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I did general art g rection ang Production work, INCluding, byt
Not limited to 3D Modeling & SCulpting, Uy & texty
llustration, ul,

concept art, r

e, lighting,
ty of gamin

arketing work for

Notion
J Projects

design, ang m
A varie

I'workeq on g variety of fitles, INCluding byt not limited
Titans (Light \/\o\emce), Magic Eights o

O Atomic
gle| Areniiy‘

I dig general art g recti

on and Production Work, inclug
not limited to 3D mModeling, Texfurmg, thﬂmg, illustratio
9raphics, con

ing, but
Cept ang design work

N, Motion

' was the art

director for the gam
Heroes,

€ Space Invaders : Hidden

I over-saw

fhe entire art
and give

depart ment, do NQ some Cconcept grt
feedback to each of the artists for all 1
the game, which INCludes the Characters (both
the

1 art/visuals of
environments, the VFX, the brandin
.

eal ang sparks),
9 and some user-interface

' was the

art director Of 1t
base

Ne game Hitman spj
d on the |0 Interact

per: The Shadows,
ive title Hitman sn;

per.
I over-saw the
and give feeq
the game

entire qrt depurrmem
back to €ach of the
. Which includes the
Weapons, the vehicles, \VFx

. doing some conc
artists for g the art/
emviromnems, the cr
and some

ept art

Visuals of

aracters, the
user-interface .

I also WOorked ¢

Core game gn

N the

osely with
d bromding
Production of

the Marketin
work harmg
Various marketi

9 department toe

niously, ang at
NG Visuals

nsure the
fimes, aide

* English (Native profic
* Spanish (Professiong

French (Semi workin
Jopqnese (Semi wo

iency)

| working grade
9 grade proficje
rking grade profi

proﬁciency)
ncy)

Ciency)

fumoprod
Motion \\\\ design

' was the art director of the pqcmgmg, Motion graphics & Video
art depoﬂmerﬁ atf Gameloft Momrreu\ I'was in charge of over
seeing the entire Production pipeline, from imcemorw through to
the fingl Polishing ang dehvery

I over saqw and critiqueq
ind SCiplines, gn
Maintenance o

the entire
d give artistic dire
f title brqmomg

team of Qrtist:

s, all ranging
Ction, ensuring

Quality ang

I'was also lead matte Painter & c
game trailers and cinemat
such as look deve\@pment
composiﬂmg, and spe

9eneralist for Some of the
ICs. My responsibilities also include tasks

Concept art, motion design, 2D & 3D
Cial effects

| also de\/e\oped a few logos ang Some
t:ommumcoﬂoms artw

of th
NOrk

€ in-house COrporate

Freelance art director, graphic & Motion designer, illustration and
Ce generalist,

Deswgmbg websites ang Print materig|, imducimg bromdmg & on-
line identity,

I'also do Concept art, 3p SCulpting & fext
Painting, lightin

uning, as well g mMatte
9 and camerqg work,

Grophics/brom
animation, p
Production,

ding/print & motion design, as well as 3D
hoTogm;

ohy, video ﬁ\mmg/edmmg and web

| chompmned many clients &
designed & Created ¢
Closely with (¢}
the market

Worked direct
ustom bran
ur Copy writ
ing team

Y with them |
ding solutions, while working
s, all baseq on srrmegies deve\oped by

| also deve\oped Custom Typogrophy Aand createq rich fiash
animations for web dep\owrwem
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HITMAN SNIPER : THE SHADOWsS

ART DIRECTION \\
SQUARE ENIx MONTREAL — ART DIRECTOR
2020 - 2022

Weapong \ Characters \ Vehicles \ Environments \'VFX \ u| \
SOUARC CHIX.

