THOMAS HARPER

WORK HISTORY

Emerald City Games - Technical Producer | 02/2022 - Current

Facilitated Roadmaps and Sprint Plans with discipline leads and
external partners (Crystal Dynamics, CDEE, Netflix, Amazon, Teebik).

Managed Release Pipeline including build creation, uploading, and
deployment to internal/external teams and the relevant platforms.

Achieved Milestones according to best practice workflows including
task tracking, bug reporting, feature reviews, and playtests.

Worked on streamlining processes for Dev-Ops and Live-Ops for
decreased overhead and increase efficiency.

Assisted in the creation and maintenance of documentation;
including features, content, and other important information.

Managed multiple games through the entire SDLC/GDLC — from
Prototyping to Live-Ops support

Interviewed then onboarded new team members to help them ramp
up quickly and smoothly

Managed the Localization Pipeline including adding, tracking, and
updating Loc; whilst also managing the send off and importing of Loc.

Emerald City Games - Unity Engineer | 08/2021 - 02/2022

Developed Critical Game Features including Tombs (Hard Mode),
Game Events, Store updates, additional NPCs, and the Consumables
System.

Created Tools for improved testing and debugging.
Fixed Bugs on a monthly basis or addressed any issues on Live.

Implemented and Managed Third Party Tools, Plugins, and SDKs
including Ironsource, Playfab, Facebook, and more.

Drone Racing League - Software Engineer | 02/2020 -
08/2021

Created and implemented Ul Mock-ups from Photoshop to Unity for
various screens/features.

Updated old code bases to utilize best practice Game Programming
Patterns including MVC, Flyweight, Factory, Observer, and more.

Worked on designing and implementing the Circuits (Grand Prix)
Mode.

Scientific Games - Software Engineer | 07/2019 to 01/2020

Updated core features including Stacking Multipliers, Persistent State
Mechanics, and Game Replays.

Optimized streaming assets and gameplay to maintain 60 FPS.

Updated the Build Release Pipeline using JENKINS with QA and Tools
team to optimize build delivery.

Scientific Games - QA Engineer | 06/2017 to 07/2019

Performed rigorous testing which included daily builds, tracking bugs,
game health, code analysis, and overall quality.

Managed game release documentation and submission.

Maintained documentation for features, bugs, processes, and
reviews.

Reviewed, evaluated, and identified requirements for testability.


mailto:thomast.harper@gmail.com
https://www.linkedin.com/in/thomas%20harper%20indie
https://www.thomastharper.com/
https://youtu.be/JEfsC-3HjHA
https://www.youtube.com/watch?v=HGlT_z2rTeQ
https://www.thomastharper.com/#:~:text=PROJECT%20BUBBLEGUM-,Panel%20only%20seen%20by%20widget%20owner,PROJECT%20DARKSTAR,-Panel%20only%20seen
https://youtu.be/Q7AVpz6r-to
https://youtu.be/fRYfTYOuHlg
https://youtu.be/QKULCCsD3hU

