CEM YILMAZ

Game Developer
+90 532 136 7903 | cemtas81@gmail.com

Portfolios: Web | LinkedIn | Google Play | App Store | GitHub
cemtas81l.github.io | github.com/cemtas81 | linkedin.com/in/cem-yilmaz-870501114

ABOUT ME

» Unity Developer with over 6 years of experience across mobile, PC, and AR/VR platforms.

* Specialized in GPGPU programming (Compute Shaders) and Unity DOTS (ECS, Job System, Burst),
with a proven ability to architect massive-scale simulations handling 3,000,000+ active units and
projectiles. (Link)

» Expert in high-performance optimization, including projects handling 75,000+ NPCs with complex
logic using Unity DOTS. (Link)

» Developed 5 interactive museum projects for the Gallipoli Historical Site, featuring a published iOS &
Android application. (Link) (Link2)

* Proven track record with 10+ published games on Google Play Store.

TECHNICAL SKILLS

* Programming Languages: C# « Engines/IDEs: Visual Studio, Xcode, Android Studio ¢ Engines:
Unity, Unreal Engine ¢ Tools/Frameworks: Zenject, UniTask, Unity Shader Graph, GitHub, Bolt Visual

Scripting, Unreal
Blueprint, MIT App Inventor

* Performance Tech: Unity DOTS (ECS, Job System, Burst Compiler), Compute Shaders (GPGPU
Programming)

* Al Tools & Workflow: Claude Code, Cursor, Unity MCP, Blender MCP, Git, Agile/Scrum

PROFESSIONAL EXPERIENCE
BLEIS INTERACTIVE | LEAD UNITY DEVELOPER | (2026-Present)
* Leading a 7-person development team; managing end-to-end development of 4 mobile games.
* Overseeing Unity architecture, code reviews, and performance optimization processes.
» Coordinating project planning, sprint tracking (Agile/Scrum), and Google Play / App Store releases.
SITULA Informatics | UNITY GAME DEVELOPER | (2021-2025)
* Architected 5 interactive projects for Gallipoli Museums from scratch using OOP and SOLID principles.
* Developed and deployed cross-platform applications for iOS, Android, VR, and Kiosk systems. « Optimized
rendering and memory performance for high-fidelity 3D/WebGL museum environments. « Managed full
publishing cycles, ensuring successful releases on the App Store and Google Play Store.
FREELANCE | UNITY GAME DEVELOPER | (2020-Present)
* GPGPU RTS System: Engineered a high-performance simulation using Compute Shaders, handling
3,000,000+ units and projectiles.
* Engineered a high-performance Unity DOTS framework for the Unity Asset Store handling 75,000+ NPCs.
* Published 10+ games on Google Play, focusing on performance optimization and player retention.
* Developed a 3D Color Maze Game for Steam (Space themed 3D puzzle game with fun
interactions/surprises with a skin and item shop).
* Prototyped 2D RTS, card-matching, car parking, and physics-based football games using Unity ML-Agents.
BUSINESS OWNER & OPERATIONS | (2009-2020)
* Leadership: Directed full-cycle business operations, project management, and strategic planning.
* Organization: Managed complex workflows and client relations with a focus on operational discipline.
IMPORTER & INTERPRETER (China) | (2006-2009)

* Executed end-to-end global logistics, customs procedures, and professional translation in Mainland China.
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EDUCATION
* ANADOLU UNIVERSITY Open Learning Faculty: Computer Programming (2022-2024)
* SUN YAT-SEN UNIVERSITY (SYSU): MBA (International Business) (Not completed) (2006-2009)
* ANADOLU UNIVERSITY Faculty of Economics and Administrative Sciences: Economics (2001-2005)

CERTIFICATES
* C# (BTK Academy, 06/2022, 52 hours)
e C# Programming (BTK Academy, 06/2022, 10.5 hours)
* 3D Game Development with Unity (BTK Academy, 04/2023, 23 hours)
* Educational Game Development with Unity (BTK Academy, 04/2022, 18 hours)
* Programming Fundamentals (METU, 02/2023, 6 hours)
* Digital Game Development with Unity 101 (BTK Academy, 04/2022, 2.5 hours)
» Mobile Programming with MIT App Inventor 101 (METU, 11/2022, 2.5 hours)