Mcirkeiing assets

\ In m:
team, cr
A

Hitman Sniper : The Shadows was

Nominated for 3 awards on its

launch, although it did not win,

Yet has bec

game,
I'also hag g hand in developing the branding, and working with the
mMarketing ang live-ops feams in Creating the social assets being
Publisheq through fthe sociq| channels.
Oome a visuq|
benchmark for modern mobile 1
games, A

NOMINATED

s

i

" =
THE CHARACTERS

i
a

The Characters in HS:TS are ql| unique in their design and persong it
Each Character was Carefully Crafted to stand-oyt from one anothe
and bregk with 1}

ith the stereoiypes 'egularly seen in video 9ames, byt
still fee| believable in the Hitman universe,

Each Character

has unique pers
Were designeq f

Onallities, abilities & offecicfions, and
Wwidest Possible Qudience,

O appeal to the

Below are just o f
of the ‘Espelho’

W samples of the conc

ept work | did for the Ouffits
Character i the game,

ESPELHO CONCEPT

THE RIFLES

The unique natyre of each Character Need
the uniquenes:

ed to be matcheq by
S of each of the rifies,
Each Weapon was Carefuyll
the owners Personaliti
’rrodemorked rifles. Th
While not bej
Characters,

Y designeq and crafteq fo reflect
€S, while not infri

nging on any existing
SY needed to look modern ang believoble,
NG sci-fi or too elaborate, The focus should stay on the

QuUN with-in the
hand side of e

RAIFURU, K65 TACTICIAN

SINTAC INC., s200

THE LODGE

|
MAP o : ENVIRONMENTS
. = D Mg R ¥ ] :
I I S In developing the environments, we Would start from, gray block, or
A : 2:“1 :__‘-from-ihe game-play designers (bel

OUgh 3D ‘sketch-
elow is q Sample of gn early gray block of the Observoiory
= . n'l After esiqblishing the main game-play elements for €ach map gn,
| ki 4 5

le] making sure the
game was fyn to play, we would do concepts, ang begin dressing the 3D.

A
| #
THE OBSERVATORY GREY BLOCK |

-play, like
rain, fog ang snow

~ SOME ‘SNIPING spoys:

V] P

For the oot box des;

9N, | drew upon
the lore and history

of the Hitman

history of the games,

I createq the concept for the &)
fiers of loot boxes Needed, A simple

brown leather Case, a black mMatte

metallic case and a shiny silver Case
(shown here). The Cases ne,

Ty SKi¥A | EESPELHO
- S BKIYA
E (BEKNIGHT BKOLZAK ~ ESOJI
BISTON
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LIGHTENING DRAGON \\
The request involved Creating g un wrap based on the LighTening Dragon Character
imp\emem‘ed into the game). This desi

concept (q Character not yet
9N Appeals to me in many ways, and | was delighted to have the Opportunity to
work with jt, We starteq by idenﬂfying Cool elements extracted f
Then we Created multiple iterations using the Colors ang elements we had at oyr

rom the design we gof.
S with the other artists
ed a ton of slick designs,

disposal, Togeth
I worked with, we cregt

L .
Ve

D)D)
-)) )))') n)))n))),

A

RESPONSIVE SKINS

With the desig
skin that would
fo react to the

N set, we then loo|
use the emissive
players Qctions,

ked to Create g

reactive
Component of 1l

he shader

Also includeq Was an idle animation of
A halftone Pattern that Passed over the
bolt when not fired,

gave me an insiqg
magic curtain of

I'd do it Again in a heqrt
beat ;)
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Once disc.

Overed, g player would nee
1o your Colle

d to tame the Spark and add it
ction. As YOu build your Collection, YOuU combine the Sparks
unique Powers to defeqt Various Wwaves of invaders.

SSIC SPACE INVADERS

d are perfect Peings in
nd their perfect Universe.
€ invaders have come fo
acking in emotion, the invaders
t be stopped, so that humanity
SUvive with oyr world intact,

| 'é world, ang Save the planet
fack, so yoy must be Prepareq,

ES
HIDDEN HERO
SPACE INVADERS
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LEGO TEASER ANIMATION

\\ ART DIRECTION \ MODELING \ TEXTURI
GAMELOFT — ART DIRECTOR
2017

NG\ COMPOSITING

High-Resquti

ON modelin,
-5 weeks m

odeling, te

Modo \ Mayqg

g, texturing, motion, VEX ang

compositing
Xturing. 1 week VFX

& composi'ring

\ Mari \ Arnold \ Nuke \ After Effects

I began the Project by Modeling ang Texturing the main Pirate Character, and Qetting approvql
from Lego on the final asset, | then sent the Pirate agset to our animator to fg and be Animated,
Proceeded to m

We modeleq an

AFter that v,

As completeq, |
help of ano

ode| & fexture the main box Prop, and with the
ther 3D Modeler, d textureq the entire atfic space.
I then Proceede

d to builg the sceneg and ¢
Provideq by the

amera work, ang Used officig
team at Lego.

