Wel Li

201 Windsong Cir. East Brunswick, NJ, 08816

Tel: 516-607-1268(cell), 631-632-8427 (work)

Email: liwel @cs.sunysb.edu

Web: http://mmwv.cs.sunysh.edu/~liwei

Objective

Seeking full-time position or internship as Software Architect/Engineer,
preferably in the fields related to computer graphics and visualization.

Summary

Extensive experience in software development using various programming languages and APIs,
especialy proficient in C++ and OpenGL. Innovated numerous acceleration techniques using
GPU for graphics and non-graphics applications. Published 20+ papers in prestigious journals
and conferences.

Education
e PhD in Computer Science, Expected Dec. 2003 Stony Brook University, New Y ork
e MSin Computer Science, May 2000 Stony Brook University, New Y ork
e MSin Electrical Engineering, May 1995 Xi'an Jiaotong University, China
e BSin Electrical Engineering, May 1992 Xi'an Jiaotong University, China
Resear ch and Work Experiences
Stony Brook University, Computer Science Department 9/98-present

Research Assistant, Teaching Assistant
e PhD Thesis: Accelerating Simulation and Visualization on Graphics Hardware
e Innovated several approaches to accelerate texture based volume rendering.
e Worked on physics-based simulation of natural phenomenon accelerated by graphics
hardware.
e Developed Win-Volvis 3.0, a comprehensive Volume Visudization Package for Windows.
Long Island Software Award (LISA) 2000 nominee.
¢ Developed Cost Effective Virtual Colonoscopy on a PC. Long Island Software Award (L1SA)
2000 winner.
Siemens Corporate Research. (Princeton, NJ) 6/03-9/03
Summer Intern
e Developed the visuaization modules for two medical imaging products.
Viatronix, Inc. (Stony Brook, NY) 5/00-1/02
Senior Intern
e Worked as architect and main developer of V3D-Calcium Scoring and V3D-Explorer.
Invented techniques to accelerate texture-based volume rendering (Patent pending).
e Participated in the development of V3D-Colon, a technology transfer of the research work on
virtual colonoscopy from Stony Brook University.
Stellar Services (New York, NY) 5/99-5/01
Consultant
e Designed and developed the Manpower Management System for Bristol-Myers Squibb
Company, used for manpower data visualization and projection for drug testing.
¢ Y 2K migration of the Voucher Payment System of the Department of Transportation of New



York City.
e Development and maintenance of the Aviation Tenant Alteration Management System of the
Port Authority of New Y ork and New Jersey.
eCommerce Technology, Inc. (Cupertino, CA) 5/98-9/98
Summer Intern
e Initiated and developed Photo3DPlayer 1.0, an ActiveX plug-in to display 3D object
photorealisticly using image-based rendering. It is the ancestor of Net3D Player 2.0 of
eCommerce Technology, Inc.
Buton Information Inc (Xi'an, China) 7/95-9/97
Programmer
¢ Developed the Office Automation System for the Second Color Tube Plant of Shaanxi
Province of China.
e Developed the General Exam Paper Generating System.
Xi'an Jiaotong University, Institute of Artificial Intelligence & Robotics (China) 9/92-12/97
Research Assistant, Lecturer
e Extended light field rendering to dynamic scenes.
e Initiated and developed a parallel version of OpenGL using Parallel Virtual Machine.
¢ Developed a system of model-based facial compression (Master thesis).

Publications
Over 20 papersin the fields of computer graphics, scientific visualization and computer vision
on prestigious journals and conferences. See appendix for detail.

Patent
e Arie Kaufman and Wei Li, Volume Rendering with Contouring Texture Hulls, Pending.

Computer Skills
C/C++, OpenGL, CG, Visua Basic, Delphi, Java, MS Access, Matlab, Direct X, CA Clipper,
Windows, Linux, HTML, VRML.

Appendix:
Publications
Journal Papers

1. Wei Li, Xiaoming We, and Arie Kaufman, Implementing Lattice Boltzmann
Computation on Graphics Hardware. To appear in The Visual Computer, 2003

2. Xiaoming Wei, Wei Li, Klaus Mueller, and Arie Kaufman, The Lattice-Boltzmann
Method for Gaseous Phenomena. To appear in |IEEE Transaction on Visualization &
Computer Graphics.

3. Nanning Zheng, Wenwei Song and Wei Li, Image Coding based on Flexible Contour
Model, Machine Graphics & Vision, Vol. 8, No. 1, 1999, pp. 83-94.

