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Professional Summary 

Senior / Lead Unity Developer, 15+ years in Game Development, 18+ years in Software Development. 

Experienced in developing and supporting mobile and PC games for iOS, Android, Windows and Steam. Specialized in gameplay 

systems, LiveOps, SDK integrations, remote content delivery, optimization, Unity tooling and production support. 

Combines hands-on Unity development with technical leadership experience: architecture design, team leadership, hiring, mentoring, 

CI/CD, technical documentation and project audits. 

Selected Engineering Cases 

Performance & Optimization 

• Reduced iOS build size from 200 MB to 41.7 MB and Android build size to 48.2 MB while expanding the content base. 

• Reduced memory consumption from 1.7 GB to approximately 900 MB and eliminated freezes/crashes in large narrative projects. 

Infrastructure 

• Reduced CDN expenses from $4000-5000/month to approximately $400/month and improved application loading speed by around 80%. 

• Automated CDN cleanup and operational tasks using Bash, Rclone and Cron, reducing recurring manual work for developers. 

Security & Reliability 

• Implemented anti-cheat protection for client-server gameplay by securing critical gameplay variables against Cheat Engine memory 
manipulation, eliminating a publicly disclosed exploit. 

Production Pipeline 

• Built an AI-character assembly pipeline for Comix Zero, reducing new enemy setup time from several weeks to approximately 2 hours. 

• Enabled technical artists and level designers to assemble and configure basic NPCs without programmer involvement. 

LiveOps & Content Delivery 

• Implemented LiveOps and engagement features: onboarding, daily bonus, rewards, promo codes, referral system, featured content, 
content sorting and PlayFab progress saving. 

• Built remote content delivery workflows using CDN, configuration-driven content and content update pipelines for mobile projects. 

Technical Leadership 

• Managed technical teams up to 150 specialists, participated in hiring, mentoring and technical audits. 

• Led architecture and delivery of 15+ game projects across Unity, Flash/ActionScript, C++, PHP and supporting infrastructure. 

Core Competencies 

Unity Development: Unity 2D/3D, gameplay programming, UI programming, animation systems, ScriptableObject, DOTween, Spine, 

Steamworks, custom editor tools. 

AI & Game Systems: Behavior Trees, Behavior Designer, custom BT nodes, kinematic physics, combat systems, save systems, 

inventory systems, settings systems, cutscenes. 

LiveOps & Monetization: Onboarding, daily bonus, rewards, referral systems, promo codes, featured content, A/B testing, remote 

configurations, content delivery. 

SDK Integrations: PlayFab, Firebase, RevenueCat, AppsFlyer, Amplitude, Google Analytics, Google AdMob, Google Play Services, 

iOS Game Center. 

Optimization & Automation: Memory optimization, build size optimization, performance optimization, crash reduction, Unity Memory 

Profiler, Bash, Rclone, Cron, CI/CD. 

Graphics: Custom Unity shaders, material customization, gameplay VFX implementation, lightweight visual feedback effects. 

Leadership & Architecture: Technical design, architecture, estimation, mentoring, team leadership, hiring, technical documentation, 

project audits. 

Professional Experience 

Unity Developer — Bear Games 
Feb 2025 - Present  |  Comix Zero, Windows / Steam 

• Developed gameplay, AI, combat, UI and production systems for a 2D/3D Unity platformer. 

• Implemented enemy AI using Behavior Trees and custom BT nodes, including patrol, attack, retreat and interaction behaviors. 

• Developed combat and character systems: attacks, projectiles, damage, knockback, inventory, user settings, cutscenes and 
ScriptableObject-based configuration. 

• Implemented player abilities and environment interactions: teleport, fireball, Wisp companion, healing pencil, ledge pull-up, air attacks, 
block and other mechanics. 

• Created Unity Editor tools (EditorWindow, CustomEditor) and configured Steamworks build/deployment workflow. 

• Developed lightweight custom shaders for gameplay and UI effects, improving visual feedback while keeping performance impact low. 
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Technologies: Unity, C#, Behavior Designer, DOTween, Steamworks, ScriptableObject, CustomEditor 

Part-time C# / .NET Developer — Freelance 
Nov 2025 - Dec 2025  |  Windows desktop application 

• Developed a Windows application for text file encryption and decryption using customer-specific algorithms. 

Technologies: C#, .NET 

Lead Unity Developer — Readable Games / ILARK LTD 
Aug 2023 - Jan 2025  |  Mobile visual novel platform, iOS / Android 

• Led Unity development of mobile visual novels based on Unity + Naninovel. 

• Implemented gameplay and LiveOps features: onboarding, daily bonus, bonus services, rewards, promo codes, featured stories, referral 
system, likes/dislikes, art gallery, genre configuration, content sorting, mini city builder and PlayFab progress saving. 

• Integrated PlayFab, Firebase Remote Config / Realtime Database, Amplitude, AppsFlyer, RevenueCat, CDN and A/B testing workflows. 

• Built remote content delivery pipeline and automated content testing for visual novels. 

