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Motion \\\\ design

NIETO cris \\

fumo.dek@gmqil.com
www.fumoprod.com

director \\\ art director A\\\Y Compositi
©9g generalist \\\ Motion grap

ing
hics \\\\ graphic design

hh‘ps://www.|inkedin.com/in/crisnie‘ro/

Please Vvisit wWww.fy
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YEARS
LATEST
' was the art director of the pockogmg, Motion graphics & Video
art department at Gameloft Montreql | was in charge of over
seeing the entire Production Pipeline, frory
As Creative Lead, | work in the Marketing depom‘mem, and the fina Polisr
Collaborate with the executive, core art and Creative leaders
fo explore and execute

A marketing & brandi
gemre—evo\\mg 3v3 tacti

iNg and delivery,
Cal sho

N INnCeption through to
NQ solution for the I'over sqw and critiqueg the
oter Spectre Divide ind SCiplines, ang Qive
maintenance

entire team
Qrtistic directi
of title bmmcmg

of artist

s, all ranging
ON, ensuring

Quality ang

I'was also lead matte painter & Ce generalist
game trailers and Cinematics, M
such as look deve\opmem, co
t:omposwﬂmg,

for some of the
Y responsibilities also incluge tasks
NCept art, m

otion desig

n. 2D & 3D
and speciq| effects,
| also devt—:\oped a few logos and some of the in-house Corporate
CoOmMmunicationg artwork,
I did generq art direction and production work, in(t\udmg, but
NOt limited to 3p Modeling & SCulpting, Uv & fe:
llustration, ul, concept art, mot

Xture, hghmg,

On design, ang mark
A variety of gam

eting work for
INg projects

I'workeq ON a variety of fitles, in
Titans (Ligt

Clud
1t Violeng

INg but not limited t
). Magic Eigh

O Atomic
ts ang Arenify.

Free\omce art director, graphic & mMotion designer iHusTroMom and

Ce generqlist
Degigrwg websites ang print material, inc
line identity,

I did generq art direction and production work, INCluding, byt I'also do o

not limited to 3D mModeling, Texturimg, thﬂmg, H\us’rohon, Motion

graphics, concept ang design work,

luding brumdmg & on-

NCept art, 3p scul

Painting, hghﬂmg [e

pting & te
and

xturing, as well as m
Camera work.

atte

' was the art directo

r for the
Heroes

Grunh\cs/bromdir

game Space Invaders : Hidden animation, ph
Production

| over-saw the entire qrt depurrmem, do| NQ some ¢

and give feedback fo each of the artists for all the

the ga

g/print & mot

ion design, as we
Qtogroph\/, vide

Ilas 3D
(o} ﬁ\rrmg/ed\ﬂng and web
oncept grt

€ game, which includes the

| chumpioned many clients & Worked d\recﬂy With them, |
art/visuals of designed & created custom br(md\mg Solutions, While working
Characters (both real ang sparks), Closely with Our copy writers, all ba
the environments, the VFX, the brondmg and some user-interface the
ub.

sed on sTroWeg\es de\/e\oped by
Marketing tfeam,

I also dey
anima

Veloped Custom

h/pogr@
fions for web de

Phy ang Created rich ife]
pPloyment

sh

I'was the art direct

Orof the game
based on the

Hitman Sniper: Th
(@) Interactive title H

© Shadows,
itman Sniper.

I oversaw the entirg art depomrwem, do|
and give feedback fo each of the
the game, which INCludes the
Weapons, the Vehicles, \Ex a

NQ some conce,
artists for g the art/visuals of
environments, the cr

aracters, the
Nd some user-interface .

ot art

| also Worked close
Core game ang
in the Product

Iy with the mMarketin,
bmmdmg Wi

[¢] (Jeo@ﬂmemf to en
ion of Various

Sure the
oniously, ang at fimes, dide
s.

ork harm
Marketing Visual

* English (Native profic
* Spanish (Professiono
* French (Semi workin

Jopqnese (Semi wo

iency)

| working grade
d grade Proficig|
rking grade profi

proﬁciency)
ncy)
Ciency)
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SPECTRE DIVIDE - FLAST-1

\\ CREATIVE LEAD
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ng \ Mqueiing Assets
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N
MOUNE%I}NTOP STUDIOS — CREATIVE LEAD y
2024 - 2025 o 4
e r T
\ Bm.pding':\-Br_ch:nd Mointenance'\ Graphic Design \ Layout
Motior_1 Design \ Eqiti J :
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= Santal batties Can pop
base throughout 1
Spectre Divi r
N
o .

