Hassan |

MSc Data Science - University of Roehampton | Game Developer |4+ Years | Unity Game Developer
London, United Kingdom | 07777806493 | hassaniftikhar6012@gmail.com | Linkedin

PROFESSIONAL SUMMARY

Unity Game Developer with 4+ years experience shipping real-time multiplayer titles across PC, mobile, and Nintendo
Switch. Expertise in gameplay systems, Al, networking (Photon), and performance optimisation. Proven track record
contributing to production-ready titles and supporting console porting and platform compliance for certification.

RELEVANT SKILLS

® Functional Competencies: End-to-end Unity game development, scalable gameplay systems design, multiplayer
networking architecture, cross-platform console/mobile deployment, and production-grade performance
optimization.

® Technical Tools:
o Project Management & Collaboration: GitHub, Plastic, Jira, Asana
o Gameplay Systems: Al Implementation, Physics, Animation, Input Systems.
o Technologies: Unity(2D & 3D), C#, Photon (PUN/Bolt), PlayFab, Unity Profiler.
o Platforms: PC, Mobile(Android /iOS), VR, Nintendo Switch

WORK EXPERIENCE

Game Engineer, RIFT Games Jul 2023 - Sep 2024
Lahore, Pakistan

® Led engineering delivery across 2 cross-platform titles, overseeing full feature lifecycles from technical design to
production release.

® Reduced feature integration time by 25% by architecting reusable gameplay frameworks and modular system
design.

® Improved sprint predictability by 20% through proactive technical planning and risk assessment during Agile
cycles.

® Mentored 3+ junior engineers, conducting structured code reviews and enforcing clean architecture principles.

o Collaborated with multidisciplinary teams of 10+ members, ensuring milestone delivery within scope and timeline
constraints.

Game Engineer, FRAG Games Oct 2020 - Jul 2023
Lahore, Pakistan

® Contributed to development of a multiplayer console title, supporting gameplay systems and live feature
updates.

® Accelerated build deployment cycles by 15% by refining version control workflows and integration processes.

® Supported cross-platform certification preparation, ensuring compliance with Nintendo Switch technical
requirements.

® Partnered with designers and QA to translate gameplay specifications into scalable technical implementations.

OTHER WORK EXPERIENCES

® Unity Game Developer (Freelance): Designed and delivered card-based games for USA-based clients, managing
end-to-end development from gameplay systems to final deployment (Fiverr, 2021-Present).

EDUCATION

MSc Data Science, University of Roehampton 2024 - 2025
London, United Kingdom
Highlights:
® Bridged Data Science and Game Development by building BlindPlayVR, a research-driven VR project focused on
accessibility and user experience optimisation.



http://linkedin.com/in/hassaniftikhar6012

® Developed data visualization and analytical models to support decision-making in interactive systems.

BSc Computer Science, Information Technology University 2016 - 2020
Lahore, Pakistan
Highlights:
® Built strong foundations in Object-Oriented Programming, Data Structures, and Algorithms, applying them to
design efficient game mechanics, player interaction systems, and optimized performance logic in game
development projects.
o Studied Artificial Intelligence and Databases, enabling the implementation of intelligent NPC behavior,
decision-making systems, and structured data management for player progress, game states, and analytics.

RELEVANT PROJECT EXPERIENCE

BlindPlayVR (VR) | Link
University of Roehampton
® Developed a VR shooter designed specifically for blind and visually impaired players using 3D spatial audio and
haptic feedback
® [Implemented sound-based navigation and combat mechanics, eliminating reliance on visual cues
® Conducted usability testing to refine gameplay balance and adaptive difficulty
® Integrated Meta Quest hand and head tracking for immersive, accessible interaction

Food Fight (PC, Nintendo Switch) | Link
FRAG Games
® Al implementation for enemy behaviours and combat logic using Navmesh Agent
® Developed real-time multiplayer systems using Photon Bolt, improving latency by 18%
® Enhanced input responsiveness by 35% using Unity’s New Input System
® Ported and optimised the game for Nintendo Switch, maintaining stable 60 FPS.

Death Travelers (Android, iOS) | Link
RIFT Games
® Base gameplay implementation including 30+ interconnected rooms
® Llinked room systems with runner-mode gameplay loop
® Improved mobile performance by 30% by reducing load times and frame drops on low end devices.

Mythic Legions (PC)

RIFT Games
® Implemented end-to-end Ul and enemy behaviors for a PC-based simulation title using Unity ECS architecture
® Built in-game cutscenes and interactive tutorial flows to support player onboarding
® Engineered Al and gameplay mechanics, reducing CPU usage by 22% through optimised pathfinding.

COURSES & CERTIFICATIONS

® Web Engineering with PHP, Punjab University Lahore, Sep 2017
e Unity 3D Workshop, Information Technology University, Nov 2016

KEY AWARDS & RECOGNITIONS

o Early Bird Scholarship: Top 20 finalist for Early Bird Scholarship at Information Technology University, Lahore
(competitive interview-based selection).



https://drive.google.com/file/d/1Pvn0_C8kN4oclPlWvnR-__dkQvwLZqKf/view
https://www.youtube.com/watch?v=ZJ-B2DyJJmU
https://apps.apple.com/us/app/death-travelers/id6566193886
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