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PROFESSIONAL SUMMARY  
Environment Artist focused on game-ready assets, atmospheric UE5 scene creation, and cinematic presentation. Skilled in AI-assisted concept exploration with Photoshop, Blender-based 3D modeling, Unreal Engine material and lighting setup, and Sequencer-based camera animation.

TECHNICAL SKILLS
Engines : Unreal Engine 5, Unity, Roblox Studio, Endstar Internal Engine 
3D Asset Creation: Blender, game-ready props, environment assets, modular asset kits, UV cleanup 
UE5 Environment: scene assembly, materials, lighting, Lumen, Nanite, Landscape, Foliage, Sequencer
Texturing: Substance 3D Painter, Photoshop, material instances, terrain materials
Environment Art: set dressing, atmospheric lighting, scene composition, environmental storytelling
AI Workflow: concept exploration, Photoshop paintover, texture iteration
Languages: English, Mandarin

EDUCATION  
Arizona State University, Tempe, AZ                                                                                                      08 2024 – 05 2026
M.S. Media Arts and Sciences, Extended Reality Technologies_                                                                              GPA: 4.0

Suzhou University of Science and Technology, Suzhou, China                                                             08 2017 – 07 2021
B.A. Digital Media Art

PROFESSIONAL EXPERIENCE
Graduate Research Assistant, The Endless Labs, Arizona State University, Tempe, AZ                    09 2025 – Present
· • Created game-ready environment assets and scene elements for Roblox, Unity, and Endstar studio game-jam projects.
· • Modeled modular props and environment assets in Blender, preparing assets for Unity SDK and real-time engine workflows.
· • Developed independent UE5 environment studies using Landscape, Foliage, Lumen lighting, materials, and Sequencer.

PROJECT EXPERIENCES
“The Certified Smile” — Stylized Amusement Park Environment                                                                       05 2026 
· Created a stylized environment in Unreal Engine, building the scene from 2D concept exploration to Blender modeling, material setup, lighting, and final composition.
· Modeled small buildings, amusement-park props, and environment assets in Blender, then assembled the scene in Unreal Engine with stylized lighting, foliage placement, and camera presentation.

[bookmark: OLE_LINK2]“Echoes of the Ruins” — Ancient Ruins Environment                                                                                           01 2026 
· Created a UE5 environment study focused on ancient ruins, terrain setup, atmospheric lighting, fog, and final camera composition.
· Used Blender assets, UE materials, Lumen lighting, post-process, and Sequencer shots to present a cinematic real-time scene.

“Lantern of the Desert Garden” — Lighting & Material Environment                                                               12 2025
· Created a stylized cactus-house environment from Blender modeling to Unreal Engine 5 scene setup, materials, lighting, and final composition.
· Developed a warm desert-inspired mood using saturated colors, rounded forms, glowing details, and real-time lighting in UE5.

VOLUTEER EXPERIENCE
XR Volunteer: MIT Reality Hack; SXSW XR Exhibition — supported XR demos, headset setup, and installation troubleshooting.
 

