
https://dconf.org/2023/index.html
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https://www.youtube.com/live/wXTlafzlJVY?si=Xpy6g5h4wtIUrt2E&t=7711
https://www.youtube.com/live/wXTlafzlJVY?si=Xpy6g5h4wtIUrt2E&t=7711
https://dconf.org/2023/index.html


What’s next for D and teaching?
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● It is time for another D programming book to start getting drafted.
● This is actively on my mind directly after I finish another book 

project in the works (which will have a chapter on D) -- give me a 
little bit more time on this :)



Research DLang: Part 4

43



2025 Bachelor of Science Senior Thesis Projects using D
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● Matthew Q. - Decoupling Semantic Routines from AST Nodes in the 
DMD Compiler for D

○ Special shout out to Razvan Nitu for leading this student
● Ali U. - Real-Time Terrain Tessellation: A Comparative Study of LOD 

Approaches
● Arnav N. - Boosting Performance: A D-Based Alternative to C++ 

Boost Algorithms
● Ron C. - Lightweight Pseudo-3D Rendering with Sprite Stacks and 

Bump Maps
● Simon J. - Level of Detail for 3D Procedural Terrain Generators

These students each have 3 semesters worth of D programming experience leaving school 
(amongst other internships and programming language experience) -- keep an eye out if you 

are hiring!

https://github.com/dlang/project-ideas/blob/master/separate-semantic-routines-from-ast-nodes/description.md
https://github.com/dlang/project-ideas/blob/master/separate-semantic-routines-from-ast-nodes/description.md


Some Screenshots of some student research work (in D)
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● Simon J. - Water, fresnel equations, level of detail algorithms, noise generation algorithms



Some Screenshots of some student research work (in D)
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● Matthew Q. - Mesh simplification, and work with Razvan on Decoupling Semantic Routines 
from AST Nodes in the DMD Compiler for D

https://github.com/dlang/project-ideas/blob/master/separate-semantic-routines-from-ast-nodes/description.md
https://github.com/dlang/project-ideas/blob/master/separate-semantic-routines-from-ast-nodes/description.md


What’s next for D and Research?
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● More students will be completing their senior thesis with me every 
year.

○ If your company would like to collaborate, I like having students work on real 
stuff as part of their projects (or doing internships) within the bounds of students 
completing things for their degree.

● I will continue to march along with research using D.



Game Engines with DLang: Part 5
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Building Game Engines
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● As mentioned, I am teaching a course on building games and game 
engines primarily in D

○ (Students explore some C libraries, and also incorporating scripting languages 
into their engines as well)

● I will show a few samples of the outcomes of the type of things 
students build in a semester without any prior D programming 
experience.

○ Next slide



Yoonity Engine
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● Members
○ Eric Y.

● Video
○ https://www.youtube.com/watc

h?v=XJGRJ9V-M4w 
● Notes

○ https://ericyoondotcom.github.i
o/RhythmGameStudio/pages/ 

https://www.youtube.com/watch?v=XJGRJ9V-M4w
https://www.youtube.com/watch?v=XJGRJ9V-M4w
https://ericyoondotcom.github.io/RhythmGameStudio/pages/
https://ericyoondotcom.github.io/RhythmGameStudio/pages/


Bamn-engine
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● Members
○ Brian B.
○ Andrew F.
○ Max O.
○ Nicholas S.

● Video
○ https://www.youtube.com/watch?v

=7RJcTSc5v3I 
● Notes

○ https://andrewfu1.github.io/bamn-
website/ 

https://www.youtube.com/watch?v=7RJcTSc5v3I
https://www.youtube.com/watch?v=7RJcTSc5v3I
https://andrewfu1.github.io/bamn-website/
https://andrewfu1.github.io/bamn-website/


Micro Engine
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● Members
○ Alexa S.

● Video
○ https://www.youtube.com/watch?v

=TCuYpCA5oGk 
● Notes

○ Full scene graph serialization, 
demonstration of multiple game 
types, live editing, forked version of 
DLangGUI, very nice full editor for 
building out the game, uses JS-like 
scripting at run-time

https://www.youtube.com/watch?v=TCuYpCA5oGk
https://www.youtube.com/watch?v=TCuYpCA5oGk


Graphics Engines with DLang: Part 6
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Graphics Programming with D
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● In Spring of 2025 I also made the leap 
to teach Real-Time Computer 
Graphics programming with D and 
OpenGL 4.1

○ This means students get a full year of D 
programming

■ i.e. Most who take ‘Building Game 
Engines’ join me for Real-Time 
Graphics

● I’ve made the argument for why I 
found graphics programming in D 
more enjoyable previously -- so now I 
want to show you some results from 
teaching and my experience.

