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Su, Tao 
taosu@cs.ubc.ca 

tao@taosu.net 

+1-778-318-8499 

543-6335 Thunderbird Crescent, Vancouver 

B.C. CANADA 

V6T 2G9 

 
WORK 

Google Inc.      New York, NY    06/2010 ~ 09/2010 

Intern Software Engineer 

 Worked on an exploratory project about meme tracking and news breaker analysis on 

microblogs. 

 Attended training sessions on various topics. 

The University of British Columbia  Vancouver, BC    09/2009 ~ Present 

Teaching Assistant 

 Managed lab sections, marked assignments, invigilated and marked exams. 

 Held office hours and answered questions. 

Microsoft Corporation    Beijing, China    08/2008 ~ 10/2008 

Intern Software Development Engineer of Microsoft China R&D Group 

 Developed prototypes and demos for Microsoft Surface.  

 Gave technical talks to the group on C++/.NET interoperability. 

 Attended training sessions on software engineering, quality control, and other topics. 

Zhejiang University     Hangzhou, China   05/2007 ~ 06/2009 

Research Assistant of the State Key Lab of CAD&CG 

 Assisted Ph.D. students with their research in the Computer Assisted Cartoon Animation Group. 

Freeware and Shareware Developer 

 Developed freeware and shareware since high school. 

 Accumulated strong experience in C++, windows programming and web programming. 

EDUCATION 

The University of British Columbia  Vancouver, BC    09/2009 ~ Present 

 Expected Master of Science in Computer Science in August 2011. 

 With full financial support from the Department of Computer Science, UBC. 

Zhejiang University     Hangzhou, China   09/2005 ~ 07/2009 

 Bachelor of Engineering in Computer Science. 

HONORS AND AWARDS 

 International Student Merit Scholarship, the University of British Columbia, 2009. 

 Zhejiang University Academic Scholarship, Zhejiang University, 2008. 

 Second Prize in Province, National Mathematical Modeling Competition, 2007. 

 Third Prize, Zhejiang University ACM Programming Contest, 2007. 

 Zhejiang University Academic Scholarship, Zhejiang University, 2007. 

 Entrance Scholarship, Zhejiang University, 2005. 

SKILLS 

 Comfortable programming languages: C++, C, C#, Java, PHP, JavaScript. 

 Having experience in: algorithm design and evaluation, windows application programming, web 

application programming (using J2EE or PHP), HCI design and evaluation techniques, network 

and multi-thread programming, C++ and .NET interoperability, distributed systems and cloud 

computing, assembly language programming, several other platform-specific programming... 
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APPENDIX: SELECTED PROJECTS  

Below is a brief list of the major projects I did in the last 2 years, including the first year of graduate 

school, internships and the last one and half years of undergraduate school, listed chronologically. 

Meme Tracking and News Breakers Analysis on Microblogs 

Google    Summer Intern 2010        2010 

This is a project I worked on at Google. The goal is to find news breakers of news topics, analyze the 

feature of them and learn how the memes / news propagate on microblogs, such as twitter, friendfeed, 

etc. We also tried to measure the latency between news on the microblogs and news from other 

sources. 

A Distributed Database Query Engine 

UBC     CPSC 538K: Cloud Computing       2010 

We designed and implement a simple SQL query engine which can query relational data distributed on 

a cluster of servers. The query engine can coordinate between the data distributed on a dozen of 

servers and supports simple SELECT… FROM… WHERE… clause. 

Evaluation of Tactile Technologies on Touch Screens 

UBC     CPSC 543: Physical User Interface      2010 

Touch screens provide great flexibility for interactions on many devices such as mobile phones, smart 

tables and kiosks. But traditional touch screens lack any physical feel and are hard to use in some cases. 

In this project, we used medium-fidelity prototypes to evaluate how tactile technologies, such as 

friction variation can contribute to user performance on touch screens. We made mockups of the 

technology and evaluated the performance in a quantitative way. 

A Task-focused Approach to Support Sharing and Interrupt Recovery in Web Browsers 

UBC     CPSC 544: Human Computer Interaction     2009 

Accepted by ACM SIGCHI 2010 Student Research Competition (21 accepted out of 56 submissions, 

April 5-10, 2010. Atlanta, GA, USA) 

In this project, we reviewed the approach of managing tabs and bookmarks in current web browsers. 

We proposed and implemented a prototype called TabFour which is a task-focused browser prototype 

that supports task-based management of web pages, better interruption recovery and tasks sharing 

over the internet. This project has been accepted by the ACM SIGCHI 2010 student research 

competition, in which 21 out of 56 submissions were accepted. 

