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Education:
2003 – 2007: B.A., Cornell University, College of Arts and Sciences

· Computer science major; separate specialization in Russian
· GPA at Cornell: 3.85
1999 – 2003: Stuyvesant High School, New York, NY
· Beginner and Intermediate Mandarin in Junior and Senior years
Research Interests:
I am interested in computer graphics, especially for interactive applications; in AI and NLP; in human-computer interfaces; and in any areas where these might overlap. My most recent research has been in real-time simulations of fracturing soft bodies, but I look forward to exploring my other interests in future work.

Publications:
Alec R. Rivers and Doug L. James, FastLSM: Fast Lattice Shape Matching for Robust Real-time Deformation. In Proceedings of ACM SIGGRAPH 2007 (to appear)
Work Experience:
June 2007 – Present
Research Intern

Igarashi User Interface Laboratory, Tokyo, Japan 
Researching user interaction and computer graphics under the supervision of Professor Takeo Igarashi
2004 – Present
Independent Researcher
Worked independently and later with Professor Doug James researching new algorithms for physically based modeling; developed a new approach (FastLSM) significantly faster than previous methods
Fall 2006
Researcher


Cornell Natural Language Processing Group

Worked under Professor Claire Cardie in the eRulemaking project on new document classification algorithms that can classify on the sentence level
Summer 2005
Programming Intern

Electronic Arts, Tiburon Studio, Florida
Worked in a team developing a new EA-wide library that connects Flash and C++ and will drive the GUIs for all of EA’s next generation games

Spring 2005
Teaching Assistant

Cornell CIS 300: Intro to Computer Game Design
Helped student groups complete independent games as part of the Games Design Initiative at Cornell

Spring 2005
Programmer / Designer
Cornell Theory Center, SciCentr project
Developed a new bot management system for Cornell’s online “virtual science museum”

Summer 2004
Asst. Wargames Designer
U.S. Air Force Research Lab, Rome, NY

Designed and implemented new AI system for a military wargame 
Personal Projects:
List of projects, demos and screenshots available at www.alecrivers.com/projects
· Implemented various 2D and 3D physics engine techniques; one implementation selected as a finalist in Graphics Meets Games competition, hosted by Eurographics
· Created several computer games, most building on advanced physics simulation engines, and a programming library for creating games based on mass-spring systems
· Researched adaptive software and human-computer interfaces for Intel Science Talent Search

Technical Skills:
Familiar with: C, C++, C#, Java, PHP, HTML, ActionScript, Flash, OpenGL, DirectX, MFC
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