Nicole Scalera

nicoleraescalera@gmail.com | Website | LinkedIn | GitHub | New York City, Greater Metropolitan Area

EDUCATION

Marist University, Bachelor of Communication & The Arts (May 2026), Poughkeepsie, NY
Major: Games & Emerging Media | Minor: Computer Science
Concentration: Technical Development & Programming
GPA: 3.58

TECHNICAL SKILLS

Software: Unity, Visual Studio, VS Code, 	Git, GitHub, GitKraken, JetBrains Rider, Blender, 	Adobe Photoshop, WordPress, Camtasia.
Programming Languages: C#, C++, Java, Python, JavaScript, Lua, HTML / CSS.

WORK EXPERIENCE

Lead Instructor, iD Tech Camps, Montclair, NJ [ June 2025 – August 2025 ]
· Lead Virtual Reality game development classes in Unity & C#.
· Taught game development in Roblox using Roblox Studio, Lua, and Virtual Reality.
· Organized weekly themed events such as Superhero Day, which involved working with each Instructor to ensure that their hero-themed activities were tailored to the class curriculum.

ACTIVITIES

President of Marist Game Developers [ December 2023 – Present ]
· Spent 2 years as PR Manager, kickstarting the club’s social media presence on Instagram.
· Lead the club to be chartered under official recognition by the Marist student government.
· Promoted to President at the end of last year, continuing to run the Instagram while organizing events and overseeing the club’s activities and mission of inspiring members to turn their ideas into captivating gaming experiences.

PROJECTS

Mystery Horror Job Simulator - Package Co. (In-Progress)

· A 3D first-person job simulator that follows the story of Aaron Laynes at his new packaging factory job.
· Created a dynamic save system that communicates with Unity’s Cloud Content Delivery network to clone Addressable Assets to the Player’s disk that are utilized for custom saving and loading of data.
· Developed in Unity with C# using JetBrains Rider & VS Code. Version controlled using GitHub & tracked progress & deliverables through GitHub Projects and Issues.

Murder Mystery - Murder at Supper

· A retired engineer with a family of robots dies unexpectedly. Players assume the role of his Personal Assistant Machine (P.A.M.) to investigate his mysterious death. Developed in Unity with C# using VS Code & GitHub.

Comedic Dating Simulator - Red Flags

· A debt-ridden grad student goes on eccentric dinner dates with wealthy men, matching their weirdness to get them to cover the check.
· Designed and implemented dynamic gameplay loop with an algorithm that allows for unique playthrough with six distinct endings, tailored to the Player’s decision.
· Developed in Unity with C# using VS Code & version controlled with GitHub.

Action-Adventure Platformer - Brushbound

· Leo, a mediocre painter with a magical toolset, accidentally opens a portal to another dimension, releasing an art thief who steals his brush. Leo must embark on an adventure to prevent the thief from conquering the world.
· Developed in Unity with C# using VS Code & version controlled with GitHub.
