Taarn

Unity Gameplay Developer | C# | Toronto, ON
hello@taarn.dev | github.com/taarn | linkedin.com/in/taarn-dev

Profile

Entry-level Unity developer focused on readable gameplay systems, responsive combat feel, and
tools that help small teams iterate faster. Comfortable owning prototyping, Ul feedback, and debugging.

Skills

Unity, C#, gameplay systems, enemy Al, Ul implementation, ScriptableObjects, input tuning,
state-driven architecture, debugging tools, Git, playtest iteration, production communication

Selected Projects

Skyline Siege Solo Unity tactics-defense prototype. Built wave tools, lane telegraphs, Al state logic, and H
Ritual Runner Fast 2D action platformer slice. Implemented movement feel, buffered inputs, combat timing
Signal Bloom Narrative puzzle exploration game. Owned dialogue state, save/load flow, and branch-debu

Experience Highlights

- Shipped multiple portfolio-ready Unity slices from prototype through polish.
- Built designer-friendly balancing and debugging tools to reduce iteration time.
- Comfortable translating playtest feedback into concrete movement, Ul, and pacing improvements.

Education
Game development training and self-directed portfolio work with a focus on Unity and C# production skills.



