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Unity Developer

Technical Art (UI/3D)

Prototyping

Quality Assurance (QA) 

Self-Management

Team Coordination

Attention to Detail

Project Ownership

Serbian (Native)
English (Intermediate)

FILIP KUK
UNITY DEVELOPER

WORK EXPERIENCE
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PROFILE

Unity Developer with around 10 years of experience working on a variety
of game projects across different stages of development, including
prototyping, UI implementation, basic 3D, and QA testing.
 I have worked independently as well as in small teams, often collaborating
with freelancers and coordinating external contributors.

2025 - PRESENTSolo Game Developer 
Independent Project

2023  -  2025Co-Founder & Unity Developer 
 Game Development Partnership

 2022- 2023Solo Unity Developer
Independent Projects

Developed a full game prototype “Fate of Shinigami” within 2
months for the Blue Ocean Games funding competition.
Coordinated external freelancers, including a 3D modeler, hand-paint
artist, and animator, providing clear art direction and task guidance.
Achieved 66th place out of 1066 projects in the competition.

Co-owned a 50/50 partnership with investor and industry veteran
Mirko Topalski.
Worked as the solo Unity developer on an early playable version of a
Mario Party–style board game.
Co-defined gameplay direction and key development decisions
together with the investor/producer on a 50/50 basis.

Maintained I Hacker (2017) reached 1M+ downloads on Google Play
Improved Hypnotizer (2017), which surpassed 1M+ organic
downloads and reached the Top 50 in the USA Entertainment
category during its major growth spike in October 2018.

2009 - 2013Engineer of Computer Technologies
The School of Electrical and Computer
Engineering of Applied Studies

2005 - 2009Computer Technician
Technical School "Nikola Tesla"

Belgrade

Velika Plana

 2021- 2022Game Programmer & Technical Artist
Indie Team - revenue-share 

Worked in a small team developing a Tower Defense game prototype.
Contributed to gameplay programming, technical art, and core game
design decisions, feature planning.


