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SEBASTIEN MOREL



FREELANCE

SOFTWARE DEVELOPER

iOS, Android, Video Games, 3d Animation, Wearables, Virtual Reality



Team Spirit, Product Focus,

Experience, Professionalism and Passion

I have been leading iOS and Android developer teams for more than



Fields of expertise



5 years and shipped over 15 beautifully designed applications to the

Apple and Google stores. I have a master's degree in Electronics,



● iOS Framework &amp; Apps development



Chemistry and Computer Sciences as well as a research Master's



● Software Architecture



degree in Artificial intelligence. 



● User Interfaces



I have been working on large scale projects for the past ten years



● Video Games



from 3d animation softwares to game engine development, mobile



● 3d Animation



applications, wearable objects and virtual reality. I can tackle any



● Artificial Intelligence



complex problem ensuring the teams are delivering high quality



● Computer Graphics



products for consumers and developers. My experience working



● Developer process, Continuous integration



alongside designers has brought me a strong sense for aesthetics



● Developer/Designer Production Tools



and functionality. 



● Team Lead

● Agile methodologies



My work has been rewarded multiple times by Apple: "Best App of



● Project Management



the week", "Best App made in Canada", "Editor's choice" and "Best of 2014".



● Research

● Music



Finally, I'm actively participating to the open source community by



● Digital arts



managing software development kits that improve mobile

development productivity.



&gt;&gt; I LIKE TO #CREATE



September 2015 - Today



FREELANCE

SENIOR SOFTWARE ENGINEER



CLIENTS:

AUTODESK

● Visualization and interaction in 3d immersive environment using Stingray game engine,  Oculus Rift and Leap Motion

● T-Spline based models to tessellated models optimized for real time cloud translation (Animation, Materials, Geometry)

● 3D placement tools (snapping, collisions, auto grouping) for increasing speed when populating buildings with furniture

and decorations

LUA



C++



C#



Perforce



Git



Visual Studio



Stingray



Slack



Fusion360



Asana



3DS Max



Harvest



Oculus Rift



Leap Motion



Inventor



March 2014 - August 2015



MIGHTYCAST

HEAD OF MOBILE DEVELOPMENT



MightyCast is creating a modular bluetooth charm bracelet connected in the cloud named NEX band. As a head of mobile I

had to:

● Defining Documenting and implementing the Rest Api from a client point of view.

● Defining Documenting and implementing the BLE protocol allowing the SDK to relay informations from Apps to a

specific charm of the band. 

● Implementing the iOS, Android and Unity SDK allowing apps to connect and interact with the band and charms, as well

as streaming sensor data from the connected objects to the apps.

● Designing and developing developer tools like a band simulator on MAC and iOS or a rich multimodal sequence editor

for designers (charms and band light, vibration,etc).

● Participating in application design with the Experience designer and implementing our suite of applications on iOS (NEX

App, NEX Chat).

● Coordinating and planning the milestone of the development team.

Objective-C

Android



JSON



HTTP



XCode



Java



Eclipse



iOS SDK



Asana



Android SDK



JIRA



Jenkins



Unity SDK



Bluetooth LE



January 2011 - March 2014



WHERECLOUD

DIRECTOR OF SOFTWARE INFRASTRUCTURES



● Managing a 4 to 5 developer team: Training and support of technology and application architecture.

● Defining and ensuring the team has a simple and eﬃcient development process: build machines, wireless distribution,

source control management, ...

● Responsible for all the mobile dev in the company including our own technology as well as client projects.

● Managing release cycles, day to day tasks and communicating with clients to define the dev team milestones and

priorities. 

● Participating in RFPs, project evaluations and costing. 

● Ability to manage 3 to 4 projects simultaneously.

● Main developer of the company's mobile application frameworks for iOS and Android: AppCoreKit.net, AppRelay.net,

AppMotion.net.

● Defining the APIs, implementing, profiling, documenting, releasing and supporting the frameworks.

● Developing applications with strong multimedia and real time performances requirements.

● Already shipped more than 10 applications including NFB films and StopMo Animation Studio that have been featured on

the AppStore.

Objective-C



JSON



Android



HTTP



Java



XCode



Eclipse



SDK



iPhone



Basecamp



Harvest



iPad



Jenkins



Lighthouse



NFB STOPMO STUDIO

NATIONAL FILM BOARD OF CANADA

Prototyping, Designing and Developing of a Stop Motion application for iPad.



NFB LUDOVIC

NATIONAL FILM BOARD OF CANADA

Developing a flash player that can interpret, play and render SWF files on iPad at 60 frame per

seconds.



NFB FILMS

NATIONAL FILM BOARD OF CANADA

Developing an application allowing to browse and play the NFB movies library on iPad and

iPhone.



SMART SHOWROOM

VOLVO / MITSUBISHI

Developing an iPad application allowing users to customize their car and get a quote in the

venues.



PRESCRIPTEUR

LCG MEDICAL

Developing an iPad application for dentists to manage and send prescriptions to their clients

and pharmacies.



NIRVANA

NIRVANAHQ

Developing an Android application for getting things done. Managing and synching tasks across

devices and the cloud.



February 2009 - January 2011



UBISOFT

SOFTWARE ENGINEER

"Your Shape Evolved"

● Developing a game engine optimized for interacting with the Kinect.



● Developing production tools for Kinect game above this engine. Used by several teams of 60-100 people.

● Implementing silhouette extraction and body tracking algorithms.

● Integrating Flash UI library in the engine used for HUD and navigation menus. 

● Participating to level design and supporting teams using our tools.

● Designing and implementing systems for body centric 3d user interfaces in game.

