
 Name: Boudewijn Gerhart Witteveen       

Address: Soest, the Netherlands 

 

        linkedin.com/in/boudewijn-witteveen 

📧 boudewijn@boudewijnwitteveen.com 

🌐 boudewijnwitteveen.com  

----------------------------------------------------------------------------------------------- 
Gameplay programmer who has recently graduated at Breda University of Applied Sciences, with a focus 

on immersive VR and MR projects. I’m passionate about crafting engaging player experiences and bring a 

hands-on, adaptable and collaborative mindset to every project I work on. I approach challenges with 

enthusiasm and excitement on the projects I’m involved in, not backing down from challenging work and 

actively collaborating with other departments on features that require strong communication.  

----------------------------------------------------------------------------------------------- 

Jobs:       
Sept 2024-June 2025: Gameplay Programmer Intern at Cyborn in Antwerp, Belgium: 

• Contributed to the release on the Meta Quest 3, mayor patches and ports to SteamVR, Pico and 

PSVR 2 for Wall Town Wonders, a title released on those platforms. 

• Refactored the Lizard character from prototype to the final version for release and developed 3 

of the 4 minigames related to the lizard. 

• Integrated support for multiple VR controllers and headset types (Index, Vive, Meta), including 

proper controller offsets and button layout for each individual controller type. 

• Involved with the QA pipeline for Wall Town Wonders, bug fixes and quality of life features 

May 2020-Present: ICT Support Student at Student Aan Huis in the Utrecht, Netherlands region: 

• Gained experience on teaching individuals from all kinds of backgrounds and age, understanding 

what help they might need and assist with that need through different methods depending on 

the situation at hand 

Feb 2019-Dec 2021: Multimedia Developer at Infosequre (formerly BeOne Development) in  

           Hilversum: 

• Support development on Infosequre Awareness VR Experience 

• Ported game to Pico VR headset and the cyber truck experience 

• Onboarding international team onto the code base 

• Supervised intern developer at Eworks (child company of Infosequre) 

Sept 2018-Feb 2019: Programmer Intern at BeOne Development (now Infosequre) in Hilversum: 

• Main developer on the BeOne Awareness VR Experience (rebranded to Infosequre) 

• Released demo to Google Play and Apple App Store 

• Researched different solutions to store user data using Firebase and implemented base system 

for player interactions with puzzles and quizzes 

Jan 2018-July 2018: Programmer Intern at ImproVive in Amersfoort 

• Helped with design concept and developed core gameplay loop for Hide and Freeze 

• Migrated networking system from Unity Multiplayer Network to Photon Engine 

---------------------------------------------------------------------------------------------- 
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Educations:       
2020-2025: Programming course in Games at HBO level - Breda University of Applied Sciences 

• HBO Bachelor of Science Certificate Game Technologies 

2019-2020: Hogeschool Utrecht. Study Course HBO-ICT Technische Informatica  

2015-2019: Study Course Game Development at MBO level – Grafisch Lyceum Utrecht 

• MBO Game Development Certificate 

• Anglia International Proficiency Certificate (English C1) 

----------------------------------------------------------------------------------------------- 

Qualifications:           
Languages:   Language: Spoken: Written: 

   Dutch  Native  Native 

    English  Fluent  Fluent 

   German Limited  Beginner 

------------------------------------------------------------------------------------------------------------------------------------------ 

Game Engines:   Unreal Engine 4 + 5 Unity3D Game Maker Studio   

Scripting Languages:  C++ C# Python         GML JavaScript PHP   

Source Control Experiences: Git Plastic         Perforce       

Game Design Experience: Interaction Design Rapid Prototyping Tech Design   

Soft Skills:   Scrum     Kanban     S-O-L-I-D     Communication     Teamwork     

   Design Thinking     Prototyping       

Other Experiences:   Adobe Photoshop, Illustrator Autodesk Maya     Cinema4D 
   Sony Vegas Pro         

----------------------------------------------------------------------------------------------

Interest/Hobbies: 
Sept 2018-Oct 2024: Volunteer as Scouting Leader at Waterscouting Paltz en Eemgeuzen in Soest  

• Led weekly activities for the "Dolfijnen" group (ages 7-12) from 2018-2021 and for the 

"Verkenners" group (ages 12-16) from 2021-2024, including planning and coordination. 

• Coordinated logistics and construction/dismantling during the Kings Day ‘Oranje Vrijmarkt’ for 

Kings Day for 2022 and 2023. 

• Planned and executed summer camps for my group, which making and executing a planning, 

managing transport and supply management. 

August 2024: Volunteer (and later on paid) as host for Skydance Behemoth at Gamescom 2024: 

• Hosted the Behemoth demo, guiding players through the experience, providing help and 

resetting the demo booths between sessions. 

August 2019: Volunteer as host at Improve booth in business area of Gamescom 2019 

• Represented the studio together with the team by promoting the booth and guiding players 

through the Hide and Freeze VR multiplayer demo, including participating in sessions as needed. 


