
Decker

Our team developed a 3D card game w�th �ntegrat�ng a 10-page
narrat�ve through 30 cards and 3 engag�ng m�n�-games.
I created the core mechan�cs and d�rected 4 art�sts �n produc�ng and
�mplemented 50+ art assets.
We successfully p�tched the game after an 48-hour development cycle.

02/2023

Collaborated w�th a team to develop a med�eval surv�val game,
contr�but�ng to terra�n des�gn and the castle's defense aga�nst zomb�es.
An�mated player combat w�th the team �n a t�ght 48-hour t�meframe,
spark�ng future �deas.
Together, we crafted a gameplay v�deo that caught the jury's eye.
Br�efly pursued a Steam publ�sh�ng agreement w�th the team, gu�ded
by mentors and �nsp�red by our game's potent�al.

Stand Alone 01/2023

SKILLS

Un�ty HLSL

TEAM PROJECTS

YOLDAŞ ULAŞ TALAŞ
SOFTWARE ENGINEER

SPOKEN LANGUAGES

Turk�sh - Nat�ve Engl�sh - Work�ng Prof�c�ency

EXPERIENCES

Doubled company �nvolvement to �nternsh�p
programs dur�ng my t�me.
Ach�eved %75 growth �n overseas placements for
Turk�sh students.
Connected w�th 10+ major compan�es, enr�ch�ng
the global exper�ence for 50+ students.

B2B Coord�nator
AIESEC

02/2018 - 05/2020 

Istanbul/Turkey

+905376131836

yutalas@gma�l.com

We made th�s game for the Magara Game Jam '23, w�th the theme
'Myster�ous Mach�ne.' It's about a guy named Bob and h�s fun
adventures w�th a runaway ch�ld drone from another planet. The
drone can open portals and summon creatures for Bob to f�ght.
I worked w�th 3D art�sts to create a cool �ntro v�deo that expla�ns the
game's story. I also added a portal feature, so players can see where
Bob ends up when he goes through one.
Our team made the menus and two levels to complete the game.
Although we couldn't f�n�sh everyth�ng we wanted, we made a pretty
good prototype that's fun to play.

Bob 11/2023

We made th�s game for GGJ 2024 w�th the theme 'Make Me Laugh.'
We thought �t would be really fun to control a Rag Doll character.
To create our character, we got help from another art�st on a
d�fferent team. Together, we made a bone structure for the character
us�ng Conf�gurable Jo�nts. Wh�le I worked on the character, my
teammates bu�lt a level set �n a construct�on s�te f�lled w�th obstacles.
Des�gn�ng the controls was tough because we had to make sure the
character's movements were balanced to keep �ts jo�nts �ntact.
Desp�te the challenges, our team successfully f�n�shed the game. We
presented �t to the professors at B�lg� Un�vers�ty w�th a v�deo.

Where’s My Bones ? 01/2024 BlenderAWS

C# C++ Data Structures & Algor�thms

OOP

Crafted curr�culum mater�als for Electron�cs
courses.

Eng�neer�ng Intern
Üçüncü B�nyıl

11/2022 - 12/2022

Eng�neer�ng Intern

Created a W�ndows app for ALS pat�ents, us�ng
Python and PyBluez, �ntegrat�ng eye-track�ng
technology for mouse �nput, enabl�ng �nteract�on
w�th home appl�ances v�a Bluetooth.

Gözlem Yazılım
06/2021 - 09/ 2021 

Game Developer
R�ma Games

02/2023 - 07/ 2024 

Worked on 20+ games �n var�ous genres,
�nclud�ng act�on, puzzle, and adventure.
Completed more than 10 projects �ndependently,
handl�ng all aspects from des�gn to deployment.
Ga�ned exper�ence w�th C#, Un�ty, HLSL,
Blender, AWS, Od�n and Un�Task.
Collaborated w�th other developers, art�sts, and
des�gners to create h�gh-qual�ty games.

https://github.com/Rimaethon/GGJ2023
https://github.com/Rimaethon/Parma-Game-Jam-StandAlone
https://www.linkedin.com/in/yutalas/
http://yutalas.com/
https://github.com/Rimaethon
https://www.hackerrank.com/profile/yutalas
https://leetcode.com/yutalas/
https://github.com/Rimaethon/Bob
https://github.com/Rimaethon/GGJ2024


SOLO PROJECTS

Pace Maker

Created a 3D rhythm-based game, �nnovat�vely us�ng a "ghost�ng"
mechan�sm that allows players to create levels that sync w�th the�r
chosen mus�c by record�ng movements.
Des�gned a dynam�c ma�n menu UI adapt�ng to the rhythm of the
play�ng song, add�ng an extra layer to the overall exper�ence.

