JONATHAN CHRISTOPHER NEIL HUGHES
Email: jonathan.cnhughes@googlemail.com
LinkedIn: https://www.linkedin.com/in/jonathan-cn-hughes/
Portfolio: https://jonathancnhughes.github.io/
Location: Shrewsbury, UK
PERSONAL PROFILE
Unity Developer with over three years of experience creating fun, polished gameplay. I enjoy turning ideas into playable features and collaborating with teammates to make great player experiences. I strive to bring positive energy to my work and often ask “why not?” when exploring new ideas. I always want to learn and improve and become the best possible programmer I can be.
SKILLS
	· Unity

· C#

· Git / SVN
	· Visual Studio

· Jira / Trello

· Slack / Discord
	· Communication Skills

· Time management

· Client / Customer Relations

· Requirements Gathering


EMPLOYMENT
· Programmer, Coatsink | July 2022 – February 2026
Men in Black: Most Wanted, Meta Quest | March 2023 – February 2026
· Prototyped various gameplay features early on the project before transitioning to working on the Utility AI-based AI, predominantly working on the implementation of bystander NPC and Leech enemy behaviours along with a number of bosses.
· Implemented considerations and behaviours in the Utility AI framework plus constructed the behaviour sets used by bystanders and a number of bosses.
· Took ownership of the “Bug Boss” and worked with designers to improve the encounter, adding new mechanics and distinct phases for better readability.

· Developed the “Leech” enemy unit from prototype to final form, including two variants with unique mechanics.

· Worked with designers on the hidden in plain sight gameplay and the exposure system used by bystander NPCs.
· Worked on the node-based dialogue and mission flow systems, adding extra functionality, plus other components targeting a designer-friendly experience.
· Used internal culling tools and Unity profiler to find and correct performance bottlenecks to help optimise the game.
· Liaised with other departments (animation, art, audio, QA) when implementing new features and bug fixes.

· Created local builds for testing of bugs and development of new features.

· Participated in peer code reviews, standups and other meetings, taking an active part.
Gang Beasts, PC/Playstation/Xbox/Switch | July 2022 – March 2023
· Worked in a support role maintaining and fixing bugs across various systems: languages, object syncing, input, camera, UI/UX. These were mostly for the PC build but did include some local Switch build debugging and testing.

· Managed bug fix and feature branches via SourceTree.
· Attended weekly meetings with Boneloaf QA and assisted in playtesting.
· Application Developer, Triangle Software | July 2019 – July 2022

· Built MVC web applications in C# using Entity Framework, jQuery and MS SQL.
· Developed new features in Java for Android apps.

· Built programs to perform automatic file importing and on-demand spreadsheet exporting.

· Requirement meetings with clients plus telephone and email support.
· Business Systems Analyst, The Wrekin Housing Trust | August 2012 – July 2019

· Developed a web-based housing system with a SQL database backend in VB.net plus a number of supporting stand-alone applications.

· Support Programmer, Prestwood Software | September 2007 – August 2012

· Adding feature requests, bug fixing plus customer service skills
Previous Career History available on request

OTHER PROJECTS

· Waveform Collapse Pacman Level Generator | Jan 2026

Implemented a waveform collapse algorithm to generate pacman levels of varying size.
· 2D Dungeon procedural generation | Jan 2023 – Feb 2023

Created a system to procedurally generate connected rooms in a similar style to Rogue Legacy.
· The Dice Tower – GMTK Game Jam 2022 | July 2022

Worked on the dice rolling mechanic and overall game architecture whilst managing a team of four.

· The Adventures of Scrawny – Zeno Jam #5 | May 2022

Worked as the sole developer with an artist to make a puzzle game concept in 72 hours – it was rated 4th overall by peers in the jam.
· Office Secrets - Narrative Imperative Game Jam #1 | March 2022
Led a team of four working as the sole developer and assisted with design and narrative. Used an event-based architecture and implemented a flexible dialogue system. Awarded 2nd place by an independent panel of judges.

· Esther’s Story - Buddy Up Winter Jam 2022 | February 2022

Worked in a team of six as the sole developer, most notably implementing voice-over narration and FMV cut scene ending.
· Proteck and Attack - Game Dev London x Into Games GGJ2022 | January 2022

Designed and programmed a game in 48 hours incl. an extensive tutorial and some basic enemy AI

· Doggo Get Ball - ZenoJam #4 | December 2021

Designed and programmed a game in 72 hours. Sourced assets and created my own dog sprite

EDUCATION

BSc Computer Science (Hons) with classification 2.1.

University of Warwick | 2003 – 2006

3 A-Levels, Computing (B), Maths (A), Physics (A). AS-Level English Language (A)

Adams College | 2001 - 2003
INTERESTS AND HOBBIES

F1, American football, D&D, board games, reading fantasy and science fiction, US comedies, podcasts, live music.