CLEAN GRAPHICAL READ - THE ANIME Look

With the use of hond»poinfed environment fextures,
vibrant Character Palettes ang Crisp line weights,
Spectre’s Characters POop off the bockground

L. Creating q Clear & fast read.
" i WIhBUNique and inte

yle is unique

to Spectre and Captured in 2p across key qrt

©  andalso replicateq inside the game engine in 3D

ﬂ environments,

LR

=
o

.

T SRR

- | o SN
L R ﬂ.-d -
— = —

original logo reveq| for Season 0, I built o mMotion graphics logo reveq|
for Season [ Flashpoint using After Effects,

5005 gap
L

The electricql effect was the most chollenging aspect
Gs a frame for frame animation, The €lectricq| effect
style, ang this gave me the opportunit
Classic references,

That movie Will n
again.,

1]
as it was ilustrateq Py hang
Needed to feel Very ‘anime’
Y to dust off my Akirg blueroy for some

KOG

ever get old for me, I'l| always look for some réason to watch it

Using onion skinni

NQ technique:
coincide wit

h the block ‘dualit
al, with o fouch of

S, | was able o have the IighTening effect
Y effect for arri

I as all the funky Variations, ‘r

SS5HPOIR T W .

BO0S gpp

03

= | -1”*QT'

AFTER EFFECTS PROJECT g

ANNEL.. o
”ﬂ FIVE STARS
AGAT ET VOUR ASS
"L 6 THERE

Rk, BT STARS VE
SOEFEATED CAAWRCRE. |
p /

SPECTRE LOC.

FIVE STARS
COMMUNA
WILDHAVEN
SHADOWS
i

X

Using AﬁerEffecTs, I was able to adg dep
€ art ang enhance the drama to Create
the game that 1o

th and g sense of Parallax to
uUnched on oyr social plg

asslick litte Promotion Clip for
tforms, That was SO much fyn|

The plan Was to cregte A new animated

Comic for eqch New season,
Woulg have been SO dopel
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FP STUDER

\\KARMA g MoOTIOoN RESEARCH

X%e%exex

PERSONAL PROJECT
2024

HOUDINI"s KARMA + SOLARIS

After many years of using Autodesk’s Armnold Re
engine that | love

nder, an incredible render
» and hope continues to go incredible things, | decided to fry
Something ney,
SideFX had r

ecently releqseq i
Karma, ang

I'was determineq

It was also my chance to get to know qusTiciTy in depth. It'sa cAD for artist
that has 'evolutionizeq how | Create 3D,

Inspireq by some

amazing rag;j
Version of the st

Ng bike designs,|'ve fabricateq my own uniqu
der A810 With some minor embellishmenfs.
Using PIos’riciTy (CAD for Qartis

1s), | was able to
designs ang looks for Some

Quickly Prototype o Variety
Cool, physicql\y [e! |

CCurate modg| S.
I was able to Quickly Retopo ang uv using Modo & Blender.
I textureq with Mar

i and Marmo,
animation, shader

set and sent the set to 1
dev (Materi

oudini for rigging,
al X), lighting & render,

PLASTICITY

oV, W

+

MARMOSET

HOUDIN)*

S SOLARIS MODULE

SOLARIS + KARMA

9in lighting my shots
I'like brlngmg the lights fo'life by animating the various Properties of the
- Individugy| lights, infensity, shape & color, ang creating dramg and emotion
am - through il\uminq‘rion.
- -

: When I'm finally happy with the IighTing, allin conjunction with the mMotion
9raphics ang based on the Pre-prod 2p look-dey, | establish my render Passes
and begin the render optimization Process.

k.

-

L]

L

COMPOSITING IN NUKE

The fing| step is composi‘ring the motion with the 'ender passes in Nuke. Re-
assembling g the rendereq CoOmponent e final Polish, LUT and VFX,

ed formats and esolutions,

8. adding th
and exporting to my select

Ndis an art in itself that | will never get tireq

t fully feeqs my OCD Needs,
. FINAL Nukg COMPOSITE

OBSERVATIONS

INspireq Py the out:
I can‘t Wait to seg

come, | am €agerly Wwatfching Karma + Houdini‘s evolution,

how the 'endering, Process evolves and improveg over time,
I'm Very exciteq by the future ang look for
Produce with th

ward to
ese tools, gng the Process

Might be Interest
the cool things Il be able to
e

fo come,
.

-
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EETE

Cris nieto™

Portfolio =)

‘:““ g.lm_o Productiong

esign communicqtions



TMAN
SNIPER

']

AT L

Hitman Sniper : T
Nominated for 3
launch, althoug

he Shadows was
Awards on its
h it did not win,

Yet has become o Visual

benchmark for modern mobile
games,

THE CHARACTERs

The Characters in HS:TS are ql| unique in their design and persong
Each Character was Carefully Crafted to stand-oyt from one anothe
and bregk with the stereoiypes 'egularly seen in video games, byt
still fee| believable in the Hitman universe,

Each Character has unique pers
Were designeq o appeq| o the

Below are just o f
of the ‘Espelho’

Onallities, Abilities & offecicfions, and
Wwidest Possible Qudience,

eW samples of the Concept work I did for the outfits
Character i the game,

THE RIFLES

The unique ng

ture of [Slelels} Character Need
the uniquenes:

ed to be matcheq by
S of each of the rifies,

Each Weapon was Carefuyll
the owners Personaliti
’rrcdemorked rifles. Th
while not being sci-fi
Characters,

Y designeq and crafted to reflect
©S, while not infi

nging on any existing
SY needed to look modern ang believoble,
or too elaborate, The focus shoulg stay on the

QuUN with-in the
hand side of e

RAIFURU, K65 TACTICIAN

SINTAC INC., 5200

MAP 01

THE LODGE

LOOT BOXEs

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 3|

fiers of oot boxes Needed. A simple

brown leather Case, a black matte
etallic case and o shiny silver Case

m

]
(shown here). The Cases needeqd to be
redlistic yet g

MPle to follow with the overql
art direction

, and still pe believablewﬁhm the *
Hitman Universe. e P

Elaborate loot box opening cere

Created qg rewards Were reveqleq by
motion graphics. . .

A SOJI
BSTONE BEKNIGHT BKOLZAK 8

%’%%%%%%%%%%&%%%%&%

HITMAN SNIPER : THE SHADOWsS

ART DIRECTION \\
SQUARE ENIx MONTREAL — ART DIRECTOR

2020 - 2029
Weapong \ Characters \ Vehicles \ Environments \'VFX \ u| \
Mcrkeiing assets

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.
]

DESERT BAI.LIS'I‘ICS, VGAT2

PRECISION GLOBAL, Mcax
e

17
L

ENVIRONMENTS

MAP 02
THE OBSERVATORY

=

Achieving a stro
€ach map. As the e
environmentq

Ng lighting set-up was instrumentq in the rich Visual appeal of
fforts to minimize Visual nojse Were crucial, the lighting and
| effects Needed to adg Value, withoyt Qdding over-heqq,
Enviro'hmeniol effects like bloom, glows ang glare were used to creqate rich feeling
Maps, ang lights placed carefully albe subtle €nough not to over-whelm the

sCenes,
Matte Paintings we,
g€ometry, ang enviro

T

e used were Sver possible to feduce the Need for eXcessive
nMmental weather effects, like fog, clouds and smoke helpeq
O Create Vvariety ang richness in the few Maps we hag Created,
‘Times of day’ were also developeqg fo help increase the Map variety, and
‘weather Was also used to add an extrg level of diﬁEﬁﬁy to the game-play, fike

rain, fog ang snow

~ THEYACHT

SOME ‘SNIPING SPOTS!

. il

BKIYA

BESPELHO



Once disc

Overed, g play:
1o your colle

erwould neeq 1o tame the Spark ang add it
ction, As YOu build your Collection, YOU combine the Sparks
unique Powers to defeqt Various Wwaves of invaders.

