
My tasks involved working on world-generation systems and 
gameplay mechanics for an unreleased hex-based strategy game 
developed in Unity.

During the internship I’ve had my first taste of proper Unity C# 
development (outside of game jams) and managed to learn a lot about 
working with the engine and collaborating with other developers.

I was charged with co-handling PR-related work along with one other 
team member. My tasks involved the game’s public appearance - that 
included taking care of the official Twitter and Facebook accounts, 
replying to player e-mails and comments on forums / Greenlight page.

A large portion of my work also went into preparing the game’s 
successful Kickstarter campaign - page layout, reward planning, 
updates during the campaign and more.

I was involved with creating the original, prototype version of 
SUPERHOT during the 2013’s 7DFPS Game Jam (7 Day First Person 
Shooter). Afterwards I stayed on the team for a year developing 
various game systems used for handling weapons, text overlay, and 
other small mechanics and graphical effects.

My work also involved developing in-editor extension tools for 
speeding up design work (waypoint setup, text overlay companion).

During my 11 week long internship period I was tasked with improving 
the performance of Unity’s game profiler, working with my mentors on 
engineering a multithreaded, buffered system for recording profiler 
samples, reducing sampling overhead, implementing asynchronous 
data transmission and refactoring existing code.

The internship was arranged through the Erasmus international 
internship programme.
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