
Thomas Beer 
Email: thomas.beer04@outlook.com | Tel: +44 7311 211480 | LinkedIn: linkedin.com/in/thomas-beer04 |  

GitHub: github.com/Thomasssb1 

Education 
BSc Computer Science – University of Sheffield Sep 2023 – Expected Jun 2027 
Current weighted average: 65.4% (2:1) 

• Dissertation: Design and Evaluation of a Low-Latency Streaming NLP Pipeline for Prediction Markets 

• Relevant completed modules: Functional Programming (83%), Software Hut – team software engineering 
project (75%), Systems Design & Security (67%), Machines & Intelligence (66%), Automata, Computation & 
Complexity (65%), Algorithms & Data Structures (60%)  

• Relevant modules in progress: Software Testing and Analysis 

• Certifications & Training: Databricks Academy Accreditation – Databricks Fundamentals; O’Reilly – 
Databricks Data Engineering 

A-Levels: Computer Science (A), Mathematics (A), Further Mathematics (C) 

Experience 
IDBS (a Danaher Company) Aug 2025 – Aug 2026 
Software Developer Intern – Woking, UK 

• Developed production features across frontend, backend and AWS infrastructure for Polar, IDBS’s GxP-compliant 
enterprise SaaS platform using TypeScript, Python, GraphQL, Terraform, AWS, Databricks and Snowflake. 

• Implemented fine-grained group access control for data integrations, ensuring only authorised users could access 
protected data, with permissions managed by an administrator. Extended GraphQL APIs, user interfaces and audit 
logging, with 30+ Jest and Playwright tests covering the changes. 

• Built a tool to automate dependency remediation by analysing BlackDuck vulnerability scans, identifying safe 
package upgrades and generating pull requests with CVE tracking, designed to reduce manual effort and help 
resolve vulnerabilities before they blocked production releases. 

• Collaborated with a data science-focused team over six months to develop a conversational AI platform, 
coordinating through shared standups, retrospectives and demos. Delivered full-stack features including 
streamed response rendering, alongside infrastructure changes to support secure releases across multiple 
environments in line with client compliance requirements. 

• Contributed across multiple large monorepos and participated in code reviews, using GitHub Copilot extensively 
for feature development and proof-of-concept work. AI-generated changes followed established QA processes, 
including testing and code review. 

Good Gamer Group / Meta Research Panels Mar 2025 – Present 

Game Developer Research Panelist 

• Selected for both the Meta-commissioned GGG Game Developer Research Panel and an invite-only Meta AR/VR 
Research Panel, based on demonstrated development experience in Roblox Studio and Unity, including a Roblox 
experience with 100,000+ visits. 

• Participate in paid research studies evaluating pre-release game-development tooling, testing developer 
workflows, providing structured technical and usability feedback. 
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Technical Skills 
Languages: TypeScript/JavaScript, Python, Java, Lua, Dart, SQL, Haskell, Ruby 

Frameworks & Technologies: GraphQL, Lit, Flutter, Cypress, Playwright, Jest, TensorFlow, Unity 

Cloud, Data & DevOps: AWS, Terraform, GitHub Actions, Databricks, Snowflake, Splunk, Docker, Git, Linux 
AI Development Tools: GitHub Copilot, Codex, Cursor, Google Antigravity, Claude Code 

Personal Projects 
Avatar Outfit Shop 
Lua, Roblox Studio 

• Developed and monetised a Roblox UGC discovery experience reaching 100,000+ visits and generating 
~£3,500 in revenue, by creating a custom interface that grouped matching creator-made avatar items into 
complete purchasable outfits. 

• Built analytics-driven backend and performance systems, using DataStore for persistent storage, atomic 
purchase tracking and funnel analytics to identify user drop-off; introduced caching around Roblox catalog 
API requests after telemetry exposed latency caused by repeated API calls. 

reddit-2-video · Docs 

Dart, AWS, FFmpeg, GitHub Actions 

• Built an open-source CLI automating short-form video generation, integrating Reddit API, AWS Polly and 
FFmpeg with GitHub Actions CI, ~92% test coverage, packaged releases and a dedicated documentation 
site hosted on GitHub Pages. 

• Designed overseer – a reusable human-in-the-loop testing framework, and integrated it into end-to-end 
video QA, using parameterised test matrices, interactive artifact review and generated reports to validate 
functionality that could not be reliably asserted through traditional testing. 

Bird Tracker 

Flutter, Python, TensorFlow 

• Developed a mobile bird identification app combining computer vision with contextual data, achieving 
approximately 85% identification accuracy using image and location-based signals. 

• Built an automated data ingestion pipeline using Python/Selenium and two cross-browser extensions for 
bulk image collection and table export; the extensions reached 8,700+ cumulative downloads across all 
browsers, with one featured on the Chrome Web Store, while supporting the creation of a 100,000+ image 
dataset and structured bird metadata. 

Project Kestrel – Computer Vision Engineer, IMechE UAS Challenge Project 
Python, OpenCV, Detectron2, RetinaNet, Raspberry Pi, Linux 

• Developed an onboard computer-vision pipeline for a search-and-rescue UAV being prepared for the 
IMechE UAS Challenge, using Detectron2/RetinaNet and OpenCV to identify lost hikers and environmental 
hazards, with deployment to a Raspberry Pi running headless Ubuntu. 
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