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Game Designer & XR Developer
Game Designer and Unity Developer who cares about how a game feels as much as how it runs 2 internships and 10 shipped titles across mobile,

WebGL, and cross-platform XR headsets, each one taken from first prototype to final build. I design core loops and difficulty curves the way a live

team would: validated through playtesting, tuned against player behaviour, and built on Object-Oriented Programming and design patterns (FSM,

Observer) in Unity (C#) so systems stay extendable under a shipping deadline. Treated performance as a design constraint, not a bug list rebuilt an

AR/VR client demo pipeline from 2 hours to under 10 minutes with AR Foundation and Occlusion Culling, and cut mobile scene load times by 30%

through Object Pooling and Addressable Assets. Comfortable across the stack: Unity (C#), Photon PUN2, AR Foundation, XR Interaction Toolkit,

URP, and Shader Graph, with hands-on reps building real-time multiplayer, AR/VR, and data-driven gameplay systems. Backed it up under

pressure: 1st place at Hack A Vation Gaming Hackathon (30+ teams), Top 9 nationally at Odoo×CHARUSAT (200+ teams), and FACADE – a

complete 3D horror game, concepted, built, and shipped in 48 hours at Global Game Jam 2026, IICT Mumbai.

TECHNICAL SKILLS

Design & Player

Experience

Core Loop & Systems Design, Game Design Documents (GDDs), Level & Puzzle Design, Game Balancing & Systems

Tuning, UI/UX for Games, Playtesting-Driven Iteration

Engines, Rendering & XR Unity 2D/3D, WebGL, AR Foundation, XR Interaction Toolkit, Oculus SDK, Photon PUN2 (Multiplayer Networking), URP,

Shader Graph

Performance &

Optimisation

Occlusion Culling, LOD, Object Pooling, Static/Dynamic Batching, Addressable Assets, Unity Profiler built to hold frame

rate under real player load

Programming &

Architecture

C#, C++, Python, JavaScript, Object-Oriented Programming (OOP), Design Patterns (FSM, Observer), Debugging & QA

Pipeline & Team Craft Git/GitHub (Version Control), Figma, Agile/Scrum, Rapid Prototyping & Iteration, Cross-Discipline Collaboration

(Design/Art/Engineering)

WORK EXPERIENCE

•Unity Developer Intern Jan 2026 - Present

evoDART Studios, Surat, Gujarat - Onsite

–Built 3 hyper-casual mobile games in Unity using URP and Addressable Assets; implemented Object Pooling and asset-bundling that cut

average scene load time by 30% on mid-range devices during internal QA testing.

–Owned core loop design across all 3 titles set core mechanics, tuned difficulty curves after playtesting sessions, and built the early game flow

with the art lead, applying Static & Dynamic Batching and Post-Processing Volumes to hold stable frame rates and eliminate visible frame

drops during QA testing.

–Debugged and profiled builds with Unity Profiler and Memory Profiler to cut GC allocation spikes and draw call hotspots, keeping every sprint

milestone on a 2-week Agile cycle through cross-functional collaboration with art and QA, and streamlined internal build tooling to speed up

Play Store and App Store release cycles.

•AR/VR & Game Developer Intern May 2025 - Aug 2025

Ahura Technosoft LLP, Ahmedabad, Gujarat - Onsite

–Designed and built 2 AR modules with AR Foundation and Oculus SDK. Used Light Baking and Occlusion Culling to cut client demo setup

from 2 hours to under 10 minutes letting the sales team run demos on-site without engineering support.

–Built a VR architectural walkthrough for Android headsets using XR Interaction Toolkit, LOD groups, and baked GI lighting. Used across 3

client pitches as part of the sales team’s demo kit.

–Produced 5+ wireframes and interactive UI prototypes in Figma; daily stand-ups with a 3-member team reduced revision rounds from 4 to 2.
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PROJECTS

•AR/VR Real Estate Walkthrough May–Sep 2025

Unity, C#, AR Foundation, XR Toolkit, Oculus SDK [itch.io]

Role: Solo Designer & Developer - spatial UX, locomotion, lighting pipeline

–Designed the spatial UX and navigation: teleportation locomotion, Light Baking, Occlusion Culling, and LOD groups held 60 fps on mobile

headsets.

–Applied Object Pooling for furniture spawning and Addressable Assets to shrink the build from 2GB to 300MB (an 85% reduction) while still

loading high-fidelity architectural models.

