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Chris Thorne has long experience on successful IT and R&D projects, with 
specialisation in geospatial and 3D visualisation. His software experience is 
predominantly in Java and 3D graphics, including realtime media for web 
services. He has been responsible for the architecture and delivery of 
complete systems and running small evolutionary software development 
projects. He has occupied roles from Software Engineer through to Software 
Manager, Engineering Manager and System Architect.   

Chris's original research has placed him at the forefront of improving the 
fidelity of motion, interaction and rendering in computer simulation. He has 
presented papers and tutorials at a number of international conferences, 
including SIGGRAPH, Graphite and Cyberworlds. He has a Masters degree 
in Computer science and is currently completing a Phd on distributed 
interactive virtual environments at the University of Western Australia.  

Chris developed the 3map 3D geospatial engine that powers the planet-
earth.org project and the Rez terrain generation package. He is also 
experienced in the integration of web services with online 3D applications. 
Chris's work has contributed to a mining accident reconstruction project 
developed in a collaboration between the University of Western Australia, the 
Australian CSIRO and the Department of Industry and Resources. 

Chris is an active member of the Web3D Consortium (W3DC) X3D and 
Geospatial Working Groups, chairs the W3DC Network Working Group, 
participates in the X3D Earth initiative and the specification team for the 
international X3D standard. He is a W3DC liaison to the Open Geospatial 
Consortium (OGC). He is also on the Standards Australia IT-031 committee 
for modeling and simulation standards where he represents Australia in the 
editing and approval  of 3D ISO standards for the Web. 
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Tech n ical  Sk i l l s  Su m m ar y  (most recent experience liste d f irst)  

Languages  
 

 XML 18 months  
 Javascript/HTML 12+ months  
 Java 8+ years  
 Java3D 18 months  
 VRML  8 years   
 C 10 years  
 SQL 2 years  
 Pascal 3 years  
 Ada 5 years  
 FORTRAN 5 years  
 Various Assembler Languages 4.5 years  

Databases/Tools Databases/Tools  

 3D Studio Max R3, R4 2 years  
 Oracle (7.3.4- Oracle 8.1.7) 5 years  
 ArcView 2 years  

Operating Systems Operating Systems  

 Solaris 6 months  
 Microsoft Windows 10+ years  
 Linux 4 years  
 SunOs 3.5 years  
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 Vax VMS 3 years  
 Unix (Digital, SGI) 6 years  

Per son al  Det ai ls 
Name: Chris Thorne 
Date of  Bir th: 8th October 1959 
Nationality: Australian 
Education/Quali f ications
: 

In final year of Phd, Dept of Computer Science and Software 
Engineering, The University of Western Australia 

MSc, Computer Science, Curtin University of Technology (1994) 

BSc(Hons) in Computer Science (1980), University of Western 
Australia 
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Em p loy m en t  
Feb r u ar y  2 0 0 4  Ð p r esen t :  Ph d , Un i ve r s i t y  o f  W A 
 35 Sti r ling Hwy , Crawl ey, Weste rn Austr alia 
 
Subject of research was to optimise simulation scalability and the fidelity of motion interaction and 
rendering. Applies to throughout continuous, large-scale, distributed virtual environments and also 
certain aspects of smaller scale simulation, such as physics calculations.  Scholarship was provided by 
a Western Australian Premier's Collaborative Research Project (PCRP) grant for the development of a 
concept demonstrator that supports industrial  accident reconstruction and safety planning and training 
using a distributed virtual environment. 

 
Mar ch  2 0 0 4  Ð p r esen t :  Tech n i ca l  Di r ect o r , Pin g  I n t er act i ve Br o ad b an d  
 200 Hampden Rd, Nedlands, Weste rn Austr alia 
 
Positi on:  Technical Directo r 
 
Responsible for developing web services, geospatial services and 3D client visualization for the 3map 
technology framework and the planet-earth project. During this time I also contracted to University of 
NSW and  NSW Department of Housing to develop a concept demonstrator  for a spatial  decision 
support system (SDSS) and City of Sydney for the inception of a virtual city building project. 

