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Employment
2023 – · · · · ] Full Professor, Nanjing University
2022 – · · · · ] Part-time Professor, Nankai University
2017 – 2023 ] Associate Professor, Nanjing University of Science and Technology
2015 – 2017 ] Postdoc., INRIA

Education
2012 – 2014 ] Visiting Ph.D., Telecom ParisTech, France.
2009 – 2014 ] Ph.D., Shandong University, China.

Thesis title: Research on Point-based Global Illumination.
2005 – 2009 ] Bachelor degress. Software Engineering, Shandong University, China.

Interests
] My research focuses mainly on rendering and material appearance. I am also interested in

3D computer vision (e.g., surface reconstruction and relighting). The main target is to cre-
ate a realistic 3D digital world, including creating (reconstructing and generating) 3D assets
(geometries and materials) and rendering these assets realistically.

Students
PhD Students: ] Jiahui Fan (co-supervised)

] Zuoliang Zhu (co-supervised)
] Zibo Zhang
] Zixuan Li
] Ziqiong Wang

Master Students: ] Hong Deng
] Weiheng Lin
] Tao Wen
] Zhongmin Xue
] Wenhua Jin
] Yang Liu
] Wenshi Wu

beibei.wang@nju.edu.cn
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Students (continued)
] Tianyi Yang
] Jie Jiang
] Gaole Pan
] Hanxiao Sun
] Conghui Hao
] Di Luo
] Jiawei Lu
] Meng Duan
] Yingjie Tang
] Guangming Fu
] Yixin Zhu
] Kunxin Guang

Professional Services
Program co-chair
2025 ] Eurographics Symposium on Rendering (EGSR).

Committee
] Eurographics (EG) IPC.

2024 ] Siggraph IPC.
] SiggraphAsia (communication and poster) IPC.
] Eurographics Symposium on Rendering (EGSR) IPC.
] Eurographics (EG) IPC.
] Pacific Graphics (PG) Sorting Committee.
] High Performance Graphics (HPG) IPC.

2023 ] Siggraph IPC.
] Eurographics Symposium on Rendering (EGSR) IPC.
] Eurographics STARs IPC.
] High Performance Graphics (HPG) IPC.

2022 ] Eurographics Symposium on Rendering (EGSR) IPC.
] High Performance Graphics (HPG) IPC.

2021 ] High Performance Graphics (HPG) IPC.
] Eurographics Symposium on Rendering (EGSR) IPC.

Teaching
Fall, 2024 ] Data structure and Algorithm.

Spring, 2023 ] Algorithm Design and Analysis.



Teaching (continued)
Spring, 2022 ] Algorithm Design and Analysis.
Spring, 2020 ] Algorithm Design and Analysis (English).

Fall, 2020 ] Algorithm Design and Analysis.
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