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Al & Automation Engineer | Senior Technical Artist
0928-337916 | liling5731@gmail.com | www.lilingliu.com
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Senior Technical Artist / Al & Automation Engineer, EtE8JE, Taipei, Taiwan 2025/08 — %4
Projects: 2025 J5:8RIHHHTD25 « 2026 JB8EE MR - SHHEFMAE / App Al Pro - BEE R4S Saleskit -

Bt . B3 28 BE THE BEAST MEBEIKEERR

o TEXZEANA ERHEBEETIEMNREIERME  HE Al &8/ 288 - Image Generator * Social Post Generator + &= 554§
AR - FBE / WBLER - Al 81:F - Whisper B8 EXF - BEF R ESEBHNEERA - #FKR2H - Prototype -
NEEBIERINEEA - BRESEUFEELRAANDERLE -

® & A Claude CLI - OpenAl API - LLM Workflow £2 Al Agent #B1BR 8872 - IEFIRESKIRAR - U4k - BREE - SUFEIE -
Rapid Prototyping - £ iliig8 AN BB R AN - R Al TH - AiEIRINEE R BEMERZRI R BB -

e EZEETER Al Content Automation Pipeline - RAB4ER - EMERE - mERE - 2 - ¥HEOHNBEESRKIEEFERAN
Workflow - 8582 Al Agent ~ REURRT - Video Upscale ~ FBE# / 813 - TFEE%H - BFRIN - WATHEBHHEIEEES
B BREATHR T EESERIERR -

o ZHNE BEEE - Al ERRBENASTEERMEE - Solution Design BT IR E - #1477 Requirement Analysis - Feature
Planning - Technology Research - Prototype #{EE2 Technical Feasibility Evaluation - T#—E1¢ System / Workflow
Architecture #| Business Viability #173Ff ; k@K ET APl ~ 2! + Batch Processing - Fallback Strategy - Data Flow E2E3E
A BEREAISREBERRKERSAREUE  BIERE  RIRSEHITRTHRESE -

o IEER ¥R EEH LM BENERRE - API/ GPU / Cloud B - Latency ~ SBEFTREFZRIRT] - LB =7 APl -
BB - BRIR / MARAEHESE  UHRTRAERSATLIR  BX/BERE - #ERAX - NFHEHEROIE
SEER - ERBRIVEL - HREE - BATUTHRERRERE -

o BFNTAEFETEA Full-stack 2#BIE - WEAN - B - Kt EAMAERRY - 6 Python « Electron
TypeScript ~ JavaScript - HTML/CSS ~ C# £3#%ifi ; #& Supabase - Cloud Database - Server APl - OpenAl APl 255 =75
Al APl - BEERERT - £7%E18 - FRAERE - Al Job Processing * APl Workflow / Orchestration B2 1Im RS - SZIEAT)
RBTE - THERE - BIABSRIMNIEERTRK ; TER Windows BIEHETTHE - W macOS TEHE - BEABEFS
HEEIRLR -

® ¥ Maya - Blender - After Effects & DCC #t32#1T Pipeline B2 T 2R% - && Python / Script BEi{E - #iRER - BEEEE -
BEREG BHREREEED TE  BEEUHNENEASSEEERAREL - BELRE - 27 Artist & Content Team
BOBIER R -

® IEf Technical PM / Technical Lead 2K MBS EE - 1§FHKIFEER Project Scope - TREEA ~ £ 1fiE#% - Dependency £
Delivery Milestone - fkBIRAN * K12 - RAERMNE RIGRAFEELIRFEEREE - FAMRERILEH Prototype -
FE  RIEHEMBEE  EIRERG T HESFEMEAIN -

o ETEIMMRMESEMBRAEE - BEEM - &2 - 5k - By - XS AREXEERK - HEEE Unity - Python - Al TH - DCC
Pipeline - Full-stack System - I ERBSRKIMEE - URSHFRBERUEE  UBRARUESEEANTIE - 2458
Pipeline ; SHENASIAEE NAS / ABIRZR1E - BRICHEIR - RISHHBLE - DUR ERP B2 / ERBMRABATML X EEXEHE -
BRI  ARRFERETRIEEE -

Technical Artist, $E2F#HERIS, Taipei, Taiwan 2022/03 — 2025/04
Projects: METANI (GameFi), #tif 894t (TV Mini-Series), LB Z(Movie), 28 F(Movie), R AMHIIEE