 
Sep t e m b e r  2 0 0 2 Ð Mar ch  2 0 0 4 :  Co n su l t an t , Syst em ic 
 200 Hampden Rd, Nedlands, Weste rn Austr alia 
 
Positi on:  Consulta nt for geospati al contr acts  
 
Ping Interactive Broadband established with partners in Sydney, NSW. The company specialises in 
developing web services, geospatial services and web3D client visualization.  An open source online 
3D resource project was initiated: planet-earth (http://www.planet-earth.org).  This project aims to 
provide a free online, full-scale 3D map of the earth which is built collaboratively l ike a Wikipedia and 
can be searched like a 3D geospatial Google. 

 
Jan u ar y  2 0 0 2  Ð Se p t em b er  2 0 0 2 :  Th ales 
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Syste m Arch ite ct  

A i r 8 7  Pr o j e ct :  Ground Mission Environment (GME)  of th e Air Reconnaissance Helicopte r (ARH) , 
Austr alian Arm y 
 
Responsible for the system architecture, specification and concept studies for 3D mission planning and 
replay component and the geographics component.   Responsibili ties also included team technical 
support. 

Duties included system network, communications design and system software design.  Technical 
analysis including requirements analysis, Use Case analysis, concept studies and other technical 
reports.  Software development processes were according to MIL-STD 498 Software Development and 
Documentation.  Software design involved the use of UML and design patterns. 

During this time Chris also worked on: 

¥ specification of design for a Java3D mission planning and preview for helicopter operations over 
detailed terrain with built-up area features. 

¥ geographical information handling software specification and development in Java. 

 

Ma y  2 0 0 1  Ð Jan u ar y  2 0 0 2 :  Th ales 
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Syste m Arch ite ct  

Mar k et in g  
 
Responsible for Marketing technical support, assisting in demonstrator development and the re-
architecting of systems to be portable between Windows NT and Solaris.  Also continued in part-time 
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role as System Architect for SOCSS.  Contributed design, modelling (3DS Max, VRML) and coding 
(java3D) to a helicopter flight simulator for the successful Air87 project bid. 

1 9 9 7  Ð 2 0 0 1 :  ADI  L im i t ed  C4 I SR,  I S3  
 20 -22  Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Engineering Manager 

Sp e cia l  Op er at io n s Co m m an d  Su p p o r t  Syst em  ( SOCSS)  
 

Responsible for requirements analysis, system architecture design during the tender and subsequent 
development projects.  The projects provide communications and command support to the Australian 
Special Forces for counter terrorism and special recovery operations.  Chris's secondary responsibilities 
included R&D support for the Marketing department. 
Ongoing project responsibilities included Customer liaison, WAN/LAN network architecture design, 
installations and configuration.  This project consisted of deployable network of notebook computers, 
servers and graphics workstations running Java, Oracle, Lotus Notes and ESRI ArcView on NT4. 
Palm applications were also prototyped for this project. In addition to his higher responsibili ties Chris 
also wrote 3D prototype demonstrators, developed terrain models and Java code. 
 
Ju n e 2 0 0 0  Ð Feb r u a r y  2 0 0 1 :  ADI  L im i t ed  
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Syste m Arch ite ct  

Qu een slan d  Ra i l  Lo co m o t ive  A l lo cat io n  Syst em  
 

Responsible for business needs analysis, requirements analysis, system architecture design during two 
tender bids and the subsequent development project.  Wrote use case analysis (UML), data definition 
and relational model, XML interface protocol specification.  Languages used: Java, XML on NT4. 

 
1 9 9 6  Ð 1 9 9 7 :  ADI  L im i t ed  
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Senior Softwa re Engineer 

R& D in t o  3 D Fl ig h t  Pat h  Si m u lat io n  an d  2 D Gr ap h i ca l  Miss io n  Plan n in g  
 

As Senior Software Engineer Chris lead a team of 6 SEs in developing  a 3D flight path simulator and 
2D graphical mission planner which became the precursor to the Special Operations Command Support 
System.  Languages: Java, VRML on NT4. 
 
1995 Ð 1996:    ADI  L imited 
    20-22 Stirling Highway, Nedlands, Western Australia 
 
Position:  System Architect 
Air Defence System bid 
 
Provided the technical input to the successful bid for the Head Quarters Air Defence System (HQIADS) 
for Butterworth Air Base.  It has gone through a number of upgrades by ADI.  HQIADS is very 
successful and is stil l in use by the Five Powers Defence Alliance (Australia, New Zealand, England, 
Malaysia and Singapore). 
 