10
wf{ £

ASSIC SPACE INVADERS

d are perfect Peings in
eXpand thejr perfect Universe,
fe. The invaders have come to

Icking in emotion, the invaders
€ sfopped, so that humoniTy
SUIVive with oy world intqct,

t € world, ang Save the plaonet
ftack, so YOU must be Prepareq,

ES
HIDDEN HERO
SPACE INVADERS
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FORTNITE GUN WR

\\ ART DIRECTION \ ILLUSTRATIG

\\ RESPONS|VE SKINS

9N proposal, we includeg elements we liked
Proposals, ang includeq the feedback from
fo create atruly col © design.

from all the

Severyone, including the client
aborativ,

With the design
use the emissive

N the front of the
when the pPlayer fireq his/her
weapon, For this Process, | Worked Closely witi
Artist to Coordinate the func‘rionolify and loof

Was an idle animation of a hal
assed over the bolt when not

This eXperience w
an inside look be
Epic Games,

design would throp and flash

h a Senior Technicql 2

k of the reaction,
Also includeq

f-tone
Pattern that o]

fired.

I'd do it againin g heart beqt D

>
-]
u
C
:
L1l
H
o
E
F
=
Y
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LEGO TEASER ANIMATION

\\ ART DIRECTION \ MODELING \ TEXTUR|

NG\ COMPOSITING
GAMELOFT — ART DIRECTOR
2017

High-Resquti

ONn modelin,
-5 weeks m

odeling, te

Modo \ Mayqg

g, texturing, motion, VEX qng

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 o our animator to fg and be Animated,
Proceeded to m

We modeleq an

AFter that w,

As completeq, |
help of ano

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

d to builg the sceneg and ¢
Provideq by the

amera work, gng Used officig
team at Lego.

Lego pieces
The animation was

'endered oyt in
and fing| Polish do,

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

#
\\FRAMES FROM THE FINAL TEASER

=

PIRATE CHARACTER

O get Measurements and fest Iighting and surfacing
Srated weqr and fear so gg to be Visible in SMall size in the animation,
Xpression tey re sheet, in Vvector, for the Pirate based on the Performance from the story

board, |t Was fun Timing the pirates facial eXpressions Wwith help from our leaq animator,

Below is simple turntable of the resulting shqding and i

ghting tests,

\\THE ATTIC MODELING, TEXTURE & LIGHTING : '"-'] . a - \E
e p —

Forthe attic, | Worked along sige another 3D generqjist " b, L=

and together, We modeleqd €ach of the Props to

Produce the final set,

=
B i

I wanteg the attic 1o have g slightly cartoony feg, 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 feg| old as 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 walls

\\THE 1932 LEGO buck

In the end, i
but was g f

he attic fook a lon,

g time to Produce,
Un process that | enjoyed,

TexTuring all this was o blast,
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MODERN COI\/IBA_T VERSUS

ONLINE MARKETING ASSETS \\

* GAMELOFT — ART DIRECTOR
2018

2 years of asset
3D Iighting \ hdri \
E C4D \ ArMar

One of my favorite fitles in Gameloft library of game:
Point, is Modern Combat Versus mobile game. The art w
Character developmem is the highest Caliber so far,
Made w th the assets fun ang co

s, to this

ork and [

and has

mpelling, "

orking wi

The Production tfeam m
and | w

ade qll Thei{ Characters Qvailable to us,
ould take the 3D files, and using Mormoset |

ht the shot and do renders that | ¢
This became o Powerfy| Marketin,
Xplore high level imogery, without

of the Producti

the Cameras, lig
Pho’roshop afferwargs,

Oomped in
had the freedom to e

g fool as |
the neeq
on team,

I enjoyeq doin

g that so much,
€ One of my fq

Vorite work flows

The Swift icon (the left Version) is stil| my f

Qvorite option, even
though it was

Never used, Oh well.,,

+

il
THE E-SPORTS LoGco

I'was tasked wit

a} Creating an ©-sports |o,
television. unf

9o for g live-stream SV
orrunq‘rel\/, l'only hag

ent broadcqst On nationg H ey 1
2 days to Create the logo as the event was q |gst 3
minutes decision from HQ. | began by sTudying the e-sports logos of the NFL, NBA, ang
various other sports,
I designeq the logo in lustre

ator and useg Modo to model and Yy the base, | then useq
C4D ang Arnold to light ang render the logo out, then | fouched it allup in Pho’roshop.
We were going to do o reveq| animation, byt due fo time constraints, we never foung
the time,

Its not my fav
it didn‘t turn

Orite design, byt based on how long I hag,
out too shitty,

ADOBE ILLUSTRATOR

CHARACTER REVEAL ANIMATIONS

One of my favorite works for MCVs 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
and do the
motion graphi

comp the animation in Nuke
Xin AE, | Created titles and the
Cs 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,

%%%%%%%%&‘%%%%%%%%A‘%%

GANGSTAR NEW—ORLEANS

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

In-game assets g

Nd specig| 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
C€Ampagins that Needed to have

bold & dramatic, almost
Cartoony Iighﬁng and feel,

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

for the awesome Cchance | had

Project logds of
Porject ang all freedom I was given,

to work on this

Here are Some of the explorations | did.

