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— Maya Angelou

| am Amandine Huché

With a contagious dynamism, | am always ready to take on new pro-
jects with enthusiasm and determination. Passionate about design,
digital creation, and strategic thinking, | thrive in bringing ideas to life
with precision and originality.

Curious and resourceful, | love immersing myself in different crea-
tive universes, researching trends, and refining concepts to deliver
impactful and well-thought-out visuals. Whether it's graphic design,
UX/UI, branding, or content creation, | approach every challenge with
a mix of creativity and analytical thinking.
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Experience

Last year, | completed an internship with a freelance graphic desi-
gner at Pop'ins. This experience deepened my understanding of re-
search in the creative process and strengthened my skills in visual
design, content creation, and brand strategy. My internship taught
me to approach design with reflection and strategy, ensuring that
every project is both creative and well-founded.

From Paris to Montréal

From the charming streets of Paris to the vibrant energy of Montreal,
| am now studying Multimedia at Vanier College for a semester. This
experience allows me to expand my skKills in graphic design, web de-
velopment, and commmunication strategies. Immersed in a new crea-
tive environment, | explore fresh perspectives to refine my approach.

e foun g te Mpokol wnrdid
/WWM w/mw wa/%«vw/

e o Uy ool oy sy
W%M%WW«CW%



E
E

MARKETING CAMPAIGN

Carambar Campaign p3
Conservatoire du Littoral p5

GRAPHIC DESICGN

Murakami Book p7 Zoom lllustration p8

Etretat Banners p9 Brand Guide pl0

Yearbook Cover pll Vernissage Advertising Kit p13

3D MODELING

Perfume pl15
Backroom p16

WEB DESIGN
Met Gala Redesign p17
Save the Spaceship p19
Pick my Bag p20

VIDEO
Webdocumentary p21
Film soundtrack p22
Music clip p23
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@ Carambar
About the project
For its return to France, Caramlbar sparks a new revolution ! what bet-
ter way than to do it “a la francaise”

This campaign playfully revisits French history with three mascots Larentrée  Notre retour
inspired by key revolutionary periods, mixing humor and colorful il-
lustrations to engage all generations.

Challenge & Solution

The main challenge was to find a way to unite different generations—
those who grew up with Carambar’s iconic jokes and younger au-
diences discovering the brand for the first time.

7 1 POLLE HISTOIRE cnpmmpé BONNE PETE P TOUS NOS PAPAS HERDS

By mixing history with Carambar’s humor, we created playful mascots
inspired by revolutionary figures, making the brand’s return both
nostalgic and fun.

My role Tools BT [ e e,
o o . q = 0b £ST LA TETE D'ARFICHE 12 pReplRee
» Design creation — Designed all visual ele- « Photoshop
ments of the campaign, ensuring consis- « lllustrator
tency with Caramlbar’s identity. « Indesign
« Figma

. Concept development — Contributed to
shaping the idea of revolutionary mascots
and defining the campaign's creative di-
rection.
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QUI ? CARAMBAR OV QUI ? CARAMBAR OU QUI ? CORAMBAR OV (.
LES GILETS JAUNES ? LOVIS XVI ? LES GAULOIS ?
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¥ 532 Likes

Carambar Mais qui sont de retour ?
#carambar #revolutioncarambar #retourenfrance
#carambargaulois
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About the project

As part of a week-long workshop, we designed an awareness-raising
campaign for the Conservatoire du Littoral. The aim was to encou-
rage the public to take concrete action to protect the coastline, by
highlighting the urgency and impact of each daily action.

Challenge & Solution

How can we encourage the public to take action to protect our coast-
lines ? The challenge was to make the issue concrete and engaging,
without making people feel guilty, while illustrating the impact of in-
dividual actions.

We developed the slogan ‘365 days to save our coastlines: every day
counts, so does every action’ and the slogan ‘A fragile coastline, a
gauge for action’. The concept is based on an evolving gauge that
symbolises the collective impact of our actions. The graphics and vi-
suals capture attention and encourage commitment.

My role Tools
« Art Direction - Creation of the visual uni- » Photoshop
verse and graphic guidelines. « lllustrator
» Indesign
« Concept and Storytelling — Development « Notion

of the message and narrative elements.

« Communication Materials — Design of vi-
suals and interactive media to engage the
audience.
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RECAP DU CLEAN
WALK DE JUILLET

NOUS AVONS ETE 2000
BENEVOLES SUR LES
PLAGES DE ARCHIPEL DE
RIOU CE MARDI

Conservatoire du

¥¢ littora

oQv W
408 likes.

Conservatoiredulittoral #365JoursPourL eLttoral #TouslLittoralistes
#ChaqueJourCompte
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Conservatoiredulittoral #365JoursPourLeLitioral #TousLittoralistes
#ChaqueJourCompte
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#ChaqueJourCompte
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NOUS AVONS RAMASSE 1 TONNE
DE DECHETS

LA JAUGE A AUGMENTEE DE
100 PTS

MERCI POUR VOTRE
SOUTIEN!
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About the project

The goal was to immerse our own texts into the universe of an artist.
| chose Takashi Murakami, blending my writing with his vibrant and
surreal aesthetic to create a unique visual experience.

Challenge & Solution
Transforming simple written texts into an immersive journey while
staying true to Murakami's bold and colorful universe.

