Robert Y. Lin

1456 Georgia St

Tustin, CA 92782 

rlin@blizzard.com
cell: (650) 867-5965

_____________________________________________________________________________________________________________________________________________________________________________________________________________________

Employment

1/2006 – present

BLIZZARD ENTERTAINMENT




Irvine, CA




  Software Engineer, Platform Technology 



  Worked on installers and other various tools for Diablo III



  Developed streaming tools for WoW Cataclysm: Installer, Launcher



  Implemented parts of the WoW Patch-On-Demand Launcher UI




  Helped with the design and implementation of the SC2 patching system



  Maintained and developed internal tools: patch server, build server, mopaq tools




  Design and implemented streaming trial version of WoW with other team members



  Worked on multi-core job system in Installer




  Maintained and developed BlizzardCore

Summer 2004, 2005
ELECTRONIC ARTS






Redwood City, CA




  Software Engineering Intern




  Worked with 3d models, XBOX screen effects using pixel shaders and DX8.1




  Helped implement and improve aspects of the vehicle AI for the Godfather game

1/2004 – 12/2005

UNIVERSITY OF CALIFORNIA, DAVIS



Davis, CA




  Graduate Student Researcher (real-time shadows)




  Teaching Assistant for computer science class for 2 quarters

1/2003 – 1/2004

ELECTRONICS FOR IMAGING




Foster City, CA




  Software Intern / Software Engineer




  Maintained SDK that allows clients to communicate with servers via RPC 

Projects

2001 – present

  Created a QT-based photo organizational program that saves captions and uploads photos




  Wrote a simple game based on Arkanoid using 2D OpenGL graphics




  Wrote a snowball game using hierarchical bounding volumes, view frustum culling, projective shadows, 


   
    3DS and MD3 model importing, multitexturing, heightfield LOD, and a particle system for weather

    effects (http://files.robertlin.com/graphics/snowball_demo.zip)
  Wrote a 2 player graphical space game (http://files.robertlin.com/graphics/spacedebris_demo.zip)

  Implemented a photon tracer and modeled water using layered Perlin noise

    (http://wwwcsif.cs.ucdavis.edu/~linr/ecs298/)

Education



1/04 – 12/05

UNIVERSITY OF CALIFORNIA, DAVIS








  MS in Computer Science, emphasizing in Graphics (GPA: 4.00)

8/98 – 5/02

UNIVERSITY OF CALIFORNIA, BERKELEY




  BS in Electrical Engineering and Computer Science with Honors (GPA: 3.63; Technical GPA 3.82)

  Member of HKN (EECS Honor Society) 

Research

9/04 – 12/05

  Graduate Student Researcher at UC Davis under advisor Professor Ken Joy




  Completed a thesis on real-time soft shadows using spherical occluders to approximate penumbra

    regions (http://files.robertlin.com/graphics /shadows_thesis.pdf)

Special Skills

  Programming Languages: C++, C, Java, Perl, Python, SQL, HTML, PHP

  Experienced with Windows, Mac, Unix, Linux

  Bilingual: Mandarin Chinese

