Job Description

Job Title:
Software Engineer – Video

Job Objectives

· To develop video gaming products

· To develop re-usable video gaming components and infrastructure

Main Duties and Responsibilities

To deliver the Product

Game development is not an exact science. It involves a period (usually towards the end of project) of re-work and refinement. The dichotomy of fixed deadlines and the unspecified requires the Software Engineer to be flexible. They must be able:

· To achieve an optimum balance between technical purity, product presentation and on-time delivery.

· To plan work and take responsibility for delivery; ensuring any risks, issues, resource needs or external co-ordination required for delivery are brought to the attention of the relevant people in a timely fashion. 

· To provide implementation estimates and make best endeavours to meet them. This includes working outside normal contracted hours to meet product delivery. This forms part of taking responsibility for delivering the project and it should NOT be left to their Manager to decide whether or not extra effort is required. 

· To report progress and issues in writing when requested to do so by their Manager.

· To work late when required to by their Manager

· To extensively test product so that it enters the product assurance process with minimal defects

To work with the Video team’s development tools, software architecture, procedures and standards

In order to maximise code re-use and to allow games to run on multiple platforms the Video team have developed interfaces, tools and standards. Strict adherence to these APIs and methodologies is paramount. They must be prepared:

· To adhere to in-house/project coding/design styles, tools and methodologies

· To produce good quality, well-commented, re-usable designs/code/classes

· To participate constructively in design reviews and (if nominated) formally record the review findings.

· To understand, acknowledge and produce solutions that satisfy the commercial requirements of the company.  

· To highlight areas where the design, architecture and procedures can be improved and if required implement these changes

To work as part of a team to produce games and game components. 

Typically a game development will be a team collaboration between 1 or more Software Engineers Graphics Artists and a Games Designer / Tester. To be effective in this team the Software Engineer must be able:

· To understand the constraints and deadlines other team members are working to

· To effectively argue their corner whilst maintaining team unity

· To abide by and deliver team decisions 

· To ensure potential issues arising from ambiguous requirements or significant changes are brought to the attention of other team members so that a resolution can be sought before escalation to Management. 

· To (if necessary) agree to disagree and seek a ruling from Management

