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	NG Chu Ming  (Huang Zu Ming) 
黄祖铭 
Software Development Engineer
Autodesk Inc.
Webpage : http://www.rendezvouswithdestiny.net/bio.html


I. Personal Information

	Permanent Address
	BLK 710 Bedok Reservoir Road #07-3116 Singapore (470710)

Republic of Singapore

	Contact Information
	Tel: +65-62431821 (Home)
+65-97908706 (Mobile)

	
	Email:
ngchumin@comp.nus.edu.sg 

	Marital Status
	Single

	Ethnicity
	Singaporean Chinese

	Nationality
	Singapore Citizen

	Place of birth
	Singapore

	Date of Birth
	19 August 1978


II. Objective

Looking for a challenging career in research & development in Computer Graphics or application development in related areas in a dynamic and progressive organization with a global perspective. It has always been my dream to work in the domain of real-time Computer Graphics or related fields, ever since I was inspired when I saw the real-time graphics demo 2nd Reality by Future Crew many years back. 

Note: I’m not yet another of those jumping on the media bandwagon after EDB began funding the media industry but rather I have been actively pursuing my interests in graphics since college. Back then when I was learning CG on my own the media industry was practically non-existent.
III. Education 
	1.
	July 2003 – Dec 2005
	The National University of Singapore
            

Master of Science (Computer Science) by Research  
School of Computing. (To be conferred in July 2006)

	2.
	Jul 1999 – May 2003
	The National University of Singapore
            

Bachelor of Engineering (Computer Engineering) with 
Department of Electrical and Computer Engineering &

School of Computing. (2nd Upper Honours)

	3.
	Jan 1995 – Dec 1996
	Nanyang  Junior College

Cambridge General Certificate of Education (GCE) Advanced Level. 
Subjects :

· C Maths, Further Maths, Physics (Distinctions)
· Computing (B)

	4.
	Jan 1991 – Dec 1994
	Victoria School
Cambridge General Certificate of Education (GCE) Ordinary Level


IV. Computer Graphics Publications

Chu-Ming Ng, Tiow-Seng Tan, Joseph Lim, Yenn-Jin Ho, Wai-Heng Lai,

Growing Non-Regular Architectural Forms. (Draft in preparation and review in graphics conference, May 2006) 
See http://www.rendezvouswithdestiny.net/arch/Project%20Synopsis.htm for some preliminary info.
Chu-Ming Ng, Cam-Thach Nguyen, Dinh-Nguyen Tran, Shin-We Yeow, Tiow-Seng Tan, Analyzing Prefetching in Large-Scale Visual Simulation, Proceedings of The Computer Graphics International 2005, 22-24 June, Stony Brook, New York, USA, pp. 100--107.
Chu-Ming Ng, Cam-Thach Nguyen, Dinh-Nguyen Tran, Shin-We Yeow, Tiow-Seng Tan, Analyzing Prefetching in Large-Scale Visual Simulation (Invited Poster), ACM SIGGRAPH 2005 Symposium on Interactive 3D Graphics and Games

Chu-Ming Ng, Cam-Thach Nguyen, Dinh-Nguyen Tran, Shin-We Yeow, Tiow-Seng Tan, Prefetching in Visual Simulation (Poster), Proceedings of IEEE Visualization 2003
Interesting Fact : My Erdös Number is 4. (Paul Erdos->Aronov Boris->Herbert Edelsbrunner->Tiow-Seng Tan-> Chu-Ming Ng)
V. Research and Work Experience

	1.
	Feb 06 - Present
	Software Development Engineer (Autodesk Inc. )
A member of the development team for the engineering data management product Autodesk Productstream/Vault, which is an integral component that ships with the major product lines of AutoCAD, AutoCAD Mechanical, AutoCAD Electrical and Autodesk Inventor. 

	2.
	Jan 04 – Dec 05
	NUS Research Staff 

Conducted graphics research under NUS Research Assistantship in the area of architectural form generation using algorithmic techniques. Implemented interactive system for rapid prototyping of building forms using novel data structures and algorithms.

	3.
	Jan – Jun 2002
	Gelement.com

Research into the development of large scale data management and prefetching methods for out-of-core terrain visualization.


