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PROFESSIONAL PROFILE
Software engineer with commercial experience developing debugging and analysis tools within the PlayStation development ecosystem at SN Systems. Experienced in modern C++, tooling, systems architecture, optimisation, and technical problem-solving in collaborative engineering teams. Continuing to build technical capability through independent projects focused on reusable engine architecture, rendering abstraction, AI systems, and scalable software design. Brings additional leadership experience from operational management roles, including team coordination, workflow optimisation, and performance improvement. Seeking to return to a collaborative STEM environment where technical capability, adaptability, and continuous learning can contribute to impactful engineering work.

KEY SKILLS
Software Engineering: Modern C++, C#, C, Git, object-oriented programming, data structures and algorithms, debugging, tooling, and software optimisation.

Game and Engine Development: Unreal Engine, Unity, SFML, DirectX, Visual Studio, rendering systems, backend abstraction, AI/game logic, interface-driven design, modular development, and technical documentation.

Operational and Leadership: Team leadership, workflow improvement, Lean awareness, health and safety compliance, data interpretation, performance monitoring, reporting, training, time management, and Microsoft Office Suite.

PROFESSIONAL EXPERIENCE
Graduate Software Engineer | SN Systems Ltd		2021-2024
Worked within the PlayStation Tools team to support and improve debugging and analysis tooling used in professional game development workflows.

Key Contributions
Collaborated with engineers to improve the reliability and efficiency of debugging systems and development tools.
Investigated performance bottlenecks and optimisation opportunities using data-driven analysis techniques.
Produced technical documentation to support maintainability, consistency, and workflow efficiency.
Applied object-oriented programming principles and software engineering practices in collaborative development environments.
Contributed to technical investigations and problem-solving across multidisciplinary teams.

Warehouse Operative | GXO Logistics / Amazon	  	2025-Present
Support stock management, order fulfilment, packing operations, and workflow efficiency within a fast-paced logistics environment.

Key Contributions
Worked as a picker using an electronic voice-picking system to accurately locate and process customer orders. 
Currently work as a packer, preparing items for dispatch while maintaining quality, accuracy, and safe working practices. 
Coordinate effectively within deadline-driven workflows and adapt quickly to changing workload demands. 
Collaborate across teams to support operational efficiency and process flow.
Transferable skills: Operational coordination, workflow management, problem-solving, teamwork, time management, and process efficiency.

TECHNICAL PROJECTS

Custom C++ Game Engine and Rendering Framework | Independent Project | C++ | SFML | DirectX
Developed a modular C++ game engine framework focused on platform-independent rendering, reusable collision systems, backend abstraction, and maintainable architecture.

Key Contributions
Designed rendering and collision systems using templated bounding volume types and interface-driven architecture.
Built drawable wrapper systems, including SFRect and SFCircle, to separate engine logic from platform-specific rendering code.
Implemented a type-erased bounding volume architecture using IBoundingVolume and templated NBoundingVolume<T> classes.
Developed reusable collision handling, game object management, custom physics, animation, and rendering behaviour for entities including Box, Collectables, and Enemy.

Technical focus: C++, SFML, DirectX, templates, type erasure, collision systems, rendering abstraction, game engine architecture, and interface-driven design.

LEADERSHIP EXPERIENCE
Shift Running Floor Manager | McDonald's                                                                                            		2004-2010; 2012-2015
Managed operational teams of 20+ staff in high-pressure environments while maintaining performance, safety, and quality standards.

Key Contributions
Led team coordination, staff training, workflow planning, and resource allocation.
Supported operational performance, safety compliance, and quality standards during busy service periods.
Awarded Basic Shift Management Certification twice for operational and safety performance.

Co-Founder & Social Secretary | SHU Breakdance Society						2016-2018
Co-founded the society during the final two years of university and supported its growth through event organisation, member engagement, and community-building activities.
Key Contributions
Helped establish the society and build its initial membership base. 
Organised social events, training sessions, and society activities. 
Supported communication, coordination, and member engagement. 
Contributed to the society achieving Most Improved Society in its first year.

EDUCATION
MComp Computer Science for Games - First Class | Sheffield Hallam University

Integrated master’s degree combining advanced undergraduate and postgraduate study, with a strong focus on practical software engineering, games technology, systems design, and industry-relevant project work.

Relevant Study Areas: Advanced Programming, Software Architecture, Performance Optimisation, Systems Design, Graphics Programming, Mathematical Modelling, Project Management, Software Engineering, Algorithms, Problem-Solving, Agile Development, and Team Projects.

Technical Focus: C++, C#, DirectX, Unity, Unreal Engine, gameplay systems, graphics programming, optimisation, and software design.

INTERNATIONAL RESEARCH EXPERIENCE
Exchange Programme | Media and Communication Informatics | Reutlingen University
Completed an academic exchange focused on computer graphics, distributed systems, mobile computing, and human-computer interaction.

Guest Scientist | Body and Space Perception | Max Planck Institute
Contributed to a multidisciplinary research team studying human behaviour in virtual reality.

Key Contributions
Supported VR-based human behaviour research through data collection, analysis, and reporting.
Collaborated with senior scientists and technical researchers under tight deadlines.
Produced technical research documentation and developed experience in research methodology, coordination, process optimisation, and data-driven decision-making.

Tools & Technologies: Unity, C#, HTC Vive, Oculus Rift, Oculus Development Kit 2, Razer Hydra, Vicon Tracker, 3DS Max, IBM SPSS, virtual reality prototyping, 3D modelling, data collection, and statistical analysis.