The Case for Graphics Programming Using the 
D Language - Mike Shah - ACCU 2025
https://www.youtube.com/watch?v=RS3qzDDF
MOM

(This includes all the content and more from my 
DConf 24’ online and DConf 24’ tlak)

https://www.youtube.com/watch?v=RS3qzDDFMOM
https://www.youtube.com/watch?v=RS3qzDDFMOM


Teaching Graphics Programming with D (still image)
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● Students did amazing work using D -- here’s a sample of things 
they built in 1-2 weeks at the end of the course 

left-to-right starting at the top constructive solid geometry, water simulation, minecraft, fireworks simulation, texture painter, full 3D modeling tool



Teaching Graphics Programming with D (animated)
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● Students did amazing work using D -- here’s a sample of things 
they built in 1-2 weeks at the end of the course 

left-to-right starting at the top constructive solid geometry, water simulation, minecraft, fireworks simulation, texture painter, full 3D modeling tool



Some notes on Graphics Programming (1/8)
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● From my own notes on 
graphics programming 
--

● D has made it relatively 
easy to find good 
abstractions for 
graphics programming.

● I’ll share a few snippets 
that may be useful for 
folks later on.



Some notes on Graphics Programming (2/8)
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● There exist several linear 
algebra libraries, though writing 
your own is not too hard.

● I was able to replace glm 
relatively easy, and it just feels 
more understandable.

○ I think operator overloading being 
easy to ‘grep’ is part of that.

○ unittest (along with code coverage) 
also a favorite feature I use for:

■ correctness
■ documentation

https://dlang.org/articles/code_coverage.html


Some notes on Graphics Programming (3/8)
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● I’ve leaned into using 
classes for now for some 
things in my graphics 
engine (and ultimately 
students build something 
like this themselves)

● I’ve liked using classes 
(reference semantics) 
because I care about 
malleability right now -- 
while I’m trying to solve a 
problem



Some notes on Graphics Programming (4/8)
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● (For completeness)
● Here’s an example of me 

implementing a new material
○ This automatically adds other 

‘uniforms’ needed to work with the 
GPU.



Some notes on Graphics Programming (5/8)
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● (Don’t worry)
● I wrote a little compile-time 

reflection thing using User Defined 
Attributes (UDA) for struct’s that 
should adhere to interfaces if you 
really don’t like classes

○ I think several others have written 
frameworks/dub packages for this



Some notes on Graphics Programming (6/8)
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● (Don’t worry part 2)
● Inheritance can also be added in 

when the time comes if you want 
to see exactly what you are paying

○ To the right is a minimal example 
demonstrating the concept



Some notes on Graphics Programming (7/8)

63

● (Don’t worry part 3)
● I wrote a replacement for 

built-in arrays if you want to 
just keep getting rid of things 
and use D in betterC mode.

● I don’t really use this type 
though -- I learned to not fear 
the GC

○ I just don’t allocate in my graphics 
loop

● When the time comes, I might 
redesign/revisit this.

https://dlang.org/spec/betterc.html


Some notes on Graphics Programming (8/8)
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● When code is malleable, 
sometimes ‘silly’ ideas 
arise

● Here’s a snippet of 
reimplementing an 
‘immediate mode’ style 
rendering on top of the 
modern API

○ Efficient? No
○ Good for prototyping or 

dynamic geometry? 
Moreso

■ Another graphics 
tool on the toolbelt



Conclusion
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“Most people overestimate what 
they can do in a day or week, but 
underestimate what they can do in 
a year” - a colleague
This quote came from a discussion from an 
engineer I knew a decade ago while I was doing an 
internship.

I’ve adapted it a little bit overtime to the current 
phrasing....
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“Most people overestimate 
what they can do in a day, 
but the far worse problem is 
how much they 
underestimate how much 
they can learn in a year. 
Knowledge compounds, 
slow and steady wins the 
race.”
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“Most people overestimate 
what they can do in a day, 
but the far worse problem is 
how much they 
underestimate how much 
they can learn in a year. 
Knowledge compounds, 
slow and steady wins the 
race.” And some of us may know this 

story... Slow and steady wins 
the race
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I went all in on D in the last year 
and will continue working in the 
language.

D is a tool for providing a 
competitive advantage in many 
programming domains

Using D has felt more akin to a rocket 
ship heading for Mars while everyone 
else is shooting for the moon.
(Seriously -- see the forums)

https://forum.dlang.org/thread/10614fc$273$1@digitalmars.com


All in on DLang: Why I pivoted to D for web, 
teaching, and graphics in 2025 and beyond!

DConf 2025

London, UK
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Web:     mshah.io 40 minutes | Audience (For All)
 www.youtube.com/c/MikeShah 10:00 - 10:40 Tues, Aug 19, 2025

Social:  mikeshah.bsky.social      
Courses: courses.mshah.io  
Talks:   http://tinyurl.com/mike-talks 

    Thank you DConf 2025!

http://mshah.io
http://www.youtube.com/c/MikeShah
http://courses.mshah.io
http://tinyurl.com/mike-talks


Thank you!
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