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SUMMARY

Software engineer with 3+ years of experience shipping real-time 3D graphics, GPU rendering, scientific
visualization, and AI agent systems. Builds end to end across TypeScript, Python, GLSL, Three.js/WebGL,
Snap Spectacles, and cloud infrastructure.

TECHNICAL SKILLS

3D Graphics & Simulation: Real-time 3D, computer graphics, GPU programming, GLSL shaders,
WebGL, Three.js, procedural geometry, path tracing, signed distance fields (SDF), physics simulation,
scientific visualization
AI Systems: LLM APIs, OpenAI, Kimi K3, AI agents, tool/function calling, model observability, streaming
inference, multimodal AI, Computer Use, guardrails
Spatial Computing: Snap Spectacles, Lens Studio, augmented reality (AR/XR), hand tracking, direct
manipulation, spatial UI/UX, world anchoring
Software & Cloud: TypeScript, JavaScript, Python, React, Vue.js, Node.js, REST APIs, WebSockets,
Supabase, Snap Cloud, Modal, Cloudflare Workers, AWS

PROFESSIONAL EXPERIENCE

Curvilinear | Founder & Software Engineer, Spatial Computing & AI
October 2025 – Present | Lyon, France

• Shipped Opals, a production 3D scientific-visualization and AI application for Snap Spectacles; owned
the TypeScript/GLSL client, Python rendering pipeline, Snap Cloud/Supabase services, and Modal
compute

• Engineered a mobile 3D renderer that interpolates 756 path-traced views per object and derives
silhouettes, physics colliders, contact shadows, and hand interaction from shared signed-distance-field
geometry

• Built and open-sourced Vector Fields, a GPU scientific-visualization engine spanning analytical fields,
magnetism, Earth-Moon gravity, real weather data, and aerodynamic CFD

IMAIOS | Front-End Developer (2D & 3D)
March 2025 – September 2025 | Montpellier, France

• Shipped a production 3D anatomy viewer for medical education, optimizing browser asset loading and
real-time rendering performance

• Built DICOM measurement and annotation tools with Cornerstone.js and optimized SVG overlay
rendering

• Delivered e-Anatomy features with Vue 3 and TypeScript across Godot- and AWS-backed systems

Wanadev | 3D Front-End Developer
February 2024 – August 2024 | Lyon, France

• Developed production real-time 3D product configurators with Three.js and Vue.js for interactive
browser-based furniture customization

• Built a high-precision CAD-style drawing interface in Paper.js for industrial CNC milling workflows

Digital Product School by UnternehmerTUM | Front-End Developer Intern
January 2023 – June 2023 | Munich, Germany

• Developed a web application for SAP that helps production engineers plan their daily tasks
• Built a location-based web application using React, Google Places API, Leaflet, and Spring

ArcelorMittal Digital Lab | AR/VR Developer Intern
January 2022 – June 2022 | Metz, France

• Developed an industrial remote-assistance and live-video application for HoloLens 2 using Unity, MRTK,
.NET, and Azure

�

mailto:armandsumo@gmail.com
https://armandsumo.com/
https://github.com/a-sumo
https://www.linkedin.com/in/armand-sumo/


SELECTED PROJECTS
Opals | 3D Graphics, AI Agents & Model Observability | Project article

• Designed a view-dependent 3D rendering pipeline with 108 azimuths × 7 elevations per object (756
path-traced views), continuous two-axis GLSL interpolation, progressive texture loading, and a 25 MB
mobile package budget

• Unified rendered silhouettes, 3D physics/grab colliders, support stance, contact shadows, and
verification meshes through shared analytic SDFs; implemented direct hand manipulation with
Spectacles Interaction Kit

• Built a voice-driven AI agent with semantic 3D scene context, OpenAI function calling, validated and
sanitized tools, provider failover, rate limiting, and sandboxed HTML/GLB generation using Snap Cloud,
Supabase, and Modal

• Implemented Kimi K3 model-observability research: classified streamed reasoning into 18 operation
types plus epistemic/control cues, separated direct runtime events from heuristic interpretations, and
broadcast privacy-safe telemetry via Supabase Realtime

Vector Fields | Real-Time 3D Scientific Visualization | Project article
• Built an open-source real-time 3D visualization engine in TypeScript and GLSL that integrates vector

fields on the GPU and renders arrows, particles, streamlines, and procedural tube meshes on
Spectacles

• Implemented analytical fields, interactive magnetic-dipole physics, Earth-Moon gravity with the Artemis II
trajectory, NOAA/NCEP GFS forecast winds, and D2Q9 Lattice-Boltzmann CFD around Joukowski
airfoils

• Developed MeshBuilder geometry, TNB-frame shader deformation, hand interaction, and adaptive
quality controls that cap each generated mesh at 32K vertices on wearable hardware

• Published the full Lens Studio project under Apache 2.0 with reusable source, citation metadata, and an
interactive technical article explaining the graphics and simulation pipeline

EDUCATION

IMT Nord Europe | Engineering Degree (Grande École), Computer Science
Master's-equivalent degree | Graduated May 2023
Lycée Franklin Roosevelt | Classes Préparatoires
Intensive Mathematics & Physics preparatory program | Completed May 2019
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