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Summary 
Unity Developer with 3+ years of experience in full-cycle game development for WebGL and Mobile platforms. 
Expert at taking titles from prototype to release, with a strong focus on deep performance optimization under tight 
hardware constraints and polishing gameplay to drive product metrics. Having delivered end-to-end commercial 
solutions for various publishers, I am now seeking to transition into a structured product team. Aiming to 
collaborate with senior engineers, contribute to scalable architectures, and grow as a software professional.  
 
Skills 
Core, Architecture & Patterns: C#, Language Integrated Query (LINQ), Algorithms; Object-Oriented 
Programming (OOP/OOD), SOLID, General Responsibility Assignment Software Patterns (GRASP), Clean Code, 
Design Patterns (Gang of Four (GoF) patterns, Model-View (MV) patterns), KISS, DRY, YAGNI; Data-Oriented 
Technology Stack (DOTS), Entity Component System (ECS), LeoECS. 
Frameworks, Async & Networking: Zenject / Extenject, Vcontainer; R3, Unity Reactive Extensions (UniRx); 
Tasks (async/await), UniTask; Multiplayer (Photon Unity Networking 2 (Photon PUN 2), Mirror). 
Unity Ecosystem & User Interface (UI): Unity 2D / 3D (WebGL, Android, iOS), Unity Editor; Unity Graphical 
User Interface (UGUI), UI Toolkit, Advanced Input Field, Unity Localization; Scriptable Objects, PlayerPrefs, 
JavaScript Object Notation (JSON), Addressables Asset System. 
Graphics, Audio & Optimization: Animator, DoTween, Particle System, Post-Processing, Lightmapping, Shader 
Graph; Unity Profiler, Memory Management, Object Pooling. 
Integrations, Testing & Tools: Yandex Games Software Development Kit (YandexGames SDK), IronSource, 
AppLovin, Firebase (Firestore), In-App Purchases (IAP); Unit Testing (NUnit, NSubstitute, FluentAssertions); Git, 
GitHub, Jira, Trello, Notion. 
Languages: English (B1 - Intermediate), Russian (Native). 
 
 
Work experience 
Serbull Games 
August, 2025 — Now 
To date, I have released 10+ commercial projects on Yandex Games.                                                      
Here are the most interesting ones:                                                               
Obby Tsunami — a runner with wave physics 
- Created a dynamic wave system with increasing size and repulsion force 
- Optimized physics calculations — stable 60 FPS on mid-range devices 
- Day-1 retention was 38% thanks to increasing difficulty                                                        
Obby Tower Defense — a TD game with meme characters 
- Designed a modular tower system based on the Strategy and Factory Method patterns 
- Developed a wave spawner with dynamic difficulty balancing 
- The game reached a 90 rating on Yandex Games within the first two weeks 
 
Azia Development Studio 
June, 2024 — Jule, 2025 
Collaborated in a 6‑dev team on an isometric action game with online leaderboards (Git Flow + code reviews). 
 
-Refactored a 300+ line state machine into the State pattern – reduced bug count by 70%. 
-Optimised CPU hot spots – reduced CPU load by 40%, raising FPS from 42 to 63. 
-Integrated Firebase Firestore with offline caching, cutting network calls by 55%. 
-Reduced build size by 45% via ASTC texture compression and Addressables for asset streaming 
 
Portfolio 



Production projects:​
Obby Brainrot: Tower Defence 
Obby Railcarts 
Obby: Knockout For Brainrots​
 
Github (pet projects) 
​
 

https://yandex.ru/games/app/obbi-breinrot-zashchita-bashni-500521
https://yandex.ru/games/app/obbi-samaia-vysokaia-amerikanskaia-gorka-v-mire-494369
https://yandex.ru/games/app/obbi-nokaut-dlia-breinrotov-509153
https://github.com/ArtemkA629