VI. Professional Courses
	1.
	April 2006
	Software Project Planning and Management offered by The Process Group. 
· Developing a Work Breakdown Structure (WBS)
· Developing Estimates using Wide Band Delphi Process
· Determining Risks and Setting Priorities
· Creating a Project Schedule and Reviewing Project Commitments


VII. Relevant Coursework
	Artificial Intelligence
Analogue and Digital Electronics

Database Systems

Design/Analysis of Algorithms

Discrete Mathematics

Electrical Circuits

	Computer Networking

Computer Organization

Design of Digital Systems

Microprocessor Technology

Computational Geometry
Combinatorial and Graph Algorithms
	Operating Systems

Real-time Embedded Systems

Computer Vision
Performance Analysis of Computer Systems

Communications

Image Processing


VIII. Relevant Skills

1. Interest in algorithm design and coding for Competitive Programming.



This involves solving problem sets from the annual ACM-ICPC International Collegiate Programming Contest. A list of the problem sets can be found at http://acm.uva.es/problemset. See the following web address for my set of solutions to some of the problems: http://www.comp.nus.edu.sg/~ngchumin/Online%20Judge/
2. Demo coding and the Demo Scene.

“Demos are executable programs which produce, in real time, engaging computer graphics and music. Programming, Art, and music Composition skills are stressed. Demos are similar in some ways (but are not equivalent) to music videos or short films.” See http://www.scheib.net/play/demos/what/hugi/index.html for a short introduction of the demo scene.
My passion for Computer Graphics began many years back in my college days when I happened to chance upon the PC demo “2nd  Reality” by Future Crew, which was listed by Slashdot.org as Top 10 Hacks of all time. Since then I spent quite a large part of my time (about 8 yrs beginning from ’97) on learning about realtime graphics programming and coding various effects that were popularly used in various demos back then. Since graphics accelerators were non-existent during that time, everything has to be from the ground up. Major work includes a 3d software engine coded from the ground up without the use of  hardware acceleration and API libraries, since these are practically non-existent back then in 1997. The 3D engine features software guoraud shading with software Z-buffering. Other misc. routines are also implemented such as bresemham’s line routines in C with hand optimized inline assembly. I have also coded a bunch of other old school demo effects such as fire, water ripples, lens effect, particle morph and motion blur using palette rotation.
Hence I have a good familiarity with the graphics pipeline and a good grasp of fundamental issues and optimization aspects of coding realtime graphics. Most codes were developed in C with inline Assembly and I am able to appreciate how handcoded assembly instructions can outperform compiler generated codes. A portfolio of various 3d and 2d effects is available on request. Thru my university days and in graduate school I continue to take an interest in graphics and later on computational geometry when I was in graduate school.
3. Language Proficiency and API Knowledge
I am fluent in C, C++ (ard 7 yrs coding exp since Junior College), Assembly and also C with inline Assembly, since those are the predominantly used languages in demo coding. Other languages known include Java and Perl as well as application development using MFC.
Practical Experience with Opengl, Nvidia Cg Shaders, CGAL(Computational Geometry Algorithms Library) in both Windows and Linux Platform.

Experience also with multithreaded application programming used for multithreaded data prefetch in terrain rendering system used in conference paper.
4. Collaboration work with Dept of Architecture NUS. 


My Masters thesis (manuscript for this work is pending publication) was on a collaboration project with the Dept. of Architecture in NUS on the topic of automatic generation of building forms. This research features the use of Nvidia fragment and vertex shaders for intelligent architectural form computation as well as an interactive user interface for form manipulation. It also presents novel data structures and algorithms for form generation. Through this collaboration, it has widened my perspective on the use of computer graphics techniques in cross discipline projects. 
5. Skill set summary.
C, C++, Assembly (and also C with inline Assembly), Java, Perl, Opengl, Glut(GL Utility Toolkit), Nvidia Cg Shaders, CGAL (Computational Geometry Algorithms Library) in both Windows and Linux Platform, Linux development environment (gcc, emacs, vim), MFC programming, Bash Shell scripting, 3ds MaxScript, Win32 threading. 
Familiar with C++ coding standards outlined in classics books (“Effective/ More Effective C++” by Scott Myers) as well as software architecture principles from the book on “Design Patterns”. These are advocated Autodesk-wide and weekly discussions/presentations are held on topics covered in these texts.
IX. Project Experience
1. Analogue Electronics




[Supervisor: AP Teo Kie Leong, ECE Dept., NUS]
Designed and implemented an audio amplifier. An original design comprising a 5 channel surround sound decoder with stereo separation control circuitry and 4-way input mixer was implemented in hardware. Nominated for “Best Audio Amplifier” award.

