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Senior Real-Time VFX Artist
Real-Time Artist | Interactive Experiences | Al-Enhanced Workflows

Senior real-time VFX artist working across VR and multiplayer titles. Focused on interactive visual systems, real-time production
workflows, and scalable effect design. Seeking to contribute to immersive, experience-focused real-time projects. Maintains
independent experimental work exploring visual storytelling across emerging media platforms.

aberdeenshang.com | artstation.com/aberdeenzssss

WORK EXPERIENCE

VFX Artist - Sanzaru, an AV/VR studio at Meta 05/2023-03/2026
Asgard Wrath 2 (Award Winning, Quest only VR Epic RPG) / Unannounced first-person RPG R&D initiatives
Designed and implemented scalable real-time visual systems for VR gameplay, including dynamic material-driven effects,
procedural simulations, and spatial interaction feedback.

Contributed to early-stage VR prototypes and unannounced R&D initiatives, developing modular gadget-based visual
systems optimized for standalone hardware performance.

Collaborated cross-functionally to ensure gameplay readability and immersive spatial clarity, supporting visual consistency
across key combat moments in collaboration with art and design teams.

VFX Artist - Hi-Rez Studios 03/2021-09/2023
SMITE (Third-person MOBA) / RogueCompany (Multiplayer Hero Shooter)
Designed scalable real-time ability and environment VFX systems for competitive multiplayer titles, ensuring gameplay readability
and spatial clarity across UE3 and UE4 pipelines.

Developed performance-optimized modular particle and dynamic material workflows (Cascade + Blueprint), collaborating
cross-functionally to align visual feedback with combat timing and player interaction.

Independent XR Project — AR Interactive Prototype 09/2025-present
Led the experience design of a collaborative AR prototype supporting children’s spatial awareness and learning engagement.
Partnered on Unity implementation, contributing to visual feedback and accessibility-focused interaction refinement with an
emphasis on inclusive and developmentally considerate user experience.

Freelance 3D Artist - Savor Master Corp. 05/2020-02/2021

Developed 3D assets and visual effects for commercial animation projects, focusing on procedural simulation workflows and
cinematic visual presentation.

Designed and executed procedural simulations and lighting integration for commercial visual storytelling, applying Houdini-based
workflows to support dynamic scene construction.

Tech Artist Intern - Epic Games (Special Projects Team) 09/2019-12/2019
UES Launch Demonstration
Collaborated with Epic’s Special Projects team on UES GDC showcase content.
Developed procedural Houdini Digital Assets (HDA) integrated into Unreal, enabling scalable environment generation and
tool-driven workflows bridging Houdini and engine pipelines.
Delivered modular systems that enhanced real-time adaptability and reduced manual production effort while preserving cinematic
visual quality.

Mentored Production Project - The Mill 09/2018-11/2018
Collaborated on a mentored cinematic production integrating CG vehicles and procedural simulations into live-action footage.
Developed RBD simulations, FX look development, lighting integration, and compositing workflows to ensure physical realism and
seamless visual continuity.

Contributed to cross-disciplinary pipeline execution supporting cohesive cinematic storytelling.

SKILLS

Core Tools: Unreal Engine (Niagara, Materials, Blueprint, Performance Optimization) Houdini (HDA Development)

Supporting Tools: Maya, Substance Painter, NukeX, Embergen, After Effects, Photoshop, ComfyUl

Additional Background: Procedural Animation (GridMarkets Scholarship, 2018), Independent narrative development (Short Film Festival
recognition, 2014)

EDUCATION

Visual Effects (MFA) - Savannah College of Art and Design 2016-2020
Practaculture Science and Turfgrass Management (Bachelor of Agriculture) - Beijing Forestry University 2011-2015