The Character
on the header
game,

Mages aboy

© (includin
) are part of

g the big character image
an 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, Oonsli

th

Ne campaign to QLomo_tg_
© 9ame on the various sociq| Medig sit

©S.
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e e

NFL 2014
THE RUSSELL WILSON

GAME COVER AND ICON \\

GAMELOFT - LEAD ARTIST

2015
Roughly 3 weeks of model & texture developmeni

4 days Polishing 1 day Concept
iNg \ hdri \ camerq wo

K\ render \c
3D Studio M

omp \ polish
ax 2012 \ Vray

\ Phoioshop
This Project wqg Particyl
chollenge ofa

arly inieresiing for me qs | e
he Vray shaders

njoy the
[slale}re} realistic 9raphic com

Position,

Ost Sci-fi--
good fun for me ;)

Bk L T S

SPIDERMAN

\\ GAME COVER & GENERAL PACKAGING

2015

%%%%%%%%%%%%%&%%&‘%%

DH5 LOGOo ANIMATION

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

Fr‘oLr‘n“nPw on, I'm doing ql my stuff in Maxwel| B)
R Sreg
- AR y

gy - x i “TEST RENDER OF ONYX
18 e
. y LOGO FOR SHATTER
§ . SIMULATION
. o "'-—_..'. o oo g
CHAIN TEXTURE : e ]
5 Y § * | - * 4
1 g e ’ H
. \n,_ ‘ B

COMP & Fx OF PASSES
IN NUKE STubIO

T L

frati;

TN
[

Frivigrroni

The above images qre sin,

090 being lifte
N shatters qg th

gle frames from the beginning

d from the black liquid in onyx
© logo is liteg and comes to a

restin frame,
Sort of like Whats above the Sequence, byt Wwith out the Chains,
All the Models were done in v,
ook the mode
us texture pass
Passes to Zbrysh to ad

odo & Zbrysh with
Is to Mari and Subs
©s. | brought back
d further fichness to

UV Layout for
tance Painter
Some of those

the final asset.
I then began develo

ping the textures and final Mq
While doing the

Xwell shaders,
entire animation in Modo ang Realfiow, with
Seamless integration with Mq

xwell Render.
llit all the shots using custom
Studio, Based on

HDRIs ang Iighting in Maxwel|
und, | new exact|

my heavy composiiing and Painting
Y What passes to render out for comp

and speciq| effects in Nuke Studiio.
Rendering this Project was j

wait. | am ook

backgro

%‘%%‘%%‘%%‘%%\‘%%\‘%%\‘%%\‘%%\‘%%%\‘&‘&‘%%\‘&‘@\‘%%\‘&‘%

me Consuming, byt

well worth the
Ng forward to my n

ext big Project.

BRING THE NOISE

\\ PERSONAL MoTION GRAPHICS PROJECT
2015

mModel \ light \ rend

er \ €omp \ polish
0do \ Mari \ Max

well \ Nuke \ AE

I still enjoy doing motion graphics Projects when ever possible
as they're so much fun to do.

This was part of an M1V st

yle bumper animation (still in
Progress) for my own pPersonql brang,

i

R

ORION'S k MA

TURN TABLE ANIMATION \\
F 3

f"
; PERS CART PROJECT a

2 '%16

‘k ¥

An On-going Project — wip

LY

- This piece Was loosely based on Q Creature illustration done by
one of my favor

te comic book artists Named Masamune Shirow,
It began a8 asimple Creature sculpt ang furned info A dense
Project with the

full Japanese stage.

I love doing this stuff ;)

The ideq is o have the dragon aftache

chains, as though the dragon were Q guar
of blood below

d fo the gate via some
the gate q Source of

d dog of sorts. The pool
he power stream for the

dragon,

=
. i |

" ;'.I e

b W |

v ]

T

e
F',-Iu'r."l,
L oS
i 14
Lt
= | b i .r-:'-'li.. s
Bty  —

afull scene from Appleseed that will be my

greatest work to date,

It still on my radar ang May one day become o reality,
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