LEFI SHAN

Legal name: Kevin Shan | 3D ENVIRONMENT ARTIST

Los Angeles, CA | +1 626 693-4003 | |eficious@gmail.com | LinkedIn
Portfolio: |eficious.com/qgallery | Watch reel

Stylized 3D environments built through modeling, materials, foliage, lighting, and realtime scene assembly in Unreal
Engine.

SELECTED ENVIRONMENT WORK

Sacred Forest 2026
Solo realtime scene | Unreal Engine 5, Maya, ZBrush, Substance | Original concept by En Moroldo

* Built the scene from modular low-poly assets and a sculpted, baked shrine through procedural stone and bark
materials, foliage, lighting, VFX, and final Unreal assembly.

 Used an atlas for foliage and Runtime Virtual Textures to blend plants with terrain; automated vertex-normal
transfers in Maya for consistent stylized lighting across assets.

Water Blossoms 2026
Environment contribution | Unreal Engine, SpeedTree, Gaea, Substance | Character by Idafaber

» Modeled and textured the bridge; developed the surrounding scene through set dressing, lighting, landscape
work, and procedurally generated SpeedTree vegetation.

Alien Landscape 2025

Environment modeling and procedural assembly | Maya, Houdini, Redshift
» Modeled the scene's individual assets, procedurally instanced them in Houdini, and completed look development
and rendering in Redshift.

Stylized Classroom - lllustration Match 2024
3D environment implementation | Maya, Substance 3D Painter, V-Ray | lllustration by ArseniXC

* Translated an existing illustration into a 3D scene, matching its composition, stylized materials, and lighting in the
final render.

RELATED TECHNICAL ART

Stylize Normals Toolkit 2025-26
Maya, Python, Maya API | Open-source foliage and vertex-normal tool

» Expanded the foliage-normal workflow into a reusable toolkit with generated direction, transfer, preview,
comparison, and batch repair controls.

EDUCATION

University of Southern California | M.S., Game Design and Development | Expected 2028
Gnomon School of Visual Effects | B.F.A., Digital Production - Games | 2025
Work selected for Ghomon's student reel.

TOOLS AND PRODUCTION

Environment: Unreal Engine 5, Maya, ZBrush, Substance 3D Painter and Designer, SpeedTree, Gaea, Houdini
Rendering and technical art: V-Ray, Redshift, Photoshop, Python, Maya API, procedural materials, foliage, UVs and
baking
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