By using dynamic layouts, vivid colors, and elements inspired by Mu-
rakami’s art, | designed pages that feel like stepping into his world,
making the reading experience more engaging and visually striking.

My role Tools
- Editorial design - Crafted layouts that « Indesign
merge text and visuals seamlessly.

« Artistic adaptation - Translated Muraka-
mi's aesthetic into typography, colors, and
composition.




About the project

This project explored the power of vector illustration by creating a
highly detailed composition through repetition and refinement of
existing elements. The goal was to develop depth and complexity
while maintaining visual harmony.

Challenge & Solution
How to create an intricate and cohesive illustration using only vec-
tor-based elementswhile ensuring asmooth,zoomable composition?

By strategically duplicating and transforming elements, | built a
seamless, detailed visual without overwhelming the composition.
The use of precision, repetition, and layering allowed for a dynamic
and immersive result, demonstrating the versatility of Illustrator.

My role Tools
+ lllustration & Composition — Developed a o lllustrator
detailed vector artwork.

« Optimization — Ensured scalability and
clarity at different zoom levels
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Prenez de la hauteur

< Prenez de la hauteur L wn Lhonizon
suh A Aonizon

Etretat

DECOUVREZ ETRETAT,
LE TRESOR DE LA COTE D'ALBATRE
DANS SON ECRIN MINERAL
AU GOUT SALE

—
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About the project —
This individual project involved creating a promotional poster for the
city of Etretat and adapting it into multiple formats. The text content
was provided, allowing us to focus on the visual composition and Prenez
layout. haA de la hauteur
EMBARQUEZ HAVRE ,
TRSIAT S
Challenge & Solution
Designing an original and modern composition that captures the AU GOUT SALE
natural beauty and iconic essence of Etretat. | Prenez de |0 hGUerI'

| chose a minimalist approach, using wavy lines to represent the cliffs, sun L hohizon

combined with a soothing blue color palette. The elegant typogra- : ,
phy enhances the poetic feel of the visual, inviting viewers to explore : L e aéson oF 1 cOTE DATRE

DANS SON ECRIN MINERAL

the destination. : AU GOUT SALE

My role Tools
« lllustration & Graphic Design — Creating a « Illustrator TRETAT
stylized and recognizable visual.
HAVRE
. Typography & Layout — Ensuring a har- bl
monious and readable composition.

« Visual Adaptations - Adjusting the pos-
ter to different formats while preserving its
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About the project

The project involved redesigning the logo and creating a new gra-
phic charter for ‘La Voisine d'a Céte’, a small jewellery brand. The aim
was to create the brand's image while remaining true to its values
and the world it wanted to convey.

Challenge & Solution

The main challenge was to understand the client's expectations and
translate them into a coherent logo and graphic identity. The client
was indecisive about the style, requiring multiple logo tests and re-
visions.

| created a moodboard, which the client approved, to guide the vi-
sual identity. After testing several logo concepts based on feedback,
we finalized a logo that aligned with the brand’'s message. | also de-
veloped a complete graphic charter to ensure consistency across all
brand communication.

My role Tools
» Creation of the logo and brand guide - « |llustrator
Design of the final logo after several tests « Indesign

and creation of a complete graphic char-
ter to ensure a consistent identity.

» Art direction analysis — In-depth study of
clients' needs to understand the message
they wanted to get across.

« Moodboard - Drawing up and validating
a moodboard to define the basics of the
visual identity before creating the logos.
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The aim was to design the cover of our yearbook, creating a strong
visual link with the interior design, while making an immediate im-
pact.

To create a striking cover that reflected the spirit of our promotion
while respecting the ‘film noir’ aesthetic chosen for the interior of the
yearbook.

| drew inspiration from neon lights and the world of cinema to keep
in line with the interior design. To represent our graduating class, |
incorporated the capybara, our mascot, and the facade of our school
in Montreal. On the back, | added the first names of each student,
paying tribute to each one and reinforcing the feeling of belonging
to the class.

— Creating an impactful « lllustrator
and representative cover. » Indesign

— Ensuring a link
between the inside and outside of the
yearbook.

— Integration of emble-
matic elements of the yearbook: mascot,
school and first names.
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About the project

For this vernissage project, each student developed a unique concept
to represent the event's theme. | chose «From Pixel to Reality», focu-
sing on the transition from digital art to physical experience. My goal
was to create a visual identity that captures this transformation and
immerses visitors in a world where the virtual takes shape.

Challenge & Solution

How to translate the essence of digital transformation into print
and spatial design while maintaining a cohesive and engaging aes
-thetic ?

| used a photograph of our school, splitting it into two parts—one
pixelated, the other in full detail. This contrast symbolizes the journey
from virtual creation to tangible reality, reinforcing the exhibition's
theme.

My role Tools

« Concept & Visual Development - De- « Photoshop
fined the «From Pixel to Reality» theme « lllustrator
and its visual interpretation. Created a « Indesign

cohesive design system reflecting the di-
gital-to-physical transition.

» Print & Spatial Design — Designed pos-
ters, invitations, and signage to enhance
visitor immersion.
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This project focused on 3D modeling, where the objective was to
create a realistic perfume bottle using Blender. The challenge was to
design a visually appealing and well-proportioned object while mas-
tering essential 3D techniques.

How to create a detailed and realistic perfume bottle while ensuring
proper lighting, materials, and reflections in a 3D environment?

| modeled the bottle with precise shapes and proportