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Konstantin Churakov
Unity Developer

25 years old | Yekaterinburg, Russia | Citizenship: Russia | Contracting: through my own sole proprietorship

Telegram: t.me/vertoker Email: vertogpro@gmail.com GitHub: github.com/vertoker

YouTube: youtube.com/@vertoker Website: vertoker.net

Stack: Unity 6, C#, Zenject, VContainer, UniRx, UniTask, Addressables, Mirror, DOTS, Android, iOS, CI/CD

Work experience - 6 years 3 months

March 2026 -

Present

8 months

Relocate Team

Unity Developer

Third-person action RPG with stealth and melee combat: Unity 6 + HDRP, ~176,000 lines of code

Split a legacy monolith into 20+ subsystems with strict layering, Zenject DI and one reactive

model on UniRx + UniTask: the share of files outside modules dropped from 45% to 0

Rewrote the enemy AI on CrashKonijn GOAP: 3x more behaviour goals (6 => 18), tests from 0
to ~290, added group tactics and stealth perception

Designed melee combat (block, parry, guard break, disarm) with allocation-free hit detection,
moved hit effects from a prefab per hit to VFX Graph: 1 call per frame per effect type

Brought automated tests from 0 to ~1,100 (NUnit, EditMode + PlayMode, zero GC allocation

checks) and moved the build from manually run scripts to GitLab CI

Prepared the project for AI agents working in parallel (Claude Code, Codex): 71 AGENTS.md
instruction files instead of 0, the agents run the tests themselves through Unity MCP

September 2024 -

March 2026

1 year 7 months

AppFox

Unity Developer

A mobile multiplayer shooter (Escape from Tarkov-like), WebGL games for Yandex Games, kids'
apps for RuStore

Led a Unity team of 5 developers as team lead: assigned tasks from the client's spec,
estimated deadlines, planned weekly sprints (Scrum, Jira), reviewed candidates during hiring

Delivered the first working version of the inventory system to the client in 4 working days,
having agreed the architecture with the senior backend developer in 6 hours: saved ~1 month
of work for two developers

Made dedicated server builds 3x smaller with a custom Addressables packer

Raised game server performance by 40% (TPS): optimised physics, AI and navigation

(NavMesh) of server-side NPCs

Made IL2CPP builds ~30% faster: split the project into 20+ modules (asmdef) and wrote their

recursive build

Integrated game rooms (Mirror + SignalR), Firebase and payments (Unity IAP, RuStore API),
set up CI in TeamCity, server deployment in Docker and iOS builds in Xcode

August 2020 -

August 2024

4 years 1 month

Novatrans

Unity Developer

VR and AR training simulators for Russian Railways, railway colleges and universities, and
TANECO: Pico 4, Quest 2, Quest 3, HTC Vive Pro, HoloLens. Since 2023 - lead architect of the

company's projects

Initiated and, together with one colleague, wrote 3 internal Unity packages in 1 month: every
later project of the company was built on them

Cut 3 - 4 weeks off a typical simulator with a visual scenario editor (UI Toolkit + GraphView,
Mirror, versioning) and removed a whole class of errors in moving the spec into the game

Built a networked open world of 20,000+ objects (Addressables + Lidgren), an ASP.NET
backend and a voice chat from scratch (Opus + UDP) for the flagship VR simulator (Train
Simulator-like)
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Introduced Gitflow, coding standards, code review and unit tests in the company GitLab with

all its projects, led teams of up to 4 people several times (2 programmers, a QA engineer, a
3D modeller)

Extended a fork of BNG VR Framework for the company's simulators: integrations, tools, an IK

avatar synced over the network. Wrote shaders to optimise rendering on Quest 2

Wrote 10+ groups of editor tools (LOD, Terrain, Colliders, Mesh) in the CreativeMode

package. A converter for the scenarios of an old simulator saved a team of 3 a week of

manual work

Education

2021

Secondary vocational

education

A. S. Popov Ural Radio Engineering College
Information Systems Technician

Skills

Languages Russian - native
English - B2

Key skills Unity , C# , OOP , Design patterns , Zenject , VContainer , UniRx , UniTask ,

Addressables , DOTween , Multiplayer (Mirror) , Android , iOS , WebGL , Shaders (HLSL) ,

uGUI , UI Toolkit , Editor tools , Unity Profiler , DOTS (ECS, Jobs, Burst) , Unit tests (NUnit) ,

Git , CI/CD , Jira , VR (OpenXR, SteamVR) , AI tools (Claude Code, Codex)

Additional information

About me Unity Developer: 6+ years of commercial development, 30+ projects - mobile, PC, VR,
multiplayer

I build a project's architecture from scratch or bring legacy code into order: modules, DI,
automated tests, CI/CD - architecture violations are caught by the compiler, not by code review

I speed the team up with tools: my scenario editor cut 3 - 4 weeks off a typical project, and I set

projects up for AI agents working in parallel (Claude Code, Codex)

Profiling and optimisation: server performance +40%, server builds 3x smaller. I write code

without GC allocations and work with DOTS (ECS, Jobs, Burst)

Team lead for teams of up to 5 people: sprints, estimates, code review, candidate reviews