•Mavericks Battleground Dec 2024-Present

Unity 3D, C#, Photon PUN2, URP, Shader Graph, Occlusion Culling [itch.io]

Role: Designer & Developer (2-3 person team) battle royale ruleset, networking, rendering

Watch gameplay trailer →

–Designed and balanced the battle royale ruleset, map layout, weapon damage, and zone-shrink timing through iterative playtesting after

feedback flagged early-game camping. Engineered real-time multiplayer networking for 10+ players via Photon PUN2, tuning RPCs to cut

latency from 400ms to 90ms (a 77% reduction); Animator State Machines handle all player and combat logic.

–Rendered with URP and custom Shader Graph atmospheric effects; profiled with Unity Profiler and applied Occlusion Culling and LOD

streaming to hold a stable 60 fps across large open-world zones.

•Lowxena - Multiplayer Card Game 2025

Unity, C#, Photon PUN2, Observer/State Machine [itch.io]

Role: Solo Designer & Developer - original ruleset, game systems, UI, networking

–Designed a fully original card game card values, turn structure, win conditions refining the ruleset across multiple rounds of friend and

playtester feedback, then built real-time multiplayer via Photon PUN2. Observer and State Machine patterns handle turn-flow logic. Live at

lowxena.dharmikgohil.art.

–Implemented async programming for network callbacks and Object Pooling for card spawning, keeping gameplay responsive during live

multiplayer matches.

•Sky Pilot - Drone Training Simulator 2025

Unity 3D, C#, Physics Simulation, Procedural Animation, Gamepad Input [itch.io]

Role: Solo Designer & Developer - flight model design, control feel, environment

–Designed the flight feel and training progression, building a custom physics-based flight model with Procedural Animation for rotor/tilt

response and full gamepad support, then iterated control curves across multiple playtest rounds to closely match real drone handling.

–Post-Processing Volumes (depth of field, motion blur) and Static Batching hold a stable 60 fps on mid-range hardware in open-sky

environments.

•FACADE - 3D Horror Adventure Jan 2026

Unity 3D, C#, FSM, Observer Pattern, Shader Graph, Post-Processing [itch.io]

Role: Game Designer & Lead Developer (2-3 person team) horror pacing, enemy AI, puzzle scripting

–Authored the Game Design Document (GDD) covering horror pacing, enemy behaviour, and puzzle logic for a 3D horror-adventure built at

Global Game Jam 2026 (IICT Mumbai) in 48 hours. Enemy AI runs on Finite State Machines; Observer pattern fires all puzzle and narrative

triggers.

–Built level layouts with Tilemaps & Grids, custom Shader Graph dissolve shaders for transitions, and Post-Processing Volumes for horror

atmosphere; used Addressable Assets to keep the final build under 2GB despite high-fidelity assets, within the 48-hour jam window on the

theme “Mask”.
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ADDITIONAL GAMES

5+ more Unity games on itch.io spanning puzzle, platformer, and arcade genres – each designed and shipped solo using Tilemaps, Physics, and

Procedural techniques. Full catalogue at dharmikgohil.itch.io.

EDUCATION

•Charotar University of Science and Technology (CHARUSAT) Jun 2023 - Jun 2027

B.Tech - Information Technology | CGPA: 8.2 | 3rd Year, Anand, Gujarat, India

ACHIEVEMENTS & HACKATHONS

•1st Place - Hack A Vation Gaming Hackathon (Dec 2024): Won game dev track among 30+ teams. Designed and shipped a full Unity game

mechanics, art pipeline, and build within the competition time limit.

•Top 9 National Finalist - Odoo×CHARUSAT (Feb 2025): Finished 9th out of 200+ teams nationwide with an ERP solution on the Odoo

framework; competed against teams from top engineering colleges across India.

•Global Game Jam 2026 - IICT Mumbai (Jan 2026): Shipped FACADE, a complete 3D horror game designed and built in 48 hours with a 2-3

person team.

•IIT Bombay Techfest 2025 - Ubisoft Game Challenge: Recognition at Asia’s largest tech festival in a game development challenge run with

Ubisoft.

•1st Rank - Code Ride Clash, CDMI (Jun 2023): Top spot in a C/C++ programming contest across multiple university-level rounds.

LANGUAGES

English - Professional Working Proficiency Hindi - Native Gujarati - Native
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