O =EZPHAERM Technical Art 15 - B Rigging - 8 / E1E1818 - 812 Retargeting * Unity / Unreal EEXR &4
MEEBL - BREMEEFSRMBERERX -

@ 7f3EiE A Unreal MetaHuman - Facegood + MoveAl - Rokoko - Stable Diffusion & Motion Capture S #1i7 -
AGHEHOTH T ESEAEENE - EESIEE Al BEIRE -

® ;8 Unity / Unreal B1E Prototype * B - Shader  VFX B35 SR li# S - WIFE HTC VIVE Mars CamTrack & E I B1E
KT a5 2L -

@ 5985 PySide2 AES Asset Library GUI - Spine Plugin £2 JavaScript Photoshop Plugin - =& EEEEEMBIERRE -

@ i Art - Engineering ~ S NEREXEERIFE - RIERIFIREMEE - FEIEHRE - S Production Pipeline - i3
FEBBRLHERSEERL -

Technical Artist, Eij&F}$%Reallusion, Taipei, Taiwan 2021/06 — 2021/12
BISRIZMRER: —ERHRBBRBIREERNTRABENEY - BEBERE - BOERARELRBRLEERERM

RN

BEAS 3D B E T EBEERRIEERET - THRERREE - Benchmark AR - WESEMR ~ TEESE)E Production Pipeline -
EERNITERE - Art Workflow ELRIZSCH - 1082 PM ~ R&D -~ Art BIRRET RSB AT KEE -

#.17 Technical Feasibility £2 Operational Feasibility #1& - /B TI2EIEHRIXMIER - BEBERERT KT -

1R HLEIPT Technical Support - BB / MEBBELIR L0 RITHRIERGE -
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Technical Artist - Contractor, Amazon Game Studios, Seattle, USA 2019/10 — 2020/08

Projects: CRUCIBLE (AAA Free-to-Play Team-Based Action Shooter)
® ZIEMAE Rigging Sk|nn|ng / Weight - LOD #%& - Animation Retargeting - LUK Lumberyard 5 Physics / Cloth
Simulation B & 1 %2
® E3E Drop Pod Skinning E%@ﬂ: Decal - ETABEEIMIEE Review / Feedback -
® (& Production FRIEEKIBIFEIAL - ETABRMBEELSIES R Technlcal Art {17 -

Character Technical Artist, IMVU, Redwood, USA 2018/05 — 2019/10
E%Et. Ear. BIE{ Bl 2 Character.”Facial Rig, FR¥EBEEH Avatar Rig. Skin Weight Ei15 S & RHRE,
® {¥H Python, PyMel, MEL & Art Team FARE{ET R, B TIEM S FRIIFIANERIE, fRRA B HIEH Pipeline fHRE,
® i Modeler M{EFERE S HINTIRME, HRE Godot HIEFRIZFAY Technical Issues,
Animation Rigger- Contractor, Universal Creative, Los Angeles, USA 2018/01 — 2018/02
Projects: Universal Studios Hollywood Ride: The Secret Life of Pets: Off the Leash!
+  Troubleshoot BfA Creature / Prop Rig - SEmRZEENIEE R Rig ~ Skin Weight + Rig Optimization EIEEUEIE -
«  1%B) Animation Production X4 EBBEBERELIE -
Technical Artist, T-nexus Studio, San Francisco, CA 2017/06 — 2018/12

Projects: Greedylsland (Mobile PVP Shooting MOBA)
. SEAZEAERigging - WA Unity EMESME - Bake Animation E2 FBX Export E#% 1l =
+ %% Art / Engineering B - BB EME % EMF - WiHBH Production Yf#éi%ﬁl:?’“%'

Intern Technical Artist, Mind Traveler Design, San Francisco, USA 2017/06 — 2017/12

Projects: PLASMAworlds: BlastBox (VR Prototype)
* M Maya / Unreal 21E VR Prototype - 8% Creature / Plant Rigging * Animation - FBX Export £ Unreal
EEREBERR -

Freelance / Contract Technical Artist & Technical Pipeline Developer 2016/05 - H7E

o TEAXEBIBIRATE | 20268 EEEEES - E%k’*lﬁ (hmE - KIEEE) ZFERBEE
BRANTIEZ | @R EREREEAT S FIME ( Teachify / PressPlay Academy )
Chaosmonger Studio | (ENCODYA) - (Robot Will Protect You )
Cloudburst Games LLC | (Castle Breakout)
Kinosys Films | (KIDDO)
Norman Rockwell Museum & Tony DiTerlizzi | {Four Freedoms) - (Magic Mirror)