Implementation and Evaluation of “HTML templates that fly: a template engine approach to 

automated offloading from server to client”1 

UBC     CPSC 539W: Web Service Architecture     2009 

This project was the course project for CPSC 539W – Web Services Architecture. I implemented the 

paper “HTML templates that fly: a template engine approach to automated offloading from server to 

client” and did some basic evaluation on the approach. Template parsing and web page generation, 

which is currently done on the server in most websites, can be moved to the client side, to decrease 

server workload and increase server throughput. In this project, I wrote a JavaScript template engine 

using the paper’s approach, and an equivalent PHP template engine used as the baseline. Performance 

evaluation was performed to validate the effectiveness of the approach. 

Quarsar: A Computer Assisted Cartoon Animation Design System 

Zhejiang University  Lab of CAD&CG          2009 

                                                             
1 Michiaki Tatsubori and Toyotaro Suzumura. HTML Templates that Fly. In Proceedings of WWW 2009. 
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The Quarsar project is to create a cartoon animation design system in which artists can simply draw 

some 2D drafts and the system will automatically generate 3D artistic cartoon models. Two Ph.D. 

students were working on the core algorithms of the system, while I, being an undergraduate research 

assistant at that time, designed and implemented several system infrastructures. Two of the major 

components I implemented were a generalized undo/redo framework for the system and an extensible 

interactive design canvas which became the main working space of the system. The project was mainly 

written in C++ and using the cross-platform GUI library Qt. 

An Offline Web Browser Prototype 

Zhejiang University  C# Programming Language       2009 

This project was the course project of C# Programming Language. In this project, I implemented a 

so-called “offline web browser”. The program basically downloads a whole website onto the hard drive. 

In order to do this, the program needs to download an index page and add any linked pages to the 

download queue, and then change the links in the page to local locations. This procedure is then 

repeated until it reaches a limit. This project involved a lot about multi-thread programming. 

A Ball Game on Microsoft Surface with Havok Physics Engine 

Microsoft    Summer Intern 2008        2008 

This project was done during my internship at Microsoft China. I developed a ball game demo using 

Microsoft XNA and the Havok physics engine on Microsoft Surface smart table. In the program, users 

can use their fingers to touch the virtual balls to “throw them away” or to “hold and stop them”. It feels 

like messing up with a dozen of real balls with your fingers. The virtual balls will act like in the real 

world, with frictions, gravity and collisions. The hardest part was to bridge the gap between managed 

code (C#) and native code (C++, in which Havok is written). I also gave a tech talk to the whole group 

on the interoperability issues between them, from the compiler’s perspective and programmers’ 

perspective. 

A 3D Car Racing Game in the Virtual World of Microsoft Virtual Earth 3D 

Microsoft    Summer Intern 2008        2008 

This project was done during my internship at Microsoft China. I built a Car Racing game demo in the 

virtual world of Microsoft Virtual Earth 3D (now known as Microsoft Bing Maps 3D). This is similar to 

the flight simulator in Google Earth. The difference is you must make the car running on different 

shapes of terrains, with gravity effects, in additional to respond to collisions with the virtual buildings. 

I used Havok physics engine to control the behavior of the car and one most challenging task was to 

create a dynamic shape object in the virtual scene of Havok so that it could reflect terrain shapes in 

Virtual Earth. This was done in an efficient and robust way. 

An Orthographic Projection Photo Calibrator 

Zhejiang University  Multimedia Technologies        2008 

This project was a course project of Multimedia Technologies. In this project I wrote a program which 

can perform orthographic projection calibrations to a photo. Sometimes the photos are distorted by 

perspective projection due to not be captured right in front of the subject. The program will remove the 

perspective projection effects on the photo using the camera parameters pre-calculated by MATLAB. 

The program was written in C. 

An Online Photo Album in J2EE 

Zhejiang University  J2EE Technologies         2008 

This project was a course project of J2EE Technologies. In this project, I implemented an online album 

web application using J2EE/Struts. The online album supports full user management and 

authentication, creating and editing albums, uploading and editing photos, slideshows and simple 

search. 
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A Low Fidelity Prototype of a Tab-supported Browser for Smart Phones 

Zhejiang University  Human Computer Interaction       2008 

This project was a course project of Human Computer Interaction. In this project, we designed a low 

fidelity prototype of a tab-based browser for mobile devices with a small screen, such as smart phones. 

The browser was designed to ensure the current user-browsing tabs are clear to see while the users 

can notice the existence of background tabs. It was also designed for easy switching between the tabs, 

limiting the action to two or less taps/clicks. 


