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Generalist Programmer
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https://github.com/lch32111
https://lch32111.github.io
https://sites.google.com/nvidia.com/cv2/home
https://spectrum.library.concordia.ca/id/eprint/994526/
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Programming Communication
xz " Ao : C++, C, GLSL, Python Sh=to], % o]
J2i”d A API : OpenGL, Vulkan, Metal

HE T CMake

IDE : Visual Studio, XCode.



https://lch32111.github.io/projects/ChLib/
https://github.com/lch32111/MeshOptimization
https://github.com/lch32111/MarchingCubeSDF
https://github.com/lch32111/ChanGameEngine
https://www.youtube.com/watch?v=KSpS1TO2YgM
https://github.com/lch32111/GJKPracticeBasedBox2D
https://users.encs.concordia.ca/~stpopa/
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