SPYDAWICK “OWINFIFOX
FHHL,(EEEI XA EBANIINER - 818 - K DHREEK LREER . SEHSEESEMUE - EFE 17+
HEXRLR , BREEACHIREUERE - i?ﬁm BERE  RWMESIEHSIZEANTEREERE  TERER
BABEHEME - Technical Art ~ Pipeline % - 2EREBLEBERBELSSE -

- ABHTE . AEBZRET - Skin Weight - Facial Control ~ FK / IK ~ Auto-rigging Module £2 Deformation System -
163738 Cloth / Hair Simulation SR B2/EEK (Maya ) -

« T EE# Pipeline F% : £/ Python - PySide - Maya API BA55 =75 AP| 2B TE - HESEIEE  EE2E -
HEZREE - Workflow Automation 22 Al 3D £ TH ; & Tripo APl - B17 Al 3D B EEEEIE - ARK
SMEREEHE -

o ENEEUE : EF Gameplay Animation + Performance Animation 8 2D A& 55 8E ( Spine ) - WIKERFEKEST
B) =% - Bake / Export ~ Retargeting B35 855 |1 225 -

o ERERNE : 5 Maya - Substance Painter + Photoshop BB & - ¥#F 82 PBR B&E - W45 Al Image Generation
T BT Concept Exploration ~ B £ &R EZMERENSE -

o IERESIZE Technical Art 25 : 85 Unity / Unreal PRERIET - BEHEHEE - 247 Animation Controller
VFX ~ Shader ##5 - &M * Technical Troubleshooting B2¥5 SFI AT 15 -

o  EROIEHREIME . AERKIFCHUEEERE  HETEHE  EMERE FREFEE - BARTETELERE
WSERBNERE - SEEHEEEREE -

ﬂgﬂbg
EL£IEH#XB, San Francisco, CA 2014/06 — 2017/12
et R R AT
ESZESLETEEAER, B2k, &g 2010/09 - 2013/01
BB EFEE:  ERHUASRBNSERE
B SESEREXR, 5 aiE 2008/09 - 2010/06
BBy BEMEER
XEHE
[#£5A] [CG BT EE ! Now What ? JEp 11: {55 B ik:82 85 Crucible), EIEIl TechnicalArtist Ft.
WL T EMTLIHIMS on Apple Podcast, Spotify Podcast, SoundOn Podcast - InCG Media
“80{a]7E Maya EEE R ERM TR EEEEHMIENREF - A2 - Thepoly
“ON{AT7E Maya {2 EER BRI TR EEF B BEMNE T - #E - InCG Media
“‘How to Create A Joint-Based Skirt Rig with Auto Collisions in Maya” — Tutorial - Lesterbanks

“D{AI7E Maya (B EEYRELESH A B EER" - &2 -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

Al / LLM: OpenAl API, Claude, Al Agents, Whisper, ComfyUl, Stable Diffusion, Midjourney, Image / Video /
Voice Generation, AIGC, Model Evaluation / Training / Fine-tuning, Al Workflow Automation
Programming / Full-stack: Python, MEL, PyMel, PyQt, PySide, JSON, XML, TypeScript, JavaScript, HTML,

CSS, Kotlin, C#, Electron, Supabase, REST / Server API, Cloud Database
DCC / Software APIs: Maya API, MotionBuilder API, Photoshop API, Maya, Blender, After Effects, Photoshop;
Tool & Pipeline Automation, Batch Processing, Asset Management, Data Conversion
GUI Development: Qt, PySide, PyQt, Jetpack Compose
Real-time / Technical Art: Unity, Unreal Engine, Shader, VFX, Performance Optimization, Asset Integration,
Technical Art Pipeline
Rigging: 3D Character, Creature, Prop, Mechanical, Facial, 2D Rigging; FK / IK, Deformation, Auto-rigging
Simulation: Cloth, Hair
Modeling & Animation: General 3D Modeling, Animation, Deformation, PBR Asset Production
Photogrammetry & 3D Scanning: Agisoft Metashape, RealityCapture, R3DS Wrap 3D
Motion Capture: Face & Body Motion Capture; Editing, Cleanup & Retargeting; XSENS, Perception Neuron,
Facegood, MOXI
Production / Solution: Technical Feasibility, Solution Design, Workflow Automation, Technical PM, Technical
Lead Coordination, Resource / Timeline Planning, Cost / ROl Evaluation
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, Claude

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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