
 
Zubair Ali 
Senior Unity Gameplay & Systems Developer | 4+ Years | Mobile · PC · AR/VR 
📞 +92 318 4595649   ✉  zubair.workspace@gmail.com   📍 Lahore, Pakistan 
🌐 zubairali001.github.io   💼 linkedin.com/in/zubair-ali-333175242 

 

PROFESSIONAL SUMMARY 

Senior Unity Developer with 4+ years of professional experience building and shipping scalable gameplay 
systems, real-time PvP multiplayer, and performance-optimized mobile games across 3 studios. Led development 
of Photon Fusion-based multiplayer infrastructure, reduced crash rates by ~35% on low-end Android devices, and 
published 9+ titles to Google Play and App Store. Proven expertise in C#, OOP, design patterns, AI systems, 
Agile/Scrum delivery, and live-ops. Equally strong in technical leadership, code architecture, mobile optimization, 
and cross-functional team collaboration. Seeking a Senior or Lead Unity Developer role to own gameplay systems 
end-to-end. 
 

KEY ACHIEVEMENTS 

•​ Reduced mobile crash rate by ~35% through memory profiling, GC spike elimination, and runtime 
optimization on low-end Android devices 

•​ Led multiplayer module for real-time PvP game using Photon Fusion — built matchmaking, lag 
compensation, and state synchronization from scratch 

•​ Published 9+ games to Google Play & App Store across 3 studios spanning FPS, simulation, horror, racing, 
and multiplayer genres 

•​ Mentored 2 junior Unity developers at Cross Code and contributed core architectural decisions within an 
8-person engineering team 

•​ Achieved stable 60fps performance on mid-range Android devices through LOD, object pooling, and 
rendering pipeline optimization 

•​ Integrated full monetization pipelines (Unity Ads, AdMob, IAP) across 3+ hyper-casual titles at Gamivision 
 

CORE TECHNICAL SKILLS 

 
Game Engine Unity 3D/2D (5+ years), C#, OOP, SOLID Principles, Design Patterns, 

ScriptableObjects 
Gameplay Systems State Machines, AI Behavior Trees, NavMesh, Procedural Generation, Physics 

Systems 
Multiplayer Photon Fusion, Photon PUN, Mirror, Real-time Sync, Lag Compensation, 

Matchmaking, PvP 
Performance Memory Optimization, GC Profiling, Object Pooling, LOD, Draw Call Batching, Mobile 

Optimization 
Graphics & UI URP, HDRP, Shader Graph, Unity UI Toolkit, UGUI, DOTween, Particle Systems 
AR / VR Unity XR Toolkit, Immersive Environments, 360° Navigation, VR Interaction Design 
Tools & Workflow Git, GitHub, Agile, Scrum, Jira, CI/CD, Unity Cloud Build 
Additional Flutter, JavaScript, Node.js, REST APIs, Firebase, Google Play Console, App Store 

Connect 
 

PROFESSIONAL EXPERIENCE 

Unity Game Developer  |  Skill Knight Studios  |  Lahore, Pakistan (On-site)   March 2025 – Present 
•​ Technical lead for real-time PvP multiplayer module using Photon Fusion — architected matchmaking, lag 

compensation, and authoritative state synchronization for concurrent player sessions 
•​ Reduced average frame time by 30% on mid-range Android devices through rendering pipeline optimization, 

texture compression, and draw call batching 
•​ Built live-ops backend systems: dynamic in-game events, achievement engine, and real-time leaderboards 

integrated with server-side validation 
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•​ Coordinated feature delivery with 2 client-side developers and 1 backend engineer using Agile sprints in Jira 
•​ Implemented player synchronization systems ensuring consistent game state across clients with <100ms 

latency tolerance 

Unity Game Developer  |  Gamivision  |  Lahore, Pakistan (On-site)   Aug 2024 – Feb 2025 
•​ Developed core gameplay loops for 3+ hyper-casual mobile titles from prototype to App Store and Google 

Play release 
•​ Integrated Unity Ads, AdMob, and IAP monetization pipelines — contributed to ad revenue stream across 

live titles 
•​ Diagnosed memory leaks and GC allocation spikes using Unity Profiler; reduced crash rate by ~35% on 

devices with less than 2GB RAM 
•​ Optimized asset bundles and texture atlases reducing initial load time by ~25% on low-end devices 
•​ Worked in 2-week Agile sprints, delivering features on schedule in a team of 5 developers 

