
Lucas Conti
Senior Unity Developer

lucas.leonardo.conti@gmail.com
+54 9 11 2829-9387 (WhatsApp) | Argentina

deadlysmile.netlify.app | linkedin.com/in/lucasconti
github.com/deadlysmiletm | deadlysmile.itch.io

7 years
Shipping Unity games professionally · learning Godot and Unreal

6 platforms
Steam, Meta XR, Android & Android XR, PICO XR, WebGL.

Generalist programmer. I work across gameplay, UI, AI, character controllers, camera systems, internal development tools and
core systems architecture. Experience with multiplayer and XR projects, and leading teams on platform ports.

SKILLS

CORE Unity C# Clean Architecture OpenXR SDK Meta XR SDK Memory & Load Optimization Profiling

Multithreading AI-Assisted Development

GAMEPLAY Gameplay Systems Character Controllers Camera Systems UI

AI Behaviour Trees FSM Pathfinding Local LLM Integration

NETWORKING &
BACKEND

Photon Quantum 3 (ECS) Fish-Networking .NET TypeScript Node.js MySQL Redis Python

LIBRARIES &
FRAMEWORKS

Addressables UI Toolkit (UIElements) Unity Editor GUI Unity Jobs UniRx UniTask glTFast Atoms

Git

EXPERIENCE

Eggscape Entertainment Inc.
Senior Unity Developer · Port Lead (PICO & Steam) — EGGSCAPE

May 2023 – Jul 2026
Argentina — On-site, later hybrid

Added and improved features across gameplay, UI and world building on the Meta Quest release. Main developer of the
camera system, the modular world-builder base systems, and the spatial anchors for the location-based edition shown at
GDC 2024.
Port Lead for the PICO and Steam releases in a two-dev team, also supporting the Android XR adaptation. Handled
Steamworks integration and took PICO through submission, optimization and approval.
Adapted EGGSCAPE into a third-person PC shooter for Steam in eight weeks on the same codebase, centred on the
shooting combat. Enhanced graphics and UI, reworked gameplay, added quality-of-life fixes and closed bugs open in the XR
version.
Led a small team through the months-long migration from Fish-Networking to Photon Quantum 3, while maintaining the
C# backend of a live early-access build.
Implemented the full Addressables workflow with an entity and view split for Photon Quantum 3, where the simulation
spawns viewless entities that load their views on demand and wire them through a config parser. Cut build size and load
time.
Developed debug and testing tools, and an in-editor release pipeline for config swap, Addressables, builds, upload and
Discord notifications.

Patch Notes UG
Unity Developer — Oprør

Jul 2020 – Mar 2023
Germany — Remote

One of two programmers on the Unity client, on a server-authoritative game with all logic on the backend. Built the UI and
the player interactions that drive gameplay, consuming server ticks with reactive programming in UniRx.
Integrated a glTF loader for the 3D models delivered by the backend.
Built an editor tool where designers configured units, attributes, animations and animation effects, exporting to YAML that
the backend served back to the game. Made small changes to the Rust backend to consume it.

Freelance
Game Developer

2019 – 2020
Argentina — Remote

Early freelance work on small projects. Ported an iOS 2D tower-defense game from source code (Swift) and fragmented
documentation to Android in Unity, built an Android 3D clicker, and worked on an Unreal Engine 3 (UDK) game.

EDUCATION & LANGUAGES

Da Vinci Multimedia Art School
Virtual Simulators Designer &
Programmer
2016 – 2019 · 3 of 4 years completed.

Universidad de Buenos Aires
Image & Sound Design
2013 – 2015 · Not completed.

Languages
Spanish — native
English — professional
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