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PROJECT-BASED ENGINEERING PROFILE. Selected projects, technical scope and documented capabilities.

Summary

Software Engineer with a focus on C#, Unity, real-time systems, simulation and tools. Exploring backend
and database engineering.

Selected Projects

Humanity’s Last Stand

Aerial combat over London. A Unity project built around flight, enemies and an upgradeable arsenal.

Technologies: Unity, C#, Android, 3D Rendering

Blackhole Simulation

Particle attraction, accretion disks and gravitational effects explored in a real-time Unity simulation.

Technologies: Unity, C#, Compute Shaders, Particles

PathDrawer

Drawing paths. Visualizing trajectories. A focused Unity tool for inspecting geometry in motion.

Technologies: Unity, C#, Line Renderer

Technical Foundation

C#, Unity, gameplay systems, simulation, rendering experiments, tools and Git.

Developing Further

C++, Unreal Engine, .NET, Go, PostgreSQL, SQL. Learning directions, not claims of equivalent
professional experience.



