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PROFESSIONAL SUMMARY
Game and real-time software developer with 4.5+ years of professional experience building interactive 3D systems,
gameplay-oriented applications and digital twins. Strong background in C#, Unity, real-time architecture, performance
optimization, data-driven systems and cross-functional delivery, with additional hands-on experience in Unreal Engine, C++ and
Blueprint through game-development education and technical projects. Built a custom C++/OpenGL engine and completed a
BSc final project focused on Machine Learning in Unreal Engine. Comfortable owning loosely defined technical problems,
making pragmatic engineering trade-offs and working autonomously in remote, multidisciplinary teams.

CORE SKILLS
• Game Development: Unreal Engine, Blueprint, Unity3D, gameplay systems, AI, physics, animation integration, prototyping

• Programming: C++, C#, Python, C, GLSL, HLSL, Java, HTML, CSS

• Architecture & Real-Time: reusable systems, event-driven architectures, REST APIs, JSON, real-time data pipelines, digital
twins

• Graphics & Optimization: OpenGL, shaders, custom mesh generation, profiling, rendering optimization, debugging,
performance awareness

• Tools: Git, Perforce, Visual Studio, RenderDoc, Docker, SQL, Trello, Slack, Agile/Scrum

• Ways of Working: technical ownership, systems thinking, rapid iteration, cross-functional collaboration, AI-assisted
development tools

PROFESSIONAL EXPERIENCE

Senior Unity Developer / Software Developer | Fivecomm, Valencia | Feb 2021 - Jul 2025
• Developed and maintained production real-time 3D applications and digital twins using Unity and C#, progressing to a

senior-level role.

• Designed reusable application systems and integrated real-time data from radar systems, Python services, SQL databases and
REST APIs.

• Worked across the wider technical architecture of complex systems, balancing maintainability, delivery speed, runtime
constraints and project requirements.

• Built performance-focused visualization features, including shader-driven heatmaps and custom mesh generation to reduce
loading and processing overhead.

• Profiled, debugged and optimized real-time applications, investigating rendering, runtime and integration bottlenecks.

• Collaborated with engineers, researchers and stakeholders in Agile/Scrum environments, translating loosely defined
requirements into working technical solutions.

• Contributed to European 5G/6G and industrial projects including FIDAL, Portwin, 5G-Radar / Ports4.0 and 5G-Logic.

Gameplay Programmer | InterStellar Punks, ESAT, Valencia | Sep 2018 - Jul 2019
• Implemented gameplay and artificial-intelligence systems for a brawler developed over a seven-month production cycle and

released on Steam.

• Worked on player/enemy behaviours, game logic, physics-driven interactions, gameplay iteration and integration with the wider
game team.

• Iterated on game feel and feature behaviour in collaboration with other developers and content creators.

SELECTED TECHNICAL PROJECTS
Machine Learning in Unreal Engine: BSc final project at Teesside University exploring machine-learning techniques inside Unreal
Engine, providing hands-on experience with the engine and game-oriented AI workflows.

C++ / OpenGL Engine: Built a custom engine in C++ with OpenGL, strengthening low-level understanding of rendering pipelines,
engine architecture, graphics programming and real-time systems.

Port of Valencia Real-Time Digital Twin: Built Unity-based visualization consuming processed radar and database data through a
real-time pipeline using C#, Python, SQL, Docker and APIs to support vessel docking and operational monitoring.

Shader & Mesh Visualization: Implemented shader-based heatmap rendering and custom mesh generation to improve
responsiveness and reduce loading costs in data-intensive real-time scenes.

EDUCATION
BSc (Hons) Computer Games Programming | Teesside University, Middlesbrough | Sep 2019 - Jun 2020

Final project: Machine Learning in Unreal Engine.

HND Computing and Systems Development | ESAT, Valencia | Sep 2016 - Jun 2019

LANGUAGES
Spanish: Native | Catalan: Native | English: Professional proficiency

Valencia, Spain