Insect Planet

Created an FPS game featur�ng two c�nemat�cs, custom shaders for
portals, and engag�ng part�cle effects.
I used compute shaders for a c�nemat�c scene that has over
500.000 meteors and I �mplemented a custom LOD system to
manage the GPU workload wh�le not comprom�s�ng v�sual qual�ty.
I wrote custom URP shaders �n order to manage �nstanc�ng and
exclude computat�onally expens�ve passes from render�ng.
Des�gned an open-world level w�th�n l�m�ted space, used Object
Or�ented Programm�ng for gun and character system.

Portal Pursu�t

I developed a f�rst-person 3D platformer that places the player �n a
spacesh�p under attack, fac�ng a power outage.
Crafted real-t�me portals connect�ng d�fferent parts of the scene,
and an NPC d�alogue system for �mmers�ve gameplay.
Des�gned four d�st�nct levels to prov�de a complete game
exper�ence, complete w�th challenges and an unfold�ng storyl�ne.

Reverse It

Created a 2D platformer game w�th us�ng C# and Un�ty that has one
goal of help�ng our ma�n character to go to the other s�de of the sh�p
to help h�s fr�ends.
 I used t�le palette for level des�gn and behav�or tree for AI. 
I made Celeste-l�ke dy�ng and level change trans�t�ons w�th us�ng
corout�nes.
I wrote an event manager and used OOP to wr�te an UI system that
�s modular and reusable for other projects. 

Gem Match 3

Created a match-3 game wh�ch has mult�ple booster, power up and
obstacle elements.
It has a respons�ve UI w�th mult�ple an�mat�ons for rewards and level
end�ngs  
I made a �tem database structure that �s extend�ble for add�ng new
game elements.
I created an T�lemap based level des�gn tool wh�ch user can create
levels s�mply by pa�nt�ng �n the scene.

EDUCATION

Bachelor Of Electron�cs Eng�neer�ng
Atılım Un�vers�ty, Ankara

METU Robot�cs Club

08/2018 - 06/2020

01/2023

METU CClub

08/2018 - 06/2020

ODTÜ Gastronomy Club 08/2018 - 06/2020

CERTIFICATES

Game Des�gn and Development
w�th Un�ty
M�ch�gan State Un�vers�ty

04/2023

Un�ty Jun�or Programmer
Pathway

Un�ty Technolog�es

10/2022

C# Programm�ng for Un�ty Game
Development 

Un�vers�ty Of Colorado

10/2022

VOLUNTEER

12/2019 - 02/2020

D�scover Bucharest W�th Erasmus

Spent two months �n Roman�a, work�ng da�ly
w�th 200 students across s�x classes, focus�ng
on Engl�sh language and soc�al sk�lls.
Exam�ned the effect of class s�zes on educat�on,
contr�but�ng to a broader understand�ng of
learn�ng env�ronments.
Observed educat�onal �nequal�t�es among the
Roman people, d�scover�ng s�m�lar�t�es w�th
Turkey, wh�ch deepened my understand�ng of
global educat�on �ssues.

Roman�a 

https://github.com/Rimaethon/Pace-Maker
https://github.com/Rimaethon/Insect-Planet
https://github.com/Rimaethon/Portal-Pursuit
https://github.com/Rimaethon/Reverse-It
https://github.com/Rimaethon/Gem-Match3
https://coursera.org/share/a0adf63cdb094f3d6ed653d3d4776da9
https://coursera.org/share/a0adf63cdb094f3d6ed653d3d4776da9
https://www.credly.com/badges/bf20006e-db6e-4d19-a3ff-a5084adbaae5/public_url
https://www.credly.com/badges/bf20006e-db6e-4d19-a3ff-a5084adbaae5/public_url
https://www.coursera.org/account/accomplishments/specialization/certificate/8SLE9X3PWD98
https://www.coursera.org/account/accomplishments/specialization/certificate/8SLE9X3PWD98
https://www.coursera.org/account/accomplishments/specialization/certificate/8SLE9X3PWD98

