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PROFILE 

Unreal Engine Gameplay Programmer with a strong foundation in C++, specializing in combat and RPG systems, AI 

(Behaviour Trees/EQS) and the Gameplay Ability System (GAS). Holder of a 2:1 BSc in Computer Games Application 

Development with experience shipping projects using Git-based version control and Jira. 

EXPERIENCE 

Research Assistant | Abertay University | June 2024 – August 2024 

• Developed a PvP game within Unreal Engine that makes use of networking and custom actor components 

• Implemented a data-driven weapon system loading configurations from data tables.   

• Refactored a VR framework codebase to production quality standards for use in a live dementia research study.   

Retail Assistant | Primark. Edinburgh | November 2021 – Present 

• Point of sale staff responsible for handling cash and card transactions in a busy, retail environment. 

PROJECTS 

Developer – Riding Hood |  Brackeys Jam 2025.2 | July 2025 

Project Link: https://kyrie123416.itch.io/riding-hood 

• Integrated Unreal Engines Gameplay Ability System (GAS) to centralise player and enemy stats across the 
systems. 

• Implemented asynchronous tasks to listen for stat change events and drive HUD updates.   

• Built AI behaviour trees with environment query systems for robust NPC logic.   

Honours Project – Cordelia’s Sight | PS5 VR Framework | 2023 – 2024 

Project Link: https://github.com/CalamityCrowe/Cordelias-Sight/tree/Honours 

• Developed a VR framework for the PS5, Integrating Tempest 3D AudioTech and designing an audio-driven 
navigation system 

• Implemented smooth locomotion movement and snap turning controls, delivering a responsive and VR 
experience 

• Transformed abstract design concepts into efficient, playable features and optimised algorithms for smooth 
console performances 

Lead Programmer – Dvergatal | University Professional Project | January 2023 – June 2023 

Project Link: https://creativenchaotic.itch.io/dvergatal 

• Led all programming on a split-screen PvE game, owning code quality and delivery across the full development 
cycle. 

• Engineered core combat mechanics including an axe throw system, enemy AI with line-of-sight detection, and 
custom shaders highlighting the enemy player  

• Managed source control via GitHub and used Jira and Confluence for bug tracking, task management, and 
documentation 

SKILLS 

Programming Languages: C++, C#, DirectX11, OpenGL 

Engines & Tools: Unreal Engine (GAS, Behaviour Trees & EQS, UI), Unity, Visual Studio, Rider, RenderDoc 

Pipeline & Source Control: Git / GitHub, Jira (bug tracking & task management), Confluence, Notion 

Other Skills: 3D Mathematics, debugging & profiling, event-driven systems 

EDUCATION 

BSc (Hons) Computer Games Application Development | Abertay University | 2020 – 2024 

• Results: Second Class Upper Division (2:1) with Honours 

• Relevant Modules: Gameplay Mechanics, Audio Programming, Tools Programming, Graphics programming in 
DX11, Artificial Intelligence, Data Structures & Algorithms, AR Development 
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