Unity Game Developer  |  Cross Code  |  Lahore, Pakistan (On-site)   Jan 2022 – July 2024 
•​ Designed and built AI systems using finite state machines and NavMesh pathfinding for enemy behavior in 

FPS, horror, and simulation genres 
•​ Developed multiplayer components and real-time player synchronization using Photon PUN for mobile and 

PC titles 
•​ Published 4+ games to Google Play and App Store, managing end-to-end build pipeline, signing, and store 

submission 
•​ Contributed to system architecture decisions and conducted code reviews in a cross-functional Agile team of 

8 engineers 
•​ Mentored 2 junior developers: conducted code reviews, defined coding standards, and guided feature 

implementation 

Unity Developer Intern  |  Cross Code  |  Lahore, Pakistan (On-site)   Nov 2021 – Dec 2021 
•​ Assisted in building gameplay features and resolving bugs across mobile and PC Unity projects 
•​ Onboarded into production Agile workflow: daily standups, sprint planning, Git branching strategy, and peer 

code reviews 
 

SHIPPED GAME PROJECTS 

 
Ludo – Board & Card Games Turn-based multiplayer with rule engine, AI opponents, real-time sync, and 

scalable mobile UI  [iOS · Android] 
Deer Hunter (3D FPS) NavMesh AI, state-machine enemy behavior, shooting mechanics in 

open-world environment  [iOS · Android] 
Ball Escape (2D Puzzle) Physics-based puzzle mechanics, level progression system, and responsive 

UI  [iOS · Android] 
Scarface Horror (3D) Lighting/sound-driven horror, trigger-based event system, enemy AI 

interactions  [iOS · Android] 
Cooking Empire (2D) Time-based gameplay, UI-heavy progression, player upgrade and retention 

mechanics  [iOS · Android] 
Party Life Simulator (3D) Open-world simulation, NPC interaction systems, player-driven exploration  

[iOS · Android] 
Jeep Racing Game (3D) Custom vehicle physics, terrain gameplay, mobile performance optimization  

[iOS · Android] 
Lilly Darkroom Horror (3D) Immersive horror, environment storytelling, AI enemy patrol, event-driven 

gameplay  [PC · Mobile] 
Cat Simulator (3D) Third-person controller, animation state machine, physics-based environment 

interactions  [PC · Mobile] 
 

PERSONAL & R&D PROJECTS 

•​ Procedural Dungeon Generator — Perlin noise-based level generation with configurable room templates, 
corridor logic, and difficulty scaling | Unity C# | GitHub: zubairali001.github.io 

•​ VR Tourism Experience — Unity XR Toolkit immersive environment with 360° navigation, spatial audio, and 
teleportation locomotion | Unity + Oculus SDK 

•​ Analytics Dashboard — Real-time Unity gameplay metrics dashboard with event tracking, session data, and 
Node.js REST API backend | Unity + Node.js + REST 
 

https://apps.apple.com/ph/app/ludo-world-parchis-trouble/id1441604477
https://apps.apple.com/us/app/wild-deer-hunter-hunting-games/id6443416280
https://apps.apple.com/ph/app/sort-balls-relax-ballscapes/id1554053656
https://apps.apple.com/us/app/evilface-scary-games-2026/id6751227596
https://apps.apple.com/pk/app/cooking-empire-cooking-game/id6478499863
https://apps.apple.com/us/app/party-life-simulator-3d/id6754281498
https://apps.apple.com/us/app/jeep-driving-games-offroading/id6449359294
https://zubairali001.github.io
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CERTIFICATIONS 

 
Unity Certified Programmer Unity Technologies 2025 
Unity AR/VR Developer Pathway Unity Learn 2024 
C# Programming for Game Development Coursera 2023 
Agile Development Specialization Coursera 2023 

EDUCATION 

Bachelor of Computer Science (BSCS)  
COMSATS University Islamabad, Lahore Campus 

LANGUAGES & COLLABORATION 

Languages: English (Fluent), Urdu (Native)     
Collaboration: Async communication, distributed Agile teams, remote-ready 


