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Technical Artist, FRF{REBBIE, Taipei, Taiwan 2022/03 — B
Projects: METANI (GameFi), f At ¥4 (TV Mini-Series), £ 57%(Movie), F/\ AHIMEE
o RETMRELHRALEREMNEMBFE, HRESEZEZMEMER—K,
HEMERNN QEREE, BRIERMTREMARENEE,
EMayaF ETHBHIE, DFEEBRFENER, HETER SENEMEEZMNIEE.
WAl 3 #TUnreal Metahuman, facegoodFIENVEFEIR BT, I E B STINERIBER LUIERERRE S,
RREINEEZETHEETER, ARER. HIENBESEORKE, LUREEBEXR,
&M EEEEES R UnityflUnrealh, AREEHE=IEMEEE,
F|FUnreal EngineBIEZFNBARRMIEE, BRE 5|8 HrRZIER,
TEUnityhBIEZENE . ZR5. HEBNE, BRHESIRBEEMN, AEBNERERERS| L ERE.
BUE TEREIL BN, LUSRBEMERRE RREEERNRERE.
ELSTIRHENOEMIERMRE BREEFSEBERK,
Ze A T BE (Al $:4if, 8] Astable diffusion. MoveAl, RokokoZ T B, IFRAIE WIS HE| AL FERIE,
HEMNTIEEREYEE A3EEUMREE SR ERBIEHBRIAAE,
B 5% — {8 F| FPySide2d A ER & EE EEGUIT EF0Spineff 4+ T &, H{# FJavaScripti%&tPhotoshopifith- T E,
$£3F HTC VIVE Mars CamTrack $iifIThaE, Wi HERESRE L5, JAEERHEMEAEZ M EMERTERER
i2
o FAIEFAMERILEANR, BB ERMNIIEMER,
o SEMFBERKE, QIFEEL, EESEMNMIENERKIIRE,
o HEBMR - EEXEEBRHEENE ABELREAREZMIDHEEMETE,
Technical Artist, B i& £l Reallusion, Taipei, Taiwan 2021/06 — 2021/12
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Technical Artist - Contractor, Amazon Game Studios, Seattle, USA 2019/10 — 2020/08
CRUCIBLE: AAA video game and free-to-play team-based action shooter where your gameplay is defined by the choices
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Character Technical Artist, IMVU, Redwood, USA 2018/05 —2019/10
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Freelance Rigger, Chaosmonger Studio, Tallinn, Estonia

ENCODYA: 2019/02 — 2019/05
SEABRNERESEEIRBERE
Robot will protect you: 2018/07 — 2018/09

NicolaPiovesan E;EMF IBE, Bl 7T — B/ ZBRRE—ELEHERWER P SHEZWHE, Award: BEST
INTERNATIONAL SHORT FILM at Fabrique Du Cinéma Awards 2018
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Contract Rigger, Cloudburst Games LLC, Mountain View, USA 2018/03
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Animation Rigger- Contractor, Universal Creative, Los Angeles, USA 2018/01 —2018/02
Unlversal Studios Hollywood Ride: The Secret Life of Pets: Off the Leash!
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Freelance First Lead Rigger, SPYDAWICK, Toronto, Canada 2017/08 — 2018/03
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Technical Artist, T-nexus Studio, San Francisco, CA 2017/06 — 2018/12
Greedylsland(Mobile Game)
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Intern Technical Artist, Mind Traveler Design, San Francisco, USA 2017/06 — 2017/12
PLASMAworlds: BlastBox:
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Freelance Rigger, Kinosys Films, London 2017/05 — 2017/06
KIDDO:
ER—HHLBE/SIRES, directed by Tito Fernandes.
Awards: FilmShortage, OFFICIAL SELECTION PITCH TO SCREEN FILM AWARDS 2018
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Technical Artist/ Animator- collaborated between Academy of Art University school, Norman Rockwell Museum,
and Tony DiTerlizzi to create game projects.
Four Freedoms, San Francisco, CA 2017/09 —2017/11
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Magic Mirror, San Francisco, CA 2017/09 —2017/10
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Technical Artist/ Rigger, Animator - Collaborated with a group of students in various of game projects in AAU.
Patronus, San Francisco, CA 2017/02 —2017/08
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Sprocket, San Francisco, CA 2017/04
BlEmEERIER.,
® 1 EABMENHE,
o ftiEEnE I NE FBX BH BHE;SI %,
Greedylsland, San Francisco, CA 2017/02 —2017/04
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WL T EMTLIHI4S on Apple Podcast, Spotify Podcast, SoundOn Podcast - InCG Media
“ON{A]7E Maya EEE R BRI EEEES BEEMEF — A5 - Thepoly
“ON{AI7E Maya EEE R ERAEREEF BENIEMEF - A2 - InCG Media
“‘How to Create A Joint-Based Skirt Rig with Auto Collisions in Maya” — Tutorial - Lesterbanks