2. Software Project (FYP): Terrain Walkthrough


[Supervisors: Dr Tan Tiow Seng, Dr Teh Hung Chuan, SoC, NUS]
Implemented a variant of a real-time continuous level-of-detail algorithm (based on ROAM) for interactive terrain walkthrough that supports view dependent refinement and simplification of terrain meshes during runtime.
3. B.Eng Dissertation (HYP) : An Adaptive Pre-fetch Algorithm for Out-of-Core Visual 
         Simulation



[Supervisors: Dr Tan Tiow Seng, SoC, NUS / Dr Ong Sim Heng, ECE, NUS]



Developed formalism for the analysis of the prefetch problem in out-of-core visual 

simulation. Implemented an adaptive prefetch algorithm for large scale walkthroughs that dynamically adapts prefetch requests to the density of data in the vicinity of the viewer while ensuring low page fault rates. The performance of the prefetch algorithm is supported by theoretical results derived from the formalism proposed. Results from this work was subsequently presented in a paper in the proceedings of the Computer Graphics International 2005.

4. CS5237 Computational Geometry and It’s Applications (Project) : 
Surface Reconstruction from Point Clouds.
This project investigated surface reconstruction from point clouds and implemented an adapted reconstruction method based on the algorithm by Amenta et al. listed below.
Nina Amenta, Marsahll Bern and Manolis Kamvysselis. A new Voronoi-based surface reconstruction algorithm, Siggraph '98, pages 415-421 (1998).
   5. 64-Bit Porting of Autodesk Vault codebase.
Responsible for the porting effort of the Vault codebase to the 64-bit Windows OS (x64) on the Amd64 hardware platform. The porting effort involves major planning and colloboration with Autodesk-wide dev-teams due to the dependencies between each of the Autodesk suite of products and Vault, as well as Vault’s dependency on other Thirdparty utils.

Major issues include:

· Handling the mixed codebase of C++, managed C++ and C# code and the implications and issues when moving to the 64-bit platform. 

· Resolving issues concerning the use of P/Invoke in C# and its implications on 64-bit migration.
· Use of polymorphic datatypes in Win64 API in porting effort.

· Maintaining one single codestream that cross-compiles to Win32 and Win64 target platforms.

· Understanding, identifying, resolving the following throughout the entire codebase, 

· Size of primitive data types between 32-bit and 64-bit platform

· Pointer truncation and sign extension issues on various datatypes

· Indentifying and fixing C++ struct packing issues

· Converting existing inline Assembly language routines to C++ equivalent since Win64 no longer support inline asm.

· Dll dependencies – 64-bit processes cannot load 32-bit dlls and vice versa
· Enforcing typesafe C# code.

X. Scholarships

	1.
	July 2003
	NUS Research Scholarship 

	2.
	Jan 2004
	NUS Research Assistantship


XI. Participation in Extra-Curricular Activities

A. Appointments
	1.
	Jul 2000  
	NUS Wushu Sub-Club
Treasurer

	2.
	Jul 1999– Jul 2003
	Nus Wushu Sub-Club
Member
National Wushu Competition 99/00

Team Event (Gold)

National Wushu Competition 02/03

Team Event (5th)

	3.
	April 2000
	NUS Team(3) in Computron Quiz 2000

	4.
	Jan 1995 – Dec 1996
	Nanyang JC Pugilistic Society.


	5.
	September 1995 
	Represented college in National Software Competition.

	6.
	September 1995
	Represented college in Hewlett-Packard Technology Quiz organised by NUS/NTU

	7.
	August  1995
	Represented college in Computron Quiz ’95 organised by NUS.

	8.
	Jan 1991 – Dec 1994
	Victoria School Table Tennis Team

Represented School and attained Silver and 4th Placing at Zone Level Team competitions.


XII. National Service

Served with the Singapore Armed Forces, 1st Commando Battalion from Jan ’97 – May ’99. 
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