Christopher E. Moore
84894 Hood Rd.
Milton-Freewater, WA 97862
Phone: +1 503 724 3341
Fax: +1 503 334 4717
christopher.e.moore@gmail.com
http://christopheremoore.net/
Technical Skills
Languages: C++, C, C#, Lua, GLSL, Java, Javascript, Python, BASIC
APIs: OpenGL, SDL, OpenCV, OpenAL
Applications: Visual Studio, XCode, Blender, Adobe Photoshop, GIMP, MatLab, Octave, Maxima, Halcon
Build / Revision Software: SVN, CVS, Perforce, Make, Ant
Operating Systems: Windows XP, Mac OS X, Linux, Ubuntu
Experience Areas
Rendering: Volume Rendering, Realtime Radiosity, Isosurfaces, Vector Fields, Quaternion Splines
Spatial Algorithms: BSP Tree, Quadtree, PVS
Level of Detail: Model LOD, Landscape LOD, Terrain Clipmapping
Simulation: Rigid Body Physics, Cloth, Fluid, Image Flow
Game Engines: Half-Life 2, Half-Life, Second Life, Quake 3, Quake 2, Quake, Doom
Mathematics: Attraction Basins, Stability Conditions, Iterated Function Sets, L-Systems, Gravitation Theories
Artificial Intelligence: Genetic Algorithms, Spacetime Constraints, Texture Synthesis, BOIDs Flocking Behavior, Back-Propagation and Recurrent Neural Networks
GPGPU Algorithms: Fluid Simulation, Radiosity, Volume Rendering, Neural Networks, Flame Fractal, Image Flow
Work Experience
OTOY, Inc.
Software Engineer
November 2010 - May 2011
Fulfilled the work behind US patent application 20110126190, particularly the launch-from-memory technology.  Developed login website.  Performed various other miscellaneous jobs.
http://www.otoy.com
Victoria Machine Vision
Melbourne, VIC, Australia
Project Engineer
February 2010 - July 2010
Implemented object recognition and computer vision algorithms for the purpose of product quality control.  Made use of APIs such as OpenCV, Halcon, and Lua.  Worked with a small team that implemented hardware on-site at several locations.
http://www.vmv.com.au
Rogue Wave Software
Corvallis, OR, USA
Software Programmer II
June 2008 - July 2009
Contributed to the research and development of an auto-parallelizing code translator, “Gazelle.” The translator was capable of generating vendor-specific code for multi-core CPUs or GPUs. Vendor-specific code included Brook, CUDA, and OpenMP. Also worked on a service-oriented architecture product, “Hydra,” a cross-platform framework for C++ and Java. Tasks included performance testing, build system maintenance, and QA work.
http://www.roguewave.com/products/hydra
National Aeronautics and Space Administration
Cape Canaveral, FL, USA
C++ Programmer / Modeler
June 2007 - August 2007
Worked on the Simulation and Analysis of Launch Teams (SALT) project. Researched possible 3D engines to implement a C++ launch simulation application within. Engines included Second Life and the Torque Game Engine. Researched and implemented various languages to use for sequence scripting and for socket-based communication.
Northwest Alliance for Computational Science and Engineering
Corvallis, OR, USA
Java3D Visualization Programmer
June 2002 - June 2004
Main programmer of an interactive visualization application for remote scientists to experience and explore the OSU Hinsdale Wave Research Lab facility.  The Hinsdale Wave Lab was the largest tsunami simulator in the world.  A 30-second clip of this application was shown on the jumbotron at a home OSU football game to an audience of several thousand.  The application was also shown on a History channel segment entitled, "Nature Tech: Tsunamis," on July 8th, 2003. 
http://nees.oregonstate.edu/virtual/
Web Application Programmer
January 2005 - June 2006
Collaborated on a GIS interface to a PostgreSQL database for the US Forest Service.  Designed the AJAX-driven web-based client with functionality similar to Google Maps.
http://gis.nacse.org/lichenair/
Education
Oregon State University
Corvallis, OR, USA
Graduation December 11, 2009
Masters of Science in Computer Science, option in Computer Graphics
Laurel Scholarship
Thesis Topic: A Recurrent Neural Network Implementation Using the Graphics Processing Unit
Graduated June 18, 2006
Bachelor of Science in Computer Science
Bachelor of Science in Mathematics
La Trobe University
Melbourne, VIC, AU
Study Abroad
Summer of 2004
Personal Interests
Photography.  Philosophy.  Writing short stories and poetry.  Playing guitar and singing.  Creating fractal artwork.  Studying and implementing visualization and simulation algorithms.  Designing and programming retro video games.

