PETER CHAMPION
07825 718952 - PeterChampionBusiness@gmail.com
PROFESSIONAL SUMMARY    	
C# Unity Developer with experience in agile development practices with over three years of industry experience, aiming to produce quality games for all audiences through hard work as a part of a multi disciplined team. Searching for new experiences and challenges to learn and grow from further.
SKILLS    	
· Unity
· C#
· Tools Development
· Prototyping
· Agile Development
· Version Control (Git/Plastic)
· Problem Solving
· Runtime Optimisation
· Project Planning
· Jira Software
· Teamwork
· Communication
EDUCATION    	
	2020
	Bachelor of Science: Computer Games Development 
University of East London 
First Class Honours



	2016
	A Levels: Computer Science, Business Studies 
Burford Sixth Form



	2016
	BTEC: Information Technology 
Burford Secondary


WORK EXPERIENCE    	
	08/2020 - Current
	Junior - Midweight Developer
NotGames

During my time at NotGames I was part of the development team behind their flagship Steam title ‘Not For Broadcast’ and its three DLCs, during the Early Access (EA) period of the title it was required to work to tight deadlines to release consistent content updates alongside bug fix patches. This also required foresight in how the codebase was architected as the game was evolving over the EA period to ensure that future builds were as compatible as possible with older version save games.

As part of my responsibilities alongside general development I was tasked with overhauling existing features, optimising performance for lower end systems, implementing support for alternative input devices, providing customization options for users in terms of game difficulty as well as accessibility features and providing post launch support on large scale releases.

Furthermore I assisted and liaised with external teams on multiple occasions for both porting the title over to Playstation/Xbox platforms as well as external QA teams which tested development and release candidate builds, assisting them by providing QA specific tools which could be used to recreate game-states for regression testing and also to easily compile all of the QA files required for a ticket at the press of a button instead of doing so manually each time.

I was also directly responsible for developing tools used across several departments to streamline our asset pipeline which improved productivity and efficiency in which assets could be brought into the project, reducing the frequency of assets with errors that had to be sent back for review. This also helped enforce and put in place rules for particular assets concerning naming conventions and file contents which in turn allowed for further automation of game assets that could be performed on import into the Unity project.


VOLUNTEER EXPERIENCE    	
	2019
	Workshop Assistant 
University of East London 
During the 2019-20 academic period I assisted in running an introduction to Unity3D and C# workshop for first year students, covering topics ranging from the basics of object oriented programming in C# and usage of the Unity IDE. Personally, assisting in creating the presentation used for the workshop and ensuring that students were fully supported, assisting with any issues or questions raised.



	09/2018 to 06/2019
	University Course Representative 
University of East London 
I was elected by my peers as a course representative during the 2018-19 academic period. In this role I ensured that any concerns and criticisms from my peers concerning the course were put forward towards the teaching staff during scheduled programme committee meetings where I would discuss potential solutions and changes to better accommodate student learning.


HOBBIES   	
	· Gaming
	· Chess

	· Game Development
	· Alternative Rock

	· Tabletop Board Games
	· Swimming

	· Dungeons & Dragons
	· Ancient History

	· Anime / Animated Series
	· Geography Trivia



