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About the speaker

Chris DuBois

Chris DuBois is a Lead Visualization Specialist with VHB, supporting
VHB’s 3D design workflows. He combines his artistic background with
his 19 years of experience in roadway design and reconstruction,
streetscape design, maintenance and protection of traffic, structural
design, and transit and rail design. While working with the structural
group, he was responsible for the modeling individual bridge
components to develop a 4d constructability models in Newington, NH
and Providence, RI. In working with project stakeholders, Chris enjoys
using emerging technologies to further design understanding. His
favorite, was using a 15' diameter geodome to share an immersive walk
through of the James Madison University Land Bridge.
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Others Uses For The 3d Model




‘Live” Demo
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Construction Photos
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