
OCTAVECRESPEL
R&DEngineer
at Nintendo European Research andDevelopment
[ octave.crespel@club.fr Ó +33 (0) 6 07 02 23 16 ½ Paris, France
® octavecrespel.fr � github.com/Toctave

HOBBIES & INTERESTS
" 3DModeling &Animation

Blender hobbyist since 2012, personal
and social projects in graphic design

� Electronics & Tinkering
Built a racing drone and a home server,
experimentedwith Arduino/ESP8266
programming

É Drums
15-year experience, played in amateur
bands, currently part of a brass band

LANGUAGES
English
Fluent, 990/990 TOEIC score
French
Native Speaker
German, Russian
Beginner

PROGRAMMING
• Personal projects around Computer
Graphics, compilers, video games inC,
C++withOpenGL andVulkan

• Experience with Shadertoy and shader-
driven visualization

• General purpose automation andmainte-
nance with Python,Bash,Git

• Basic knowledge ofHaskell,Rust,
Lisp, x86 & Z80 assembly, Java, and
HTML/CSS/JS

MISC. EXPERIENCE
Student Volunteer
Eurographics
� April 2022 ½ Reims, France

Army intern
Gendarmerie de Coulommiers
� 2018 ½ Coulommiers, France

EDUCATION
Engineering Course
École Polytechnique & Ensimag
� April 2019 – April 2022 ½ Palaiseau &Grenoble, France

• Master-level programme in France’s top engineering school
• Majored in Computer Graphics, along with courses in low-level soft-
ware engineering, appliedmaths, biology, and physics

• Final year taken at Ensimag in theMathematical Models, Graphics and
Simulation track

WORKEXPERIENCE
R&DEngineer
NERD (Nintendo European Research andDevelopment)
� October 2024 - Current ½ Paris, France

• Currently designing a real time global illumination system for upcom-
ing titles

• Previously worked on GPU-friendly texture compression
• Maintenance and design on internal tools to enhancemy andmy col-
leagues’ day-to-day prototyping experience

R&DEngineer
ELAN team at INRIAGrenoble-Alpes
� April 2022 – September 2024 ½ Grenoble, France

• Designed and implemented a novel collision system for physically-
validated hair simulation

• Presented a Technical Paper at SIGGRAPH 2024 on said topic
• Designed and implemented a novel rod simulationmodel, with a paper
in the works

Research intern
Mercenaries Engineering
� April – August 2021 ½ (Remote) Rennes, France

• Reviewed the state of the art in elastic deformationmodels
• Improved on the ARAP deformation technique tomake it more suit-
able for real-timemanipulation

• Demanding work in both C++, theoretical maths and physics

Pipeline development intern
Fix Studio
� June – August 2020 ½ Clichy, France

• Worked on advertisements for a Swiss luxury watch brand
• Developed several 3Dmodelling & shading plug-ins
to support the artists’ work

• Used expertise in software engineering as well as
geometry processing