4. Wei Li, Qi Ke, Xiaohu Huang and Nanning Zheng, Light Field Rendering of Dynamic
Scenes, Machine Graphics & Vision, Vol. 7, No. 3, 1998, pp. 551-563.

5. We Li, Xiaohu Huang and Nanning Zheng, Parallel Implementating OpenGL on PVM,
Parallel Computing (23)12 (1997) Elsevier Science, pp.1839-1850.

Conference Papers



6. We Li, Klaus Mueller, and Arie Kaufman, Empty Space Skipping and Occlusion
Clipping for Texture-based Volume Rendering, To appear in |EEE Visualization 2003.

7. Wei Li and Arie Kaufman, Texture Partitioning and Packing for Accelerating Texture-
based Volume Rendering, Graphics Interface 2003, pp 81-88.

8. Xiaoming Wel, Ye Zhao, Zhe Fan, Wel Li, Suzi Yoakum-Stover and Arie Kaufman,
Blowing in the Wind, ACM Sggraph/Eurographics Symposium on Computer Animation
2003, pp 75-85.

9. Xiaoming Wei, Wei Li, and Arie Kaufman, Melting and Flowing of Viscous Volumes.
Computer Animation and Social Agents (CASA)' 03, pp. 54-59.

10. Xiaoming Wei, Wei Li, and Arie Kaufman, I nteractive Flowing of Viscous Lava Volumes
in Virtual Environments. Post paper of IEEE Virtual Reality 2003.

11.Wei Li and Arie Kaufman, Accelerating Volume Rendering with Texture Hulls,
|EEE/Sggraph Symposium on Volume Visualization and Graphics 2002, pp. 115-122.

12. Xiaoming Wei, Wei Li, Klaus Mueller, and Arie Kaufman, Simulating Fire with Texture
Splats, |EEE Visualization 2002 (Vis02), pp 227-234.

13. Wei Li, Arie Kaufman, and Kevin Kreeger, Real-time Volume Rendering for Virtual
Colonoscopy. In Volume Graphics 2001, Springer, pp 363-374.

14. Min Wan, We Li, Kevin Kreeger, Ingmar Bitter, Arie. Kaufman, Zhenrong Liang,
Dongging Chen, and Mark Wax, 3D Virtual Colonoscopy with Real-time Volume
Rendering , SPIE's International Symposium on Medical Imaging 2000, pp., February 2000

15. Xiaohu Huang, Wel Li, and Nanning Zheng, New parallel volume rendering using a
pipeline framework, SPIE Proceedings Volume 3017, pp. 111-119, 1997.

16. Wei Li, Nanning Zheng, and Lixing Yuan, M odelling Facial Image with Flexible Contour
Method, In R. Mohr & C. Wu eds. Proceedings of Europe-China Workshop on Geometrical
Modeling and Invariants for Computer Vison (GMICV'95), Xi'an, Apr. 1995, Xidian
University Press, pp.352-355.

17. Wei Li, Nanning Zheng, and Lixing Yuan, Delaunay Triangulation of Flexible Contour
Model, In R. Mohr & C. Wu eds. Proceedings of Europe-China Workshop on Geometrical
Modeling and Invariants for Computer Vison (GMICV'95), Xi'an, Apr. 1995, Xidian
University Press, pp.41-46.

Papersin Chinese Journals

18. Wei Li, Xiaohu Huang, and Nanning Zheng, OpenGL based on Parallel Virtual Machine,
Journal of Computer, 1999.

19. Wei Li and Nanning Zheng, Image Compression based on Flexible Contour M odel,
Chinese Journal of nonferrous metal, Vol. 5 Suppl. 4, pp. 42-48, Oct. 1995. (Special issue on
intelligent robots).

20. Wei Li, Xiaohu Huang and Nanning Zheng, Parallel Distributed Graphics Generating
System, Journal of Xi'an Jiaotong University, Sep. 1997.

21. Xiaohu Huang, Wei Li and Nanning Zheng, Generating and Displaying of Virtual
Environment based on Local Area Network, Journal of Xi‘an Jiaotong University, pp.1-9,
Jan. 1997.

22. Xiaohu Huang, We Li, and Nanning Zheng, Shear-Warp based Parallel Volume
Rendering on a Pipeline Framework, Chinese Journal of Image and Graphics, 1998.

23. Qi Ke, Wei Li, Virtual Environment Generation in Robot Simulation, Computer Aided
Engineering / Design and Automation, Vol. 6 1997, pp.18--26



