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Email Contact:  Scott@gameXcore.co.uk M33 7AS

Phone Contact: 07813384516
DOB: 30/08/1988

Graduating from university last year with first class grade, | am a self-motivated person with a
passion to learn and be the best, currently working as a software engineer within the games and
gambling industry. | have been working in C++ as a main language for the past 5 years, during which
time | have set about exploring all of its aspects, at the same time | have also worked in other
languages such as C# utilizing XNA. My aim is to work within a team that strives for excellence at the
forefront of industry, while constantly developing groundbreaking ideas and improving current
methods.

Qualifications

2007 - 2010 University of Bolton, Deane Road, Bolton, BL3 5AB - http://www.bolton.ac.uk/
Course: BSc(Hons) in Computer Games Software Development
Classification: First

2005 - 2007 South Trafford College, Manchester Road, Altrincham, Cheshire, WA14 5PQ —
http://www.trafford.ac.uk
Course: BTEC in Software Engineering
Classification: Triple Distinction

Experience \
August 2010 - Barcrest, Ashton-Under-Lyne

present Job Title: VGAP Software Engineer

Roles:

| joined Barcrest shortly after leaving university as a software engineer on their successful VGAP
games development team, producing games for the gambling industry.

As a VGAP Software Engineer | work alongside a team of developers, artists, designers and
mathematicians as the main developer on an individual project with duties of project management
also included. Each engineer is tasked with multiple games to work on, with different deadlines,
scheduling for each individual game, including taking into consideration the deadlines or other team
members and QA schedules and must ensure the projects come in on time, | have found during my
time here that my average workload has involved working on 2-4 projects at a time. While projects
are assigned to individuals a project can be re-assigned by management to a team member, thus it is
a requirement to write code that takes into consideration other developers.

At Barcrest | develop in C++ building projects against the in-house VGAP game engine which is then

built upon a separate layer designed to facilitate porting to different platforms, the platforms we
develop for are touch screen cabinets utilizing a simulator to allow development.
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Other Projects
XFramework - http://gamexcore.co.uk/PortfolioPages/XFramework.php
e XFramework is a game engine that allows for an aggregated components based approach to game
development that | designed and created. The engine is based around scripting “game entities” to
reuse components and utilized the Ogre rendering engine. Other parts of XFramework also developed
to allow rapid development and prototyping. XFramework was used by a university peer as well as
myself, as a base for our individual dissertation projects as well as being used as the engine in Project
Starblazer [http://gamexcore.co.uk/PortfolioPages/Starblazer.php].
Don't Fear The Sweeper - http://gamexcore.co.uk/PortfolioPages/DFTS.html
e Published on Xbox Live Indy Games, 2009
e This was a solo project where | took charge of all development roles to create a game for the newly
launched XBLIG service.
XWars - http://gamexcore.co.uk/PortfolioPages/XWars.html
e Winner of university summer games competition, 2008
e This was a solo project over summer to create a competition entry competing against entry's by

Please visit my online portfolio for more projects | have completed at
http://gamexcore.co.uk/Portfolio.php.

Ref eree’ s

Referee’s available upon request.
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