1 9 9 5  Ð 1 9 9 6 :  ADI  L im i t ed  
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Senior Process Engineer and Syste m Archite ct  

Sen io r  Pr o cess En g in ee r  
 

Responsible for developing engineering processes within the company as part of raising the company 
capability maturity level of the SEI capability Maturity Model (CMM).  During this time Chris 
performed system analysis and design on project bids. 
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1 9 8 9  Ð 1 9 9 4 :  Un ive r sa l  Def en ce Syst em s 
 Brodie Hall Drive, Bentl ey, Weste rn Austr alia 
 
Positi on:  Softwa re Manager 

Elect r o n ic W ar f a r e Co m m an d  an d  Pr o cessin g  Su b syst e m  
 

Chris was Software Manager on the Electronic Warfare Command and Processing Subsystem 
(EWCAPSS), phases 1 and 2.  Chris also operated as Project manager in the interim period between 
phases 1 and 2. Languages: Ada on Sun OS. 
 
1 9 8 8  Ð 1 9 8 9 :  Un ive r sa l  Def en ce Syst em s 
 Brodie Hall Drive, Bentl ey, Weste rn Austr alia 
 
Positi on:  Senior Softwa re Engineer 
 

Chris worked as senior engineer designing and developing graphics and messaging applications for 
early ADI command support systems. Languages: Ada on Windows. 
 
1 9 8 4 Ð 1 9 8 8 :  A ld et e c Pt y  Lt d  
 20 -22 Sti r ling Highwa y, Nedlands, Weste rn Austr alia 
 
Positi on:  Softwa re Engineer 
 

Developed software for a high speed image processing system used to profile the wear on railway lines 
and detect flaws.  Languages: Macro-11 assembler on LSI-11/73 running Unix. 
 
Ma y - Se p t  1 9 8 4 :  BP Min er a ls   

Positi on:   Consulta nt  
 

Developed geochemical analysis software.  Results were displayed graphically on a Calcomp 1077 
plotter and a TI  injet printer. languages: Fortran77 and INFO 4GL on VMS. 
 
Feb  1 9 8 2 - Ma r ch  1 9 8 4 :  W A Pe t r o l eu m  ( W APET)  
 
Position:  Consultant 
 
Maintained pipeline monitoring and control system for the WAPET gas pipeline. The control system 
was a multi-processor embedded system. 
Languages: PLM/80. 
 
Dec 1 9 8 0 - Fe b  1 9 8 2 :  W o r m ald  Co m m u n i cat io n s 
 
Positi on:   Softwa re Engineer 
 
Designed and implemented software for a microprocessor remote data acquisition and security network.  
Developed a point-to-point protocol and data transmission software for sending data and status 
information via an encrypted radio link.  Software: 6809 assembler on OEM hardware and HP 64000 
development system. 
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Tr ain in g  H ist o r y  
 Description Location Date 
 X|Media Lab MCA, Sydney June 2003 
 Graphite 2003 Melbourne February 2003 
 FTI CADSAGAP game dev course FTI, Fremantle July-Dec 2002 
 Delivering  Presentations Spherion, Perth 21-22 June 2001 
 Networkers Training Course CISCO 27-29 March 2001 
 J2EE/BEA Weblogic Server ASERT, Australia 31st July Ð 4th August 2000 
 SIGGRAPH98,99, 2000, 2001, 2003 ACM SIGGRAPH 

Conference 
1998,1999, 2000, 2001, 2003 

 Network Switching Course Cisco Systems 2000 
 Battlefield Digitisation Course ADFA 12-14 April 2000 
 3D Studio Max 3.1 Cadtech, WA January 2001  
 Java Programming - Languages 

Foundations (SL-275a) 
Camtech,WA 16-17th February 1999 

 Introduction to Java Programming 
(SL-230) 

Sun Microsystems,WA 12th -14th April 1998 

 Level 1 Certification of the 
International Society of Configuration 
Management (ISCM) 

John M Roberts, 
President ISCM 

October 8 1996 

 Java Essentials Sunsoft 7 may 1996 
 Introduction to ADA Programming Shayne Flint, WA 4th -8th February 1996 
 Capability Maturity Model (CMM) Judy Bamburger, SEI December 1995 
    

Pr i vat e &  co n f id en t ia l     Syst em ic Pt y  Lt d   0 1 / 0 1 / 0 7  