Lego pieces
The animation was

'endered oyt in
and fingl Polish do,

pPasses using Arnolg, and the Passes CoOmpositeq
Ne in Nuke,

\\FRAMES FROM THE FINAL TEASER

PIRATE CHARACTER

erto get Measurements and fest Iighting and surfqc;

SOMe exag gerg
nsive face e XPression textyre sheet, i
board, It Was fun timin

- Wearand tear so o to be visible in smalll size in the animation,
N vector, for the Pirate based on the Performance from the story
g the h help from our lead animator,

pirates facial eXxpressions wit

Below is simple furntable of the resy|

Iting shading ang lighting fests,

\\THE ATTIC MODELING, TEXTURE & LIGHTING

For the attic, | w

o
[0)
o
C
0]
(0]
57
[0
=h
=}
Q
]
=+
o
o5
59
ol=a
[5)
5 @
6(»
80
& (@)
=
d e
9]
Q
@
-
|
-
=l
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I wanteq the attic 1o have slightly cartoony fegy, but

still feel rich and believable with in oyr games universe, A
ot of care Was taken in weofhering all the elements and
making the feel old g though they've been in the attic
along time.

Moved to plastic blocks in 1949,

Lego builders Manuals for actual vintage sets Wwere also
placed on the walls Qs posters on the chkground wallls,

\\THE 1932 LEGO buck

In the end, i

he attic took alon
but was g f

g time to Produce,
Un process that | enjoyed,

TexTuring all this was o blast,

e
i
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MODERN COI\/IBAT VERSUS

ONLINE MARKETING ASSETS \\

" GAMELOFT — ART DIRECTOR
2018

2 years of asset
3D Iighting \ hdri \
) C4D \ ArMqr

One of my favorite fitles in Gameloft library of game:
pPoint, is Modern Combat Versus mobile game. The art w
Character developmem’r i

s the highest Caliber so far,
Made working with the assets fun and co

S, o this
ork angd ‘
and has

the neeq

of the Production team,

+

THE GAME ICON
The above 2 pieces were strong Candidates f
for the App store, The Characters Needed to re
the array of other 9aming icons, as well gs 1]
sihouette, | Chose 2 Characters with simple e

and designeg the

Or the game icon
ally pop amongst
he reading of the
99 shaped heads,
m for high contrast,
The Swift icon (the left Vversion) is stil| my favorite option, even

though it Was never used. Oh wey|.,

ite
THE E-SPORTS LoGco

' was tasked wit

h Creating an €-8ports logo for
felevision, Unfol

o7
a live-streqm Svent broadcqst On nationg i el
rfuno‘rely, l'only hag 2 days to Create the logo as the event Was a last
minutes decision from HQ. | began by studyin,
various other sports,

9 the e-sports logos of the NFL( NBA, cm(}l X

We were going to do o reveq| animation,
the time,

=
o
[«
a
=
@
Q
=
Q
C
©
=
= ¢
=
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9
9
g
o
[ e R L O

Its not my favorite design, b

ut based on how long | had,
it didn‘t turn out too shitty.

