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Two commercially shipped mobile titles. One live on two stores, one
shipped solo.

S H I P P E D

Stepland · Godot · iOS + Android · live on Google Play and the App Store
Somni Game Studios. 128 files in the shipped game are mine, and 7 of its 16
services.
Dungeon Heroes · Unity · Android · closed testing on Google Play
Solo: design, code, art, UI, release. ~20,100 lines of C#.
Degen Crawler · C# · browser · degendungeons.com
Gameplay programmer. ~20 relics and the Seashore biome.

E X P E R I E N C E

Somni Game Studios · Technical Designer & Gameplay Programmer
2025 – 2026 · Barcelona, remote · core programming trio in a larger team

Replaced a Health Connect dependency with an in-house Android
pedometer plugin.
Wrote it in Kotlin, a language I had not used, in a week. 211 of its 212 lines.
Designed and built the two-tier task economy: staged rewards, currency
placement.
Built the exploration feature greenfield. 87% of it mine, 16 unit tests.
Drove the tutorial rebuild: 82 declarative steps, ~76% of it, for the 4YFN
showcase.
Owned app boot, cloud sync, remote config and the streaks retention
feature.
Demoed on stand at Gamescom, Godot Fest, BCN Game Fest and 4YFN.

Purple Pwny Studios · Gameplay Programmer
2023 – 2024 · remote, US studio

Designed and implemented ~20 relics from a name and an icon. The
mechanic was mine.
Extended the engine where it could not support them: shop pricing,
currency actions.
Authored the Seashore biome: six enemies, its boss ability, the Tenderize
effect.
Built the balance agent under Monte Carlo simulation. Hand-authored
rules, not ML.
Built the Degen Drafts Unity client end to end, ~86% of it.

Freelance · Pixel art and contract development
2024 – 2025

P R O J E C T

Dungeon Heroes · solo
102 abilities on a cycling four-slot card system, resolved through a staged
damage pipeline.
Live ops integrated: cloud save, leaderboards, analytics, push, ads, IAP.
Versioned saves.
Built the multi-agent pipeline that generates the game's UI screens.

Case studies and playable build at danimelich.com

E N G I N E S

Proficient C# · Unity · Godot ·
GDScript
Working Kotlin · Python · Git
Platforms Android · iOS

G A M E P L AY

Real-time combat · ability and
card systems · state machines ·
damage pipelines · save-schema
migration

L I V E  O P S  &  F 2 P

Cloud save · cloud sync · server-
driven remote config ·
leaderboards · push · analytics ·
rewarded video · IAP integration ·
store compliance

E C O N O M Y

Sources and sinks · premium-
currency placement · daily and
progress task economies · FTUE
retention · balance tuning

A L S O

Grandmaster in Teamfight Tactics,
EU. Where the balance agent
came from.

Commissioned pixel art. Why
shipping solo was possible.
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