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ABOUT

I'm a C++ programmer, with a
primary focus on game engine
development.

| enjoy solving problems and
learning about new concepts. | aim
to write well-structured code that is
robust, clean and reusable.

I've worked effectively in several
teams, occasionally assuming lead
roles to ensure good
communication. | also work
effectively on my own, as I've
worked on many personal projects.
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OTHER SKILLS

| Collaboration || Communication |

I Debugging and Testing |

LANGUAGES

Dutch
English

Native

Fluent
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WORK EXPERIENCE

Sep 2024 - Jun 2025

Windows (Steam, EGS)

The Last of Us Part Il (PC)
Nixxes Software
Systems Programmer Intern

The Last of Us Part Il is a third-person action-adventure game following
Ellie and Abby through a post-apocalyptic world, now available on PC and playable
with mouse and keyboard.

My contributions to the PC port included reworking the Weapon HUD for

improved mouse-and-keyboard support (including two distinct selection systems
that account for all accessibility options), reviewing and updating all control
schemes to enhance mouse-and-keyboard support, and fixing numerous gameplay
and engine bugs leading up to and following the release.

I also contributed to the development of the new Chronological gamemode, which
was introduced in Patch 1.5 for PC. This included work on gameplay logic as well as
engine functionality.

Sep 2023 - Jul 2024

Windows (Steam), PS5
Team Size: 13
On the Bubble is a monkey-ball-inspired game developed for

Windows and PS5, built on a custom game engine created during our third year at
Breda University of Applied Sciences. Key features of the engine include a custom
raytracer, a custom physics engine and a custom level editor.

On the Bubble

Breda University of Applied Sciences
Lead Engine Programmer, Custom Engine Project

My contributions included implementing the core game object system, which
serves as the foundation for all in-game entities, and developing level management
systems that support multithreaded loading, unloading, and level transitions. | also
created an easy-to-use serialization and deserialization system, using a single
function to handle (unique) variable serialization and file I/0 across both platforms.

As the lead engine programmer, | also contributed to the engine’s overall design
and helped maintain good communication between different parts of the team,
such as graphics and gameplay programmers.

LAGGED

Personal Project
Custom Engine Project

Aug 2023 - Present

Windows (GitHub)

LAGGED (stands for Learning About Graphics and Game Engine Development) is a
personal project where | work on creating a general-use engine. Some of the
features include a custom ECS implementation using Archetype architecture, a
work-in-progress reflection system, editor tools like an entity editor, terrain
generation using Perlin noise and graphics using OpenGL.

EDUCATION

Sep 2021 - Jul 2025

Bachelor of Science (BSc)

Breda University of Applied Sciences
Creative Media and Game Development
Graduated Cum Laude

GPA: 3.93/4.0, Average: 8.8/10.0

At the Breda University of Applied Sciences, | studied the Programming discipline, where |

focused on game engine development and worked on several large team projects. |
completed my final year with a year-long internship at Nixxes Software.
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