• Optimized projects by reducing memory consumption and build size, upgrading Unity versions and improving stability. 

• Implemented CDN cleanup automation using Bash, Rclone and Cron; performed full adaptive UI redesign. 

Technologies: Unity, C#, Naninovel, PlayFab, Firebase, RevenueCat, AppsFlyer, Amplitude, CDN, Bash, Rclone, Cron 

Unity Developer — BiniBambini 
Mar 2023 - Aug 2023  |  Bini Beehive, iOS / Android 

• Designed gameplay architecture and developed core gameplay and tutorial systems from scratch. 

• Implemented gameplay, UI, animation, visual/audio effects and internal tools for flexible gameplay configuration. 

• Integrated advertising, analytics and A/B testing SDKs to support retention and monetization improvements. 

• Updated several legacy Unity projects to newer Unity versions. 

Technologies: Unity, C#, Mobile SDKs, Analytics, A/B testing 

Unity Developer — Playgendary 
Jul 2022 - Feb 2023  |  Casual and hypercasual mobile games 

• Developed and improved casual/hypercasual Unity projects for iOS and Android, including gameplay, UI, effects, bug fixing and 
optimization. 

• Worked on projects including DIY Projects, Bowmasters and Despicable Bear. 

• Integrated monetization and analytics SDKs including Google AdMob, Unity Ads and Adjust. 

• Improved RAM usage, build size, framerate and production workflows through editor tools and feature refactoring. 

Technologies: Unity, C#, Google AdMob, Unity Ads, Adjust, iOS, Android 

Unity Developer — Nexters 
Feb 2022 - Jun 2022  |  Puzzle Odyssey, iOS / Android 

• Developed mobile Unity features, bug fixes and player-facing systems. 

• Implemented daily bonus and player assistance systems; prepared technical documentation. 

Technologies: Unity, C#, Mobile 

C++ Developer — Bear Games 
Aug 2021 - Feb 2022  |  Mobile game systems, proprietary engine 

• Developed mobile game systems in C++17 for iOS and Android on a proprietary engine. 

• Participated in engine-level gameplay feature development and technical documentation. 

Technologies: C++17, iOS, Android, proprietary engine 

CTO — Bear Games 
Dec 2013 - Jul 2021  |  Game development department and infrastructure 

• Led technical department, game architecture and engineering processes for Flash/ActionScript and Unity/C# projects. 

• Managed planning and coordination for teams up to 150 specialists and directly participated in development of 15+ projects. 

• Introduced Scrum-based development processes, internal regulations, quality control and delivery tracking. 

• Built infrastructure reliability through server migration, backups, monitoring, Zabbix and health checks. 

• Implemented CI/CD processes with Jenkins and configuration management with FreeIPA and Puppet. 

• Participated in hiring, mentoring and external project audits. 

Technologies: Unity, C#, Flash/ActionScript, Jenkins, Puppet, FreeIPA, Zabbix 

Lead Game Developer — Crystal Clear Soft 
Sep 2011 - Dec 2013  |  Social network and mobile games 

• Led a small programming team and designed client/server architecture for social network and mobile games. 

• Developed and maintained applications using Unity/C#, Flash/ActionScript, PHP and MySQL. 

Technologies: Unity, C#, Flash/ActionScript, PHP, MySQL 

Lead Full Stack Web Developer — WonderKiD Studio 
Apr 2007 - Sep 2011  |  Web, portals and Flash applications 

• Developed websites, web games and portals, including database design, backend/frontend development, SEO, hosting and deployment. 

• Led a team of up to 10 developers for foreign and local clients; trained employees and coordinated delivery. 

• Completed a freelance project in 2007-2008 for a social network portal and administrative modules. 

Technologies: PHP, SQL, HTML, CSS, JavaScript, MySQL, Flash/ActionScript 



Technologies 

Programming Languages: C#, C++17, PHP, JavaScript, SQL, HTML, CSS 

Game Engines & Platforms: Unity, Steam, iOS, Android, Windows, mobile game development, PC game development 

Backend & Data: PlayFab, PlayFab CloudScript, Firebase Realtime Database, Firebase Remote Config, PostgreSQL, MySQL, Redis 

SDK / Analytics / Monetization: RevenueCat, AppsFlyer, Amplitude, Google Analytics, Google AdMob, Unity Ads, Adjust, Google 

Play Services, iOS Game Center 

CI/CD & Automation: Jenkins, TeamCity, Bash, Cron, Rclone 

Tools & IDEs: Git, Bitbucket, GitHub, SVN, Mercurial, Rider, Visual Studio, PhpStorm, IntelliJ IDEA, Xcode basics, macOS basics, 

Android Studio / Logcat, Unity Memory Profiler, ChatGPT, Codex 

Languages 

• Russian — Native 

• Ukrainian — fluent reading and comprehension, conversational 

• English — Elementary (A2), actively improving 

Education 

Computer Academy STEP — Software Development, Programmer qualification, 2007 

• Additional areas: network administration, Windows administration, computer graphics. 


