
GUANCHEN LIU
MA Digital Media Arts · 3D Visuals / VR Interaction / Game Design
Email: liugc367@163.com Phone: +86 155-4645-9607 Location: UK · Seeking positions in China

Portfolio: liuguanchen.pages.dev Born: June 2003

P R O F I L E

MA student in Digital Media Arts and lead developer of the independent game IPHI (released on Steam / itch.io). Focused on VR/AR immersive
interactive experience design and intelligent interactive art installations. BA in Visual Communication Design from Dalian Polytechnic University (Sino-
foreign joint program, taught entirely in English). Proficient in Blender, ZBrush, Unity / Unreal, Rhino and AI-assisted design tools (Midjourney / SD),
with full-project experience from concept design and 3D modeling to interactive development and iterative testing. Fluent in English with professional
working proficiency.
E D U C AT I O N

Digital Media Arts · MA 2025 — 2026
University of Southampton, UK

Visual Communication Design · BA 2021 — 2025
Dalian Polytechnic University · Sino-foreign joint program (taught in English)

E X P E R I E N C E

Design Assistant 2024
MAOGEPING Cosmetics Co., Ltd. · Beijing Branch

P R O J E C T S

IPHI · Narrative Digital Game (Urban Workplace Narrative) · Project Lead · 5-Member Team 2026.03 — 2026.07
RPGMaker / Blender / Photoshop / After Effects · Released on Steam / itch.io

Decompression Island · Independent Creator 2025
VR Immersive Experience + Mobile App · Meditation & Stress-Relief Application

Art Incubator · Lead Designer 2025

Arduino + Infrared Sensors + Real-Time Projection · Interactive Installation Art

Graduation Project · Independent 2025
Scenario-Based Experience Game Scene Design Research · Blender 3D Modeling

S K I L L S  &  T O O L S

Blender / ZBrush Unity / Unreal

Rhino / Keyshot Photoshop / Illustrator / After Effects

Figma Substance Painter

Midjourney / SD Arduino

VR/AR Immersive Interaction 3D Modeling & Rendering Level Design UI/UX Design C# / Blueprints Git AI-Assisted Design

Brand Visual Upgrade

AWA R D S

Milan Design Week · 8th China College Design Excellence Exhibition · Campus First Prize · 2024 · Work: Street view in Japan
University Innovation & Entrepreneurship Competition · First Prize · 2024 · Top 5%
L A N G U A G E S

Chinese · Native English · Fluent · Ready for international collaboration

Focused on digital media interaction design, immersive visual creation and AI-assisted art applications; research direction: VR/AR immersive
interaction and intelligent art installations

·

Systematic training in visual design, 3D modeling, motion graphics and product innovation design; international design perspective with solid hands-
on capability

·

Assisted in the brand visual system upgrade across 12 stores in Beijing, restructuring display hierarchy and product showcase flow; average
customer dwell time on key products increased by ~15%, and brand recognition rating improved by 22%

·

Led a 5-member team through topic selection, narrative architecture and promotion planning, overseeing overall production direction and progress;
built the story and symbolism systems, created 3D scene animations, and drew the Themis character artwork and promotional posters

·

Through dialogue, investigation and combat mechanics, turns workplace survival pressure into a conflict with the protagonist's subconscious,
exploring whether burning out for work is justified

·

Independently designed a VR immersive experience and mobile App meditation app targeting anxiety and depression among young people in high-
pressure East Asian society, building a purple-blue virtual meditation scene covering mood journaling, AI counseling, guided meditation and social
sharing

·

After 5-user testing and multiple iterations, continuously refined the scenes and music based on user feedback, effectively helping users relieve
stress and restore inner calm

·

Using the Chinese art college entrance exam as a theme, built an interactive installation with Arduino, infrared sensors and real-time projection that
metaphorically highlights the mental health crisis of students under exam-oriented education, provoking reflection on the essence of education

·

Independently built six immersive healing game scenes in Blender against the backdrop of high-pressure East Asian society, using geometric
imagery and visual metaphors to guide users from anxiety to relaxation; accompanied by posters and the magazine RELAXING TRAVEL that
systematically present the healing concept

·

Job Intent: 3D Visual & Immersive Interaction Design in Game / VR / Digital Cultural Tourism · Available immediately

https://liuguanchen.pages.dev/