ADOBE ILLUSTRATOR

CHARACTER REVEAL ANIMATIONS

One of my favorite Wworks for MCv/g Was doing

er reveq| animationg with the
MCvVs Production team, They Provided the
animations in Max, and | Would shade, light,

der the animation in Arnold,

I' would then comp the animation in Nuke
Aand do the

Xin AE, | Created titles and the
motion graphics for this piece in After Effects,

These animationg were done for many of the
Characters and were probably my favorite
Projects of g, They gave the chance to be
Vvery creative and explore design, These were

SO much fyn,
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GANGSTAR NEW—ORLEANS

\\ GAME STORE ICON & ON-LINE PROMOTION
GAMELOFT - LEAD ARTIST
2016

In-game assets g

nd speciq| mod
2.5 weeks modell

elling
ing, painti

Olishing
Pose \ light \ render \ comp \ polish
Zbrush \ Modo \ Maxwel| \ Pho’roshop

Super fun pro,

This was another ject for me. I was tasked with
€ Compositio,

€oming up som ns for all the various on-ling
CAmpagins that Needed to hqve

bold & dramatic, almost
Cartoony Iighﬁng and feel,

lloved the games art direction ang I'found the
fun. I'm greatful

for the awesome Chance | had

Project loqds of
Porject ang all freedom I was given,

to work on this

Here are some of the explorations | did.

REATRTA = e e

The Character im
on the heoder)
game,

ages above

(including the big Character image
are part of gn

icon Collection for the release of the

The image to the right of the-old man in the chair and the image
below Were separate Compositiong that | Created ang art directeq
Personally, also done as part of gn, Oon:line C€ampaign to p[gm.Qr_e_
the game on the varioys Social mediq st e o/ —

es. i L_______—‘-\%
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GAME Covgg AND ICON A\

GAMELOFT - LEAD ARTIST

2015
Roughly 3 Wweeks of mode| &t

4 days poli

ing \ hari \ camerq w
3D Studio

exture developrneni
shing 1 day concept

ork \ rende

r\ comp \ polish
Max 2012 \

Vray \ Phoioshop
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SPIDERMAN

\\ GAME COVER & GENERAL PACKAGING

GAMELOFT - LEAD ARTIST
2015

%0

\
AN

4%%%%%%%%%%%%

DHS LOGO ANIMATION

\\ LoGco INTRO ANIMATION & STILL FRAMES
PERSONAL ART PROJECT
2016

K \ render \ com
ush \ Mari \'M

P\ FX & Polish
RealFlow \ Phoioshop

axwell Render \ Nuke Studio \

. This is the Project
Maxwel| Render,

L RN _  vesr RENDER OF oNyx
15 TEST
™ \ LOGO FOR sHATTER
' SIMULATION
\ !
-I H o S - e =
CHAIN TEXTURE . SE

A - (] H
- -
\ X -

COMP & Fx OF PASSES
IN NUKE STuDIO

|fi‘i.|l|:'!'r_.

The above ima
Sequence of the lo
form. Th

ges are single frames from the beginning

d from the black liquid in onyx
€ logo is lited ang Comes to q

restin frame,

90 being lifte,
€ onyx then shatters qg thi

Sort of like Whats above the Sequence, byt Wwith of

ut the chains.
All the Models we

my UVs. | later took the model|
to do the various textyre pass
Passes to Zbrush to ad

re done in Modo & Zbrush with
s to Mari ang Substance Painter
©s. | brought back some of those
d further fichness to the finql asset,
Ithen began developing the textures and fing| Maxwel| shaders,
while doing the entire animation in Modo ang Realfiow, with
Seamless integration Wwith Maxwel| Render,

llit all the shots using custom HDRIs an
Studio. Based on my heavy composiiing and Painting
bcckground, I new exactly whqt Passes to renger out for comp

and speciq| effects in Nuke Studio,
Rendering this Project was i

me Consuming, byt
Wait. | am lookj
\

Ng forward to my n
AN NN

d lighting in Maxwel|

XX

\PN
Al

R

well worth the
AV A

ext big Project.

