Falco A. Girgis

206 Kelly's Way
Harvest, AL 35749
(256) 652-8165
fxg0001@uah.edu


Career Objective
Obtain a challenging job that will allow me to apply my knowledge, experience, and passion for computing to create and engineer software and/or hardware that will be useful to the field. 


Education

University of Alabama in Huntsville (3.2/4.0 GPA)

Bachelor of Science and Engineering in Computer Engineering with Cooperative Education Experience (Expected Spring 2011)

	· Object-Oriented Programming (C, C++, C#, Java)
	· Graphical Programming (QT, WxWidgets, OpenGL, DirectX)

	· GPGPU Computing (OpenCL, CUDA)
	· Artificial Intelligence (Rover Autonomy, Fuzzy Logic, A*)

	· Hardware/Software Interfacing (Embedded C, ASM, Microcontrollers)
	· Unix and Linux Scripting (Perl, Python, GNU Make, Bash, etc)

	· Digital/Analog Signal Processing
	· VHDL Design Techniques (IC, FPGA, SoPC Synthesis)


Professional Experience

Digital Radiance

Dates Employed – February 2010 – present

Location – Huntsville, AL

Position – Microsoft .NET Developer


Supervisor – Ron Phillips, President/CEO

· C# programmer for the Microsoft .NET framework using the Unity3D Engine/Development platform

· Developed multiplatform simulations for training and educational purposes for HudsonAlpha Biotech Institute

· Developed multiplatform video games for educational and entertainment purposes for the US Space and Rocket Center

Stanley Associates

Dates Employed – January 2008 – July 2009

Location – Huntsville, AL

Position – Engineering Aide (Coop Student) 

Supervisor – Jay Lindsey, Sector Lead/Manager

· Contracted to Engineering Support Division of AMRDEC at Redstone Arsenal

· Test Program Set (TPS) development and testing on IFTE and Spectrum test platforms providing and supporting hardware diagnostics and testing for soldiers in the field

· Developed Automated Testing Markup Language (ATML) Parser to analyze testing and diagnostic data and provide fault analysis and various statistics based on component malfunction patterns

A&G Enterprises

Dates Employed – November 2005 – December 2007
Location – Huntsville, AL

Position – Web Developer



Supervisor – Ayman Girgis, President/CEO

· Updated and maintained back-end of company website (Perl/CGI and PHP scripting)

· Built database back-end for containing various pieces of hardware inventory and their schematics/operations manuals

Additional Computer Engineering Experience

Elysian Shadows – 2D Multi-Platform Role-Playing Game and Development Suite

Dates Active -- March 2007 – Present


Location – Harvest, AL

Position – Programming Lead

· Developing a robust multiplatform engine architecture to facilitate the creation of 2D video games and simulations

· Creating a Toolkit to provide a GUI front-end used to generate scenes, assets, and scenarios to be simulated within the engine 

· Engine framework is written in low-level C/++ with a design emphasis on embedded platforms

· Engine is powered by LibGyro framework to achieve complete platform independence

· Engine features embedded Lua interpreter to allow for extensibility through execution of Lua scripts at run-time

· Toolkit is written in C/++ with the QT GUI framework to provide an interactive interface

· Toolkit runs on Windows, OSX, and Linux, and is capable of interfacing with Engine running on various embedded platforms

LibGyro – Platform Independent Multimedia Library

Dates Active -- September 2009 – Present

Location – Harvest, AL

Position – Creator/Lead Developer

· Open Source library providing a layer of abstraction between multimedia-oriented software applications and various different platforms, architectures, and operating systems 

· Provides a common interface for graphics, audio, system, input, timer, and various other platform-dependent tasks

· Currently supports Windows, OSX, Linux, Sega Dreamcast, Sony PSP

· Utilizes hardware acceleration and assembly optimizations for architectures providing various functionality in hardware (GPUs, SIMD matrix/vector instructions, dedicated sound processors, etc).

· Allows existing software to seamlessly operate on any new platform for which a LibGyro implementation is written

Physics Simulation and Development

Dates Active -- January 2011 – Present

Location – Harvest, AL

Position – Programming Lead

· Developing a 2D physics engine capable of simulating full rigid-body motion and object interaction in real-time

· Being created as a graduate-level academic project for CPE790 (hardware accelerated GPU and SoPC Computing)

· Allows for full run-time control over every aspect of a rigid body and its attributes (collision geometry, mass, moment of inertia, friction, etc)

· Employs advanced techniques (quadtrees, sweep and prune algorithms) for efficient collision detection routines

· Hardware accelerated and platform independent for improved performance by utilizing the OpenCL library to optimize calculations by exploiting data-level parallelism

Autonomous Lunar Rover Development

Dates Active -- September 2010 – Present

Location – Huntsville, AL

Position – Autonomy Algorithm Developer

· Designing and developing an autonomously/semi-autonomously navigating rover capable of safely traversing the lunar surface

· Being developed with fellow students as a computer engineering senior design project and entry into the Google X-Prize Competition

· Tasked with developing fuzzy-logic based algorithm for autonomous navigation

· Navigation algorithm and supporting software are being developed to be independent of any particular rover platform and could be utilized to provide autonomous navigation to a variety of vehicles

