Aleksandr Kartak

Unity Developer - C#, gameplay systems, idle economy, WebGL

Thilisi, Georgia (GMT+4) - Remote, hybrid or on-site - Open to relocation - Full-time or contract - Russian native, English B2
kartakcvc@gmail.com - Telegram @MATb_CONTROL - linkedin.com/in/aleksandr-kartak-0829813bb

Code: github.com/matbcontrol/massive-objects-showcase - Steam: store.steampowered.com/app/4754800 (Aura Farming, 120+
reviews, Mostly Positive) - Portfolio: matbcontrol.github.io

SUMMARY

Unity developer in game development since 2021. | build gameplay systems in C#: idle economy with big numbers, save
/ load, quests, editor tools and platform SDKs. The latest game | worked on, Aura Farming, is live on Steam (120+
reviews, Mostly Positive); earlier work shipped on Google Play and Yandex Games. | also write URP shaders and VFX, so |
can take technical-art tasks off the team.

EXPERIENCE

Unity Developer / Technical Artist - Elven Empire Jan 2026 - Sep 2026
Aura Farming (on Steam under the studio's Fropy Studio label) - Apothecary's Dungeon - King of Merchants - remote

e Aura Farming (idle, released June 2026, 120+ Steam reviews, Mostly Positive): idle economy with big numbers, save /
load, Ul and scene integration; ability VFX, post-processing and rendering optimization.

e Apothecary's Dungeon: custom grass rendering system with GPU instancing (DrawMeshinstancedIndirect), chunked
loading and a shared HLSL wind include for grass, flowers and foliage.

e Character animation and IK systems, DOTween-based Ul transitions.

e Custom URP shaders for water, vegetation, character outlines and environment; custom Renderer Features.

Founder & Lead Game Developer - Homo-Ludens Nov 2024 - Dec 2025
Reday-1 (unreleased, Steam page live) - team of 6

e Led technical development and architecture; implemented 10+ core systems: player controller, interaction, inventory,
items, checkpoints, game states.

e Data-driven quest system (states, dependencies, ScriptableObject and JSON databases) integrated with NPCs and
dialogue.

e Unity Editor tools for content creation, NPC navigation, save / load, scene streaming, custom audio with dynamic
music.

e Runtime performance: object pooling, memory optimization, FPS troubleshooting.

Freelance Game Developer Sep 2021 - Present
Commercial, platform and game-jam projects

e Cyber Abyss: two builds from one codebase, one for Yandex Games (payments, rewarded ads, cloud saves) and a
Web3 build for Base / Farcaster (wallet sign-in with ethers.js, Solidity contract, JS to Unity bridge).

® Mobile: gameplay programming on Nubik Shooter and Nubik Strategy (Google Play release).
e School Story: adapted and optimized Naninovel, Yandex SDK integration, passed platform moderation.

e Rapid prototyping, including a complete game-jam prototype built solo in 12 hours; tech art for Burning Snow and
DeathTower.

SKILLS

Engine & code Unity (URP, HDRP, Built-in), C#, UniTask, UniRx, Zenject, Addressables, Jobs + Burst, assembly-
definition architecture, unit tests

Gameplay quests, inventory, progression, idle economies, save / load, NPC navigation, client-server, REST APIs
Platforms Steam, Google Play, Yandex Games / WebGL; payments, rewarded ads, cloud saves

Performance Unity Profiler, Memory Profiler, Frame Debugger; draw calls, batching, memory / GC, mobile targets
Tools Unity Editor tooling, ScriptableObjects / JSON pipelines, Git

Rendering HLSL, Shader Graph, custom Renderer Features, GPU instancing, VFX, post-processing

Animation Animator state machines, blend trees, IK, DOTween

EDUCATION

Master's Program in Innovation Management Peter the Great St. Petersburg Polytechnic University

Bachelor's Degree in Information Systems and Technologies Ufa University of Science and Technology
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