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A 23-year-old student passionate about Computer Graphics and Deep Learning, pursuing a Master’s in Geometry and Computer Graphics (GIG)
at Aix-Marseille University.

I’m currently seeking a PhD position to deepen my contribution to state-of-the-art research in geometry processing, rendering, and AI-based 3D
reconstruction.

Professional Experience
3D Vision Research Intern Apr. 2025 - Present
Center for Robotics, Mines Paris PSL - Final Year Internship (6 months) Paris, France

• Contributing to the development of RayGauss, a novel differentiable volumetric rendering method based on Gaussian Splatting and Ray Tracing.
• Rewriting the system in C++/CUDA to significantly improve rendering speed and scalability.
• Integrating hybrid rendering in Unity, enabling the fusion of textured 3D meshes with volumetric models.
• Integrating the method into VR rendering workflows, enabling immersive visualization of real-world using photogrammetry-based reconstructions.
• Collaborating with researchers from the “3D Point Cloud and Modeling” and “Virtual Reality” teams.

Technical Environment C++, Python, Unity, CUDA, NVIDIA OptiX

R&D Engineer in DL and 3D Vision Oct. 2024 - Mar. 2024
G-Mod Team, LIS - Final Year Project Marseille, France

• Developed an end-to-end deep learning pipeline for 3D textured mesh reconstruction from single-view images, outperforming existing SOTA methods on some benchmarks.
• Explored and benchmarked advanced generative methods for 3D rendering, including diffusion models, Gaussian Splatting, and differentiable rendering pipelines.
• Authored a scientific paper targeting submission to top CG conferences, detailing methodology, evaluation, and comparative analysis with current literature.
• Maintained reproducibility through well-documented code, experiments, and scientific reporting using Jupyter notebooks.

Technical Environment Python, PyTorch, NVIDIA Kaolin

Full Stack Developer May 2024 - Sept. 2024
Redpill Group - Final Year Internship (5 months) Paris, France

• Developed and maintained large-scale applications (Node.js, React) for major clients like Engie (Tiko) and Leboncoin, impacting over 10k daily users.
• Optimized AI module performance for Ermes platform, achieving 70% improvement by restructuring MongoDB queries and implementing a caching system, reducing

average response time from 2.5s to 0.7s.
• Reduced project development cycle time by 25% through CI/CD pipeline implementation.

Technical Environment Node.js, Typescript, React, Remix, Git, Docker, Jenkins, Jira

Software Engineer May 2021 - Aug. 2021
BDL Bank - Application Internship (4 months) Algiers, Algeria

• Developed an integrated software solution for managing bank loan requests.
• Responsible for technical architecture and implementation of development best practices.
• Designed and implemented an optimized MySQL database, supporting over 50 simultaneous users with response times under 100 ms.

Technical Environment C#, WPF, SQL, Git

Projects

One Last Grind - Video Game | C++, Unreal Engine, Git Jan. 2024 - Apr. 2024
Project Page

• Led development of a skateboarding game with realistic physics, programmed in C++ & Unreal Engine.
• Designed and implemented a real-time 3D mesh deformation tool based on spline trajectory, increasing game designers and artists productivity.
• Improved game performance with a 40% FPS gain through dynamic LOD system and efficient asset management.
• Collaborated closely with level designers, artists, and QA to iterate on gameplay features based on feedback.

Unreal Engine Plugin | C++, Unreal Engine, Git Dec. 2023
Github Link

• Designed and developed an Unreal Engine C++ plugin to address an unmet need for editor UI content resizing.
• Published the plugin on the Epic Games Marketplace as open-source, accumulating over 100 downloads and 15+ GitHub stars, demonstrating its utility to the community.
• Mastered complete UE plugin development lifecycle, including architecture, packaging, and official marketplace distribution.

Education
Master’s in Computer Science - Geometry and Computer Graphics (GIG) Sept. 2024 - Sept. 2025 (Expected)
Aix-Marseille University (AmU) Marseille, France
Master’s in Computer Science - Video Game Engineering (GAMAGORA) Sept. 2023 - Sept. 2024
Lumiere University Lyon 2 Lyon, France
Master’s in Computer Science - Computer Vision Sept. 2021 - July 2023
University of Science and Technology – Houari Boumediene (USTHB) Algiers, Algeria
Bachelor’s in Computer Science - Software and Information Systems Engineering Sept. 2018 - June 2021
University of Science and Technology – Houari Boumediene (USTHB) Algiers, Algeria

Hard Skills
Programming Languages: C++, C#, Python, Typescript
Frameworks: Pytorch, CUDA, Qt, Next.js
Libraries: OpenGL, OpenCV, NVIDIA Kaolin, GLSL, React, Three.js
Development Tools: Git, Linux, CMake, Docker, Unreal Engine, Unity, Visual Studio, VS Code
Research Interests: Gaussian Splatting, NeRF, Diffusion models, Auto-Encoders, Differentiable Rendering, Photogrammetry, LiDAR, Ray Tracing (OptiX)

Soft Skills

Languages: French (Native), English (Fluent - C1: 945 TOEIC), Arabic (Native)
Interpersonal Skills: Scientific writing and communication, Critical thinking, Research autonomy, Collaboration in multidisciplinary teams
Tools: Latex, Beamer, Blender, Adobe Suite
Interests: Chess, Tennis, Piano

Find all my projects and references on my portfolio: lebsairawassil.me !
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