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Skills
e TypeScript | Three.js | Client-Server Networking | Claude Code
Experience
SPARQ Enterprises Dubai, UAE  07/2025 - 01/2026
Engine Programmer (remote)

e Responsible for the integration of the PhysX physics engine and networking.

Mod Studio Inc. Vancouver, Canada 01/2024 - 06/2025
Engine Programmer (remote)

e Responsible for the design and development of a 3D renderer for the Moddio game engine using TypeScript and
e Integrated the Rapier physics engine and improved networking performance for a smoother gameplay experience.

Sweco Rotterdam, NL  02/2023 - 11/2023
Software Engineer, Intern

e Responsible for the design and development of 3D visualization browser software visualizing outdoor spaces allowing municipalities to
view their 3D data using TypeScript, Three.js and OpenlLayers.

Philips Drachten, NL  12/2021 - 06/2022
Software Engineer, Intern

e Responsible for the design and development of 3D digital twin industrial robotics software allowing engineers to operate industrial
robots without specialized training using Godot and Python.

e Improved engineering output, saved costs and increased safety.

e Hands-on experience operating and debugging industrial robots and assisted in the tool (end effector) design process.

Software Engineer Yobbers Leeuwarden, NL  09/2019 - 04/2021

e Responsible for the design, development and integration of a real-time chat application connecting companies to the recruitment
team allowing for faster candidate placement and increasing revenue using Ruby on Rails.

e Implemented features improving the Yobbers and marketing platforms’ user-experience increasing user and employee satisfaction.

e Drastically increased page load speeds and improved Google performance score from 56% to 94%.

e Reported directly to Co-Founder and CEO.

e Continuous integration/deployment pipeline integration, pull requests, code reviews, load/stress testing, unit/integration/e2e testing.

Front-end Developer, Intern Friks Leeuwarden, NL  01/2015 - 06/2015
e Developing pixel perfect Wordpress websites based on the clients’ needs using WordPress.

Front-end Developer, Intern FC-Sprint? Leeuwarden, NL  01/2014 - 06/2014
e Converting Flash practice exams into modern websites in preparation for the Flash Player end of life using JavaScript.
Education

Bachelor of Science NHL Stenden University Leeuwarden, NL 11/2023

e Computer Science

Projects

e 4 Mechacraft: Vehicle building web game, released on CrazyGames (TypeScript, Three.js, Rapier.js) (2026)

o |4 Everwilds: MMORPG prototype inspired by World of Warcraft (TypeScript, Three.js) (2025)

e 4 Terrain Renderer: LOD terrain algorithm (CDLOD) research paper implementation (TypeScript, Three.js) (2024)

e & Solid Geometry Capping: Clipping and capping solid triangle meshes research paper implementation (TypeScript, Three.js) (2024)
e ™ Game Prototypes: Small game prototypes to support the open-source Godot community (Godot, Linear Algebra) (2022)

e (@ 8-Bit Computer: Built a Turing-complete 8-bit computer (Hardware) (2021)

° Spatial Partitioning: Octree demo developed after learning about octrees to optimize an O(n?) algorithm (JavaScript) (2019)

e </ 3D Space Browser Demo: Beginnings of a 3D space game with ECS architecture and custom physics (JavaScript, Three.js) (2017)
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