EXTRA-CURRICULAR
* International Trading (ITEC, 11/2005, 120 hours)

* Bodybuilding and Fitness Instructor (IFBB, 12/2011, 66 hours)
* Scuba Diving License (TSSF, 06/2018, 15 hours)
* UAV Pilot Certificate (SHGM, 32 hours)

LANGUAGES

* English: Professional
e Chinese-Mandarin: Intermediate
e Turkish: Native

REFERENCES

» References available upon request.



	ABOUT ME
	CEM YILMAZ
	Game Developer
	+90 532 136 7903 | cemtas81@gmail.com
	Portfolios: Web | LinkedIn | Google Play | App Store  |  GitHub
	• Unity Developer with over 6 years of experience across mobile, PC, and AR/VR platforms.
	• Specialized in GPGPU programming (Compute Shaders) and Unity DOTS (ECS, Job System, Burst),
	with a proven ability to architect massive-scale simulations handling 3,000,000+ active units and
	projectiles. (Link)
	• Expert in high-performance optimization, including projects handling 75,000+ NPCs with complex
	logic using Unity DOTS. (Link)
	• Developed 5 interactive museum projects for the Gallipoli Historical Site, featuring a published iOS &
	Android application. (Link) (Link2)
	• Proven track record with 10+ published games on Google Play Store.

	TECHNICAL SKILLS
	• Programming Languages: C# • Engines/IDEs: Visual Studio, Xcode, Android Studio • Engines: Unity, Unreal Engine • Tools/Frameworks: Zenject, UniTask, Unity Shader Graph, GitHub, Bolt Visual Scripting, Unreal
	Blueprint, MIT App Inventor
	• Performance Tech: Unity DOTS (ECS, Job System, Burst Compiler), Compute Shaders (GPGPU
	Programming)
	• AI Tools & Workflow: Claude Code, Cursor, Unity MCP, Blender MCP, Git, Agile/Scrum

	PROFESSIONAL EXPERIENCE
	BLEIS INTERACTIVE | LEAD UNITY DEVELOPER | (2026-Present)
	• Leading a 7-person development team; managing end-to-end development of 4 mobile games.
	• Overseeing Unity architecture, code reviews, and performance optimization processes.
	• Coordinating project planning, sprint tracking (Agile/Scrum), and Google Play / App Store releases.
	SITULA Informatics | UNITY GAME DEVELOPER | (2021-2025)
	• Architected 5 interactive projects for Gallipoli Museums from scratch using OOP and SOLID principles.
	• Developed and deployed cross-platform applications for iOS, Android, VR, and Kiosk systems. • Optimized rendering and memory performance for high-fidelity 3D/WebGL museum environments. • Managed full publishing cycles, ensuring successful releases on the App Store and Google Play Store.
	FREELANCE | UNITY GAME DEVELOPER | (2020-Present)
	• GPGPU RTS System: Engineered a high-performance simulation using Compute Shaders, handling 3,000,000+ units and projectiles.
	• Engineered a high-performance Unity DOTS framework for the Unity Asset Store handling 75,000+ NPCs.
	• Published 10+ games on Google Play, focusing on performance optimization and player retention.
	• Developed a 3D Color Maze Game for Steam (Space themed 3D puzzle game with fun interactions/surprises with a skin and item shop).
	• Prototyped 2D RTS, card-matching, car parking, and physics-based football games using Unity ML-Agents.
	BUSINESS OWNER & OPERATIONS | (2009-2020)
	• Leadership: Directed full-cycle business operations, project management, and strategic planning.
	• Organization: Managed complex workflows and client relations with a focus on operational discipline.
	IMPORTER & INTERPRETER (China) | (2006-2009)
	• Executed end-to-end global logistics, customs procedures, and professional translation in Mainland China.



	EDUCATION
	CERTIFICATES
	EXTRA-CURRICULAR
	LANGUAGES
	REFERENCES