“UN{AI7E Maya EEEVMERUESAX L REER" - K2

-InCG Magazine Issue 37, Taiwan.
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CG Artists Show 2020/07
KUNSTMATRIX

The Norman Rockwell VR Experience
* Norman Rockwell Museum 2020
* THE ART TECH PAVILION - The Sausalito Art Festival 2019/08/30- 09/02
*  The US Capital building to members of Congress, Washington D.C. 2019/03
*  Henry Ford Museum in Dearborn, Michigan 2018

Tony DiTerlizzi’s “Never Abandon Imagination” (Magic Mirror) 2017/11

Norman Rockwell Museum

School of Game Development Spring Show Academy of Art University — San Francisco, CA
+ 2018 Rockwell VR Experience

2018/05
* 2017 First Place: Technical Art/ Animation - Mutant Monsters 2017/05
« 2017 Finalist: Technical Art/ Animation - Greedylsland_character/prop Rigging 2017/05
+ 2016 Finalist: Rigging for Character 2016/05

National Changhua University of Education - Department of Information Management - Changhua, Taiwan
+ 2012 Taiwan Glass Gallery Exhibition

2012/05

* 2012 First Place - Graduate Project 2012/05

» 2012 Excellent Work & Finalist - 3D & Graphic Design 2012/05
2011 Best IClone Performance Award 2011/01

Iclone4 Award: I3D Animation Competition in Taiwan
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Programming Languages: Python, Mel, PyMel, PyQT, PySide, JSON, XML, JavaScript, HTML, CSS, Kotlin
Software APls: Maya, MotionBuilder, Photoshop
Technologies& Expertise:
® GUI Development: Qt, PySide, PyQt, Jetpack Compose
® Rigging: 3D Character, Creature, Prop, Mechanical, Facial, 2D Rigging
® Simulation: Cloth, Hair
® Modeling & Animation: General 3D Modeling, Animation, Deformation
® Photogrammetry & 3D Scanning, AIGC
® MotionMotion Capture:
B Animation: Face & Body Motion Capture
B Processing: Editing & Retargeting (Face & Body Motion)
Languages: Mandarin, English, Taiwanese

Maya, Zbrush, iClone, Character Creator, MotionBuilder, 2D Spine, QT Designer

Unreal Engine, Unity, Lumberyard, Game Maker, Godot, Omniverse Create, Omniverse Machinima, Cocos Creator
Photoshop, lllustrator, Indesign, Dreamweaver, Ulead Photolmpact, GIMP

MoveAl, Rokoko, Stable Diffusion, Midjourney, Comfyui, DeepfaceLab, Luma Al, NeRF, Machine Video Editor,
ChatGPT

After Effect, Premiere pro, Ulead VideoStudio Pro

Shotgun, JIRA, Ftrack, Asana, Trello, Confluence, CGTeamwork

Motion Capture: XSENS , Perception Neuron ( AXIS Neuron), Facegood, MOXI

Agisoft Metashape, RealityCapture, R3DS Wrap 3D

Visual Studio Code, Andriod Studio

Microsoft Office, Open Office, WPS Office
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