Dean Isseyegh

Senior Gameplay Programmer - Unity / C#

» London, UK » issdea@gmail.com » DeanTheGameDev.com » github.com/Deanlsseyegh » deaniss.itch.io

» LinkedlIn

PROFILE

Senior Gameplay Programmer with 4+ years in games and 13 years in professional software engineering. Shipped three
commercial titles in Unity/C# — Prime Monster, Ticket to Ride and Mouse Trap — across PC, mobile, Nintendo Switch,
PlayStation and Xbox.

Brings enterprise discipline to game teams: TDD, Cl pipelines, scalable architecture and code review, honed building
services for millions of users at Sky. Happiest in small, tight-knit teams, owning systems from prototype to release.

SHIPPED TITLES

Prime Monster Ticket to Ride Mouse Trap
Card-based roguelike - Steam Board game adaptation - Steam, iOS, Mobile, Steam, Switch, PlayStation, Xbox
Android

CORE SKILLS

Languages C#, Java, JavaScript, SQL / CQL

Engines & frameworks Unity, Photon (networking), LibGDX, Spring, Dropwizard

Gameplay systems Ul, save/load & cloud saves, meta-progression, multiplayer & lobbies, game Al, procedural
generation

Platforms PC (Steam), iOS, Android, Nintendo Switch, PlayStation, Xbox

Practices TDD, code review, Agile, CI/CD (Jenkins), profiling & optimisation

Tools Git, Perforce, SVN, Jenkins

EXPERIENCE

Senior Gameplay Programmer - Cavalier Game Studios Dec 2023 - Present

London, on-site - C#, Unity

» Shipped Prime Monster (Steam), a card-based political roguelike in Unity/C#, working across most areas of the
game.

» Built the Ul system and implemented artists' designs in-engine.

* Owned core gameplay systems including save/load, meta-progression and gameplay logic.

» Set up Jenkins Cl to build the game and run automated tests continuously.

Gameplay Programmer - Marmalade Game Studio Jun 2022 — Nov 2023

London - C#, Unity

» Shipped digital adaptations of Mouse Trap and Ticket to Ride, taking features from prototype to release in Unity/C#.

» Built Mouse Trap's single/multiplayer framework, lobby system (Photon) and Al opponents with difficulty levels.

» Created a custom cross-platform cloud save solution and a meta-progression system.

» Released on Google Play and the App Store (4.8/5 rating) and Steam; ported to Nintendo Switch, PlayStation and
Xbox.

» Built Ticket to Ride's custom equipment/cosmetics system and helped port it to iOS and Android.

» Worked closely with designers, Ul and 3D artists; reviewed code for junior and senior programmers.

Freelance Mentor - Codementor Feb 2022 - Jun 2022
Remote
» Mentored developers in web and general software development, unit testing, architecture and pipeline design.
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Senior Software Developer - Sky Nov 2017 — Dec 2021
London - Java, Dropwizard, Spring, Cassandra

» Designed and built Java microservices (Dropwizard, Spring) for the Sky Online Video Platform.

» Scaled and optimised services to handle up to 4,000 transactions per second.

» Designed scalable Cassandra CQL schemas and queries.

» Continuously deployed live services to millions of users with 99.99% uptime, using TDD throughout.

Software Developer - Secret Escapes Jul 2015 - Sep 2017
London - Groovy/Grails, JavaScript

» Developed the Secret Escapes e-commerce site as a full-stack developer using TDD, pair programming and code
review.

» Handled live deployments and urgent site issues, and improved the release process.

Software Developer - Wincor Nixdorf (via FDM Group) Nov 2013 —Jun 2015
Bracknell - Java

» Developed an enterprise Java thin-client application for ATM machines.
» Demoed work to external clients every sprint and helped the team move from Waterfall to Agile.

PERSONAL & GAME JAM PROJECTS

Rogue Dungeon Solo - Action roguelite
» Procedurally generated levels, items and spells; extendable spell system built on Scriptable Objects; NavMesh enemy
Al; Wave Function Collapse for floor and wall decoration.

Corgi, protecc! Ludum Dare 50 - Team of 4
» Top-down wave shooter built in 72 hours; placed 219th of ~2,000 entries.

Last Online: 2734 Days Ago Wholesome Game Jam - Team of 4
» Branching dialogue, a fishing mini-game and a combat trial, built in 48 hours.

Robo Rush Solo - 2D side-scroller
® Infinite runner ported to Android and optimised with the Unity profiler.

EDUCATION & TRAINING

BA Geography, 2:1 - King's College London 2010 -2013
3 A Levels (A, B, B) - 10 GCSEs (1 A*, 7 A, 2 B) - City of London School for Boys 2003 - 2008
Gameplay programming mentorship (Unity/C#) - Mastered 2022
Graduate Java training: Java, Spring, SQL, Unix/Linux - FDM Group 2013
INTERESTS

Roguelikes, RTS games and Super Smash Bros — a lifelong gamer since Zelda on the N64 and Age of Empires 2.



