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Educational background “

2023.09 - 2027.06 (FiitEek) EBRERF BRFZW
GPA: 3.9/4.3 (1/14) | 2025EIREF % | 2024 LiFHRFE| KA QI R=FL| FEAE+HEHE
AXIRIE/ BF:

e BICE5RE: CIESTEFIRIT. CHEMBMNREE. GAMESI0LiTHHE R FEH. Unity
Shader NI JFEE. LIHERE TR

S22 A Project Experience

FIFILLIE3Y | AARE | RARER(SFETA) 2026.01 - 2026.05 Unity

o Shader SMHIRI: REMEREMERR, BIRE ZEIESE Shader, KIRN. KE. 55
ENPNERILVE

o MEEMIXSMREML: FIMEProfiler. frame debuggerTEEMIELMA, WIBUIGHtRI, f
1 DrawCall , B&{f GPU faZi, 1REREMS 245,

o Al T{ERIRE (RenderDog + MCP): #Z& “RenderDog & mi#kiE-MCP-Al-unityMCP-1&EY, N
B. MEBERFESAunity #TEIN” TIERTE,

BNESTEE | 2180 | RAREAR(ERTA) 2026.06 - &% UES.7

o« S55LHENMENEERSIFRMRA L, AFER. HE. KBFHSIMEGIE. 51
53R

o BT UES MBRRS-IMIKIBAT. TS PBR BHRES. B 4V /& 3U Displacement. 5
ERAENR, HERMBREHNIMEHSEART AL,

o 7E UE5.7 8% Lightmass + Reflection Capture BHEFIRNIES IBL REFAR, Mo E
5 Lumen MIM5E R, 11k Reflection Capture 75 MiHR REIE,

e Lumen Gl. BE$JEIEBS RT Scene [a@iHZE, 454 Surface Card. RT Debug Efil & §1H5k.
MREKFNSEGRF BRI,

o MBIERSHEARFNTERIASMBARRIGE, FHXERHEBIFR THMRRMEBEHITONSIE
o



EIliLEE professional skill

e 5|ETH: UEMUNity5|ZFERLLK, #EShader Graphfishader{i3. UEMREES %,

o DCCIE%%: RhinojEi#&E. #EMaya. blender. SketchUp, FAZEAPS,

o RIFIBT: VK C++. THE Python,

o LXBEM: CET-6, A&FMENTRIZESIEHE, RIFNEARBMNETEM, A&REE
SIFREAR MR AR SEAEE ST,

M B{Em Projects and Works

oA SHE KR EE S | Unity URP / HLSL / Painterly Rendering

o £T Unity URP [ HLSL BffSSETHEILEMEES:, BIWNREREEEMT. EMER1HRE
&5 Cel BRI G, K= REANRENHEKTRIEE,

» J5%R Alpha 57| RGB f##8, SSILBA YA, EMESSRMRUNER, HALEGRIERE/E
ZimiA5 Motion Vector SRR, 1E5RE EE RN IRKEEIFRBILTTELSE T,

Rk B EBBAR 5 Ramp Y¢B8 | Unity URP / HLSL / Shader Optimization

o FRRABHNGSIBEG, HIZES Ramp LIFSHEEEERBETF LI,

o Y% Shadow EFERENERIA Ramp @ NdotL = 05 & U SAMIFERE, FHi&d DarkMin RE e
BEERLEM SEREE R B, H—F % 2 R Ramp R + B Lerp UL 1 REEMH Bilinear ¥, H
i B% TOD X Shadow —#IREEA,

IEIHEPCGIEIR | UE5 / PCG / C++ Editor Tool

o EF UE5PCG + C++ Editor Tool SLIMMFRIEHRER TR, ATREERSG. EAXR BEHF
MR &R,

o @it Landscape Mask + Density 1= SCINRERIGE . XigHBRSHESEA, RIEFLERM
ES5ERTEM, FF & RockSlopeGenerator 448285 T H, @3N aEREALKEER
M, 1R HISM 4 55 SEf 3+ SERI TR

RE2XH Campus experience
2025.10-% EBZBRFIGHFER FESERE

o BBERIIIME: SEMRAERRIER, AEENEEI TIBENSEANERESREN
o« HEXE: BS5BHZANBUEX TR, AERITFNAXEFRSHIEREN.

B iFEMN Self-evaluation

EEER. "RiITIMZE+EARNEEHZFHDAE",

BRARIE: REFEHED, BFERFES51ZH%. HEE/MBLERE GHNRAELERNARTH
%o

BRkRST: ASNFHRBIREEISSERES IR, EHTE0E, BOTHRA—RMBHRAR
EARMIE,
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	教育背景
	Educational background
	2023.09 - 2027.06（预计毕业）
	上海交通大学                    建筑学专业
	GPA：3.9/4.3（1/14）| 2025国家奖学金 | 2024上海市奖学金| 东方设计奖三等奖| 年度大创十佳项目 相关课程/自学：


	实习经历
	Project Experience
	Unity
	莉莉丝游戏 | 研发中台 | 技术美术(综合TA)          2026.01 - 2026.05
	腾讯魔方工作室 | 艺设中心 | 技术美术(渲染TA)          2026.06 - 至今
	UE5.7


	专业技能
	professional skill

	项目作品
	Projects and Works
	实时油画风格化渲染｜Unity URP / HLSL / Painterly Rendering
	风格化角色阴影感知 Ramp 光照｜Unity URP / HLSL / Shader Optimization
	沙漠场景PCG实现｜UE5 / PCG / C++ Editor Tool

	校园经历
	Campus experience
	2025.10-今
	上海交通大学设计学院 学生会主席
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	Self-evaluation


