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San Francisco � 1 224 800 8152 � swwurster@gmail.com � skywolf829.github.io

SKILLS

3D, GenAI, spatial data, rendering, diffusion transformers, neural representations, gaussian splatting, NeRF,
python, pytorch, CUDA, C++, kubernetes

EMPLOYMENT

Adobe January 2025 - Current
Applied Scientist San Francisco, CA

· Shipped AI-powered 3D feature (Rotate Object) in Photoshop, Firefly Boards, Project Aqua

· Built general data/evaluation pipelines for 3D GenAI models

· Deployed/improved 3D reconstruction pipeline for enterprise capture at-scale

Adobe June 2024 - August 2024
AI/ML Research Intern San Francisco, CA

· Implemented 3D data ingestion+rendering pipeline for AI model training.

· Improved 3D capture pipeline CI/CD and explored ML calibration.

Tencent Pixel Lab June 2023 - December 2023
Graphics Research Intern New York, NY

· Developed a Gabor-based neural scene representation published at SIGGRAPH 2024.

Argonne National Lab Summers 2020-2022
Research Aide Lemont, IL

· Published 3 papers for topics covering hierarchical super-resolution and implicit neural representations for 3D
scientific data.

The Ohio State University August 2020 - Dec 2024
Graduate Research/Teaching Assistant Columbus, OH

· Research at the intersection of graphics, scientific visualization, and deep learning.

EDUCATION

Ph.D in Computer Science August 2019 - December 2024
The Ohio State University, Advised by Prof. Han-Wei Shen

B.S. in Computer Science and Engineering August 2015 - May 2019
The Ohio State University
Magna Cum Laude, Dean’s List 8 semesters
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