BRING THE NOISE

\\ PERSONAL MoTION GRAPHICS PROJECT
2015

4 Days modeling, 4 days texiuring 1 day Aanimation

model \ light \ render \ comp \ polish
Modo \ Mari \ Maxwell \ Nuke \ AE
| still enjoy doing Motion Qraphics Projects when ever Possible
as they're so Much fun to go.

i fan M1V style Bumper animation (still in
Progress) for my own pPersonql brang,

L]
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ORION'S k MA

TURN TABLE AIIUVIATION A\
. it F
- ke x PERSO(I‘L ART PROJECT
] ; 1
e y R
1
’ An On-going Project — wip
5 H\_{ - This piece was Ioosely based on Q Creature illustration done by
L one of my favorite comic book artists nameq Masamune Shirow,
3 It began qg asimple Creature SCulpt ang turneq info g dense
i f ‘l Project with the full Japanese stage.
e | love doing this stuff ;)
The ideq is o have the dragon aftached to the gate vig some
4 Chains, as though the dragon were A guard dog of sorfs, The pool
\'-. LY of blood below the gate a source of the Power streqm forthe
dragon
i v
b
F 1
N
R
5 L]
== gl a
g - ROCK BASE WIP WiTH BONES
. . % - ;
¥ ; '_'f'_-i. o _J_"'_'i.l""_ y
w1 .-r..r-u.- 3 e B~ "q.
(] 2 e Ly e Fa
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I've been inlove Wwith the design of this dragon for along time
Now, ang doing the model from g 2p image was A challenge, but
lots of fun at the same fime.
my favorite illustrators and |
More of hig designs in 3| . I'm Considering g full
leseed that Wil be ong of my greatest Works to

Would love to do
sCene from Appl
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GTRACING 3

\\GAME COVER & GENERAL PACKAGING
GAMELOFT — LEAD ARTIST
2014

e —— e ———
Mode| received by licensor

PIng model, 2 days shoding

Polishing & original concept art

d—
m bl
1. e -
3D lighting \ hai \ camerqg Work \ render \ comp \ ;:Iolish g
3D Studio Max 2012 \Vray \ Phoioshop i m
. : ) i . ! T -
sessions to b h

o

€ Combineq

I then Created q Iigh’ring rig, as we|| as a custo
the finq| Passes and gt

M HDRY. | rendereq
finisheq by doj

er assembleq them in Phoioshop. |
Ng some de’rqiling and fingl Polish.

-l -
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\\ GAME COVER & GENERAL PACKAGING
GAMELOFT — LEAD ARTIST
2016

Recycleq artwork from Previous ur-q\‘_
2.5 weeks Painting & Polishing ;

Pose \ light \ render \ €omp \ polish
D Studio m

ax 2012 \ Vray \ Phoioshop -",;

This was o very srro'regicolly executed Project. | Neede
recycle gs muc

h as Possible, ang fecreate in 9p the |
d

d to
feel of 3p render: h

0ok and
S, as fast qs | coul

I'had some great fun Painting oyt 4
use my rocks on severq| other
[SUSTIN Paint-overs, | still reql]
90ing to miss it

he BG ang |
Projects, Doing P
Y enjoyed myself

Was able to
aint-overs over
on this IP I'm

| HITT
iy i) e,
The above castle wg:d'one fora 1_' ier i
Cover artwork. The fingl artwork took

the Castle, so |'ve shown it here qs part
This is Where w,

© were choosing the ley
structure,

direction
of the co
el of destr

Below s q Close up of the Characters in Qction,

Called for o Very specific cartoony realism for |
t of hang Painting. | enjoy this tho,

composing as it gives the finq| piece some pe

The art dire tion
he fire that
ughtful way of
rsonality, 1
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GAME covgr CONCEPT \\
GAMELOFT — LEAD ARTIST
2015

Roughly 4 days of concept work

era work \ render \ comp \ polish

Modo \ Phoioshop
Need for detaileq polishing and
uristic lighting ang 90!

ges can be tedious fo

I'love working with cars and thejr
highlight work, Bringing in that fut

rng' to strategic eq
e

loads of fun for me.

These Concept pieces helped to POsiti

on the mMarketing as q
00d board, pyt Was never useq as afingl Marketing piece,
The below log

O is a stang-in and not the final game logo & should
be disregardeg,

ABS




	FPCV_2024_CV_A103
	FPCV_2022_HSTS_A102
	FPCV_2023_Fortnite_A100
	FPCV_2022_SIHH_A101
	FPCV_2023_LegoAnim_A100
	FPCV_2018_MCVS-GNO_s
	FPCV_2018_SpidermanNFL_DH5_A102
	FPCV_2018_GT-SF-AS-END_A102