C++



QT



Flash



Perforce



Visual Studio



Kinect



JIRA



November 2006 - February 2009



XTRANORMAL

SOFTWARE ENGINEER



In charge of determining a way to automatically express the non verbal behaviour of 3d characters for an innovative

storytelling software.Supporting several teams developping 3d, virtual cinematography, synthesis animation for the end user

applications.

● Building a real time scriptable sequencer to pilot animation, AI and 3d objects.

● Directing an internal visual schematic tool to edit, debug scripts and goal graphs.

● Editing scripts for non verbal behavior; extending recent researches about gazing, blinking, eyebrows, eye saccades,

postures, etc.

● Initiating internal tools for assets management and synthesis animation parametrization.

● Generating Rule based goal graphs from text input.

● Participating in the UI implementation of the storytelling software and helping to integrate some of Xtranormal's

technologies.

● Coordinating intensively with other teams and artists.

C++



QT



C#



SVN



Visual Studio



JIRA



January 2006 - November 2006



VIRTOOLS

SOFTWARE ENGINEER



Responsible of designing and developing a 3d player activeX and COM server to allow integration in the Microsoft Oﬃce

Suite, web applications and client softwares. Bringing life to 3d products in several contexts and scenarios.

● Merging Virtools technologies into an ActiveX : XEPlayer.

● Redacting specifications for the Oﬃce Player in collaboration with the product manager.

● Implementing an abstract library to embed applications as a COM server.

● Developping the final design of the oﬃce player application and installers.

● Scripting default scenarios and cameras for 3d products manipulation.a

C++



C#



Managed C



Alien Brain



Visual Studio



COM Server



LIMSI - CNRS

SOFTWARE ENGINEER



ActiveX



December 2005 - January 2006

April 2005 - September 2005



Emotive talking heads.

● Developing a facial animation system based on control point deformations.

● Creating a chess game with a rule based system generating emotive impulses.

● Implementing a model of emotions and moods evolving through time and external impulses.

● Merging all those systems to model the computer opponent with emotive responses on a 3d talking head.

● Technologies : C++, Pure Data, Java, MPEG4, UDP

C++



Java



Pure Data



MPEG-4



UDP



Visual Studio



DATALYS

SOFTWARE ENGINEER



October 2005 - December 2005

July 2002 - August 2003



Analysis and predictive high performance liquid chromatography application.

● Redacting the specifications and fonctional tests in collaboration with CNRS (Lyon).

● Implementing research algorithms to optimize the experiences of molecular separation of componants for quality

analysis.

● Programming the product and the user interface : Osiris.

● Completing tools for installers and releases of the software.

C++



MFC



Source Forge



Visual Studio



September 2003 - July 2004



VRLAB - EPFL

TRAINEE



Virtual orchestras. Study concerning interactions between virtual humans and complex objects with real time constraints in

an immersive environment.

● Integrating technologies of the laboratory in the common platform (VHD) : Inverse kinematics, asset behaviours and

topology, Motion capture.

● Developing a 3DSMax plugin to design and parametrize smart objects and the way a virtual character should interact with

them.

● Writing python scripts to manage interactions between characters and objects.

● Prooving the concept with virtual saxophonist and trumpet player.

C



C++



Python



Visual Studio



Motion Capture



Inverse Kinematics



3DS Max SDK



&gt;&gt; I LIKE TO #SHARE

Learn More



APPCOREKIT

iOS Productivity Framework



AppCoreKit provides a set of tools for creating mobile apps on iPhone and iPad. From runtime class inspection, network

helpers to true MVC for collection/table views, its own layout system and cascading stylesheets, AppCoreKit considerably

reduces the amount of time required to develop a state of the art mobile application. It also helps designers and developers

to collaborate eﬀectively.

Learn More



RESOURCEMANAGER

iOS Productivity Framework



ResourceManager allows to update resources you are editing on your Mac on your mobile devices and simulator at runtime.

This allows to customize your UI, layouts, localization strings on multiple devices simultaneously and in real time saving

the compilation as well as the time required to navigate to a specific area of the application.

Learn More



APPPEER

iOS/Mac Connectivity Framework



AppPeer provides the ability to establish a peer-to-peer connection between several Mac and iOS devices simultaneously in

order to broadcast or exchange data to a specific device.



&gt;&gt; I LIKE TO #COMMUNICATE

FRENCH

NATIVE PROFICIENCY



ENGLISH

FULL PROFESSIONAL PROFICIENCY



GERMAN

ELEMENTARY PROFICIENCY



SPANISH

ELEMENTARY PROFICIENCY



&gt;&gt; I LIKE TO #LEARN

UNIVERSITÉ PIERRE ET MARIE CURIE, PARIS 6

MASTER’S DEGREE, ARTIFICIAL INTELLIGENCE AND DECISION



2004 - 2005



ÉCOLE POLYTECHNIQUE FEDÉRALE DE LAUSANNE

MASTER’S DEGREE, VIRTUAL IMMERSIVE ENVIRONMENT, SPEECH

RECOGNITION, COMPUTER VISION



2003 - 2004



2004



CAMBRIDGE ENGLISH

FIRST CERTIFICATE



ÉCOLE SUPERIEURE DE CHIMIE, PHYSIQUE, ÉLECTRONIQUE

DE LYON

MASTER’S DEGREE, COMPUTER SCIENCES



1998 - 2004



1 year as erasmus student in Lausanne (2003-2004)

1 year as software developper in Datalys (2002-2003)



&gt;&gt; I LIKE TO #PLAY



FREESMOOTH

Down tempo, Ambient, Electro, Jazz, Groove, Rap



6597 avenue Chateaubriand

Montréal, Qc, Canada

H2S2N6



(+1) 438-275-2765

morel.sebastien@gmail.com
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