
Personal Profile: 
An up-and-coming programmer, cheerfully increasing my skills and knowledge. My main aim is to work 
with a good team on an ambitious project and learn all I can. While I specialise in programming I have 
knowledge in design, production and some art creation as I believe it’s essential to know how my 
teammates work to achieve the best work I can do. Additionally, I am cheerful, confident and not afraid 
to ask questions. 

 
Relevant Projects: 
Beasts Within (PC) 2017 
2D top-down puzzle & narrative game created by a team of six. The challenge with this project was the 
short timeline and I being the sole programmer on a project of that size. After planning the framework, I 
focused on creating content creation tools for the design & writing teams and established solid pipelines 
to ensure that workflow was optimal. This resulted in the team reaching milestones two weeks earlier and 
allowed me to solely test, debug and iterate on the project for twice the scheduled length. 

Dog Breeding Center (PC, iOS) 2016 - 2017 
2D educational game developed by a team of two. Fulfilled the contract with Legends of Learning, an 
American game based learning start-up, by delivering a polished card game within a month. While handling 
production, programming, design & audio proved to be a tough learning experience I was able to meet all 
the deliverables, achieved a bonus payment for quality and was asked to do further work. 

HoverBlast (PC) 2015 - 2016 
3D turn-based strategy, like chess but with exploding battleships. I had to use a variety of skills to 
accomplish this project. Of note was the grid based pathfinding it utilised and the customisable units. It 
was a challenging but rewarding experience that improved my skillset especially in terms of programming 
and problem solving. 

Castellan Kingdoms (PC) 2014 - 2015 
2D turn-based strategy developed by a team of 3. As my first team project I learned how to deal with 
managing differing schedules and how that affected the project. I was the lead designer and carried the 
responsibility for the gameplay programming such as the AI controlled players and town building. 
 

All above projects can be found at: GitHub or Bitbucket. Playable builds can be found at: WWW.CKOGAMES.COM. 
 

 
Education and Qualifications: 
Computer Game Applications Development (Accelerated), Abertay University           Aug 2016 – Present 
Participating in the accelerated version of the course, expected to finish on 2018. 
Major emphasis on usage of data structures and C++ in development of games. 

Computer Games Development HND, Edinburgh College Aug 2014 – Jun 2016 
Learned about most aspects of game development with a heavy focus on programming, 
project management and teamwork. Achieved an A+ on completion. 

Principles of Computing, Rice University (Coursera Course) Jun 2014 – Aug 2014 
Created games and AI players using python. It taught me how to structure my 
code by planning ahead. Achieved an A with distinction. 
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Work Experience: 
Lead Developer, Quiet Spaceman Dec 2016 – Feb 2017 
Quiet Spaceman is the company that was formed to take on Legends of Learning 
contract. Apart from being solely responsible for the games development I set goals 
and deadlines for the other member of the company and learned how to most 
effectively communicate in a jargon free manner. 

Retail Cashier, Emma Bridgewater Dec 2013 – April 2014 
My duties included handling cash, providing an excellent level of customer service 
and working with fragile and precious items. 

Interviewer, Network Research Jan 2012 – July 2014 
This post required me to call and interview Bank customers about their opinion on 
customer service. I achieved a high level of productivity and maintained my call 
quality over the company standard (90%). 

 
Technical Skills: 

Languages: C# (4 years), C++ (3 year), Python (1 year) 

Engines/Frameworks: Unity3d, SFML, Unreal Engine, XNA/Monogame 

Software Experience: 3ds Max, Photoshop, Illustrator, Visual Studio 
Graphics Programming: OpenGL, DirectX 

 

Soft Skills: 
Team Leading: Be it from circumstance or just a need to control everything, I have found myself in 
charge of a team in several occasions. I have learned how to best manage others, make sure they are 
on the correct path without drowning out their input and feedback. 

Excellent communication: I love communicating. With the public, fellow employees, supervisors or 
customers I have no quibbles to engage and make sure all parties feel included and the work gets done. 
Because of this, I find working in a varied team appealing. 

Project management: From personal experience I find that projects without proper management do 
not fare well. Because of that I’ve made sure to hone my experience with project planning and put it 
to good use using regular meetings and meticulous lists as needed. 

 
Interests:  

I spend my time reading anything that falls in my hands, programing well past midnight, walking 
my two dogs, playing video/board/roleplaying games and occasionally trying to grow a beard. 
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