Alvin (Jiaxiang) Li
Pittsburgh, PA
(765)-746-9433 - alvinxiang1008@gmail.com - Portfolio: alvinxiang.com

3D VFX artist forging believable worlds by building immersive environments and crafting dynamic effects using Maya, Houdini,
Unreal Engine, and Unity. Specialized in hard-surface modeling, fluid simulation, realtime FX, and fundamentals in
computer graphics. Passionate problem-solver integrating artistic and technical skills to innovate and excel in visual storytelling.

. 3D Art: Houdini (procedural modeling, fluid sim), Maya (environment & hard surface modeling), Substance
. Game Engine: Unreal Engine (Niagara, Blueprints, Chaos, Sequencer), Unity (shader, VFX Graph)

. Post-production: After Effects, Adobe Photoshop

. Programming: Python, Java, C++ (OpenGL), MATLAB, Git, Perforce

Education

Master of Entertainment Technology M.E.T. August 2025 — May 2027
Carnegie Mellon University

Bachelor of Animation & Visual Effects B.S. August 2021 — May 2025
Purdue University GPA:3.9/4.0

Computer Science Minor, Cornerstone Certificate

Professional Experience

Real-time VFX Asset Artist | Black Sawn Studios | West Lafayette IN September 2024 — January 2026

. Built performance-efficient in-game VFX like smoke, explosion, electricity, and destruction in Houdini and Unreal Engine
Niagara system for Worlds Collide, a real-time strategy game developed with assistance/cooperation from Riot Games’ game
designer Noor Amin.

. Met with the team in-person weekly and multiple times online to collaborate with the studio’s art team (switched to online
meeting after graduating from Purdue University). Connected closely with studio’s programming and design teams to unify
styles, ensure implementation fluidity, and resolve technical problems.

VFX Artist Intern | Humanity Media & Entertainment | online May 2024 — January 2025

. Collaborated with another VFX artist to compile a Rip-O-Matic for the company’s pre-production film project At the Moment
with After Effects and Premiere Pro. Sifted shots and improved VFX for Unlocked, Family Gone, and What If, the
company’s post-production projects, in a high-quality manner until it’s delivered to clients or platforms like film festivals.

. Edited, developed VFX, and composited company’s post-production project using After Effects.

Video Editor | Shenzhen Lieliu Media Co., Ltd | online October 2022 — April 2023

. Edited footage recorded by content creator Alan Shao. Sifted through raw footage and composited VFX elements into
educational videos. The videos are then published on Chinese video-sharing platforms such as Bilibili and Douyin for
audience to learn English day-to-day conversations with native English speakers. Each video generates around 0.5 million
views.

VFX Artist, Compositor | Viento Studios | online October 2023 — October 2024

. Color corrected animated video shots, created proper lighting conditions, and added environmental particles in After Effects.
. Worked alongside animators and compositors to provide optimal rendition to show proper emotions for visual storytelling.

Project Highlights

Marker-and-Cell (MAC) 3D Smoke Simulation | C++, OpenGL April 2025 — May 2025

. Designed a real-time controllable physically accurate smoke simulation using MAC method using OpenGL.

. Built a discrete 3D space of voxels and advect scalar (density, temperature, pressure) and vector (velocity) properties via cell
communications. Resolved challenge of detail preservation using vorticity confinement.

. Utilized graphic interface library Dear ImGui to render pixels and allow user to control physical properties in real time.

Procedural Sci-fi City Generation Tool | Houdini, Python September 2023 — December 2023

. Constructed a custom Houdini Digital Asset (HDA) that generates sci-fi large-scale buildings using VEX and Python scripts.
. Exposed parameters that allow maximum freedom for users to create building structures with various shapes, sizes, and looks.
. Generated properly unwrapped UDIM UV maps and in room & outer point lights.

Surface-to-Air Missile Strike Cinematics | Unreal Engine, EmberGen October 2025
. Created an action scene in Unreal Engine involving a missile targeting and hitting a fighter jet.

. Generated map from real-life LIDAR DTM terrain data in Houdini and fully processed using Heightfield.

. Built Chaos blueprints for vehicles (missile launcher truck and fighter jet) to manually control their movements in cinematic.
. Created smoke and explosion VFX using Unreal Engine Niagara and EmberGen VDB.

. Choreographed camera shots and compiled them into sequencer, then rendered in Movie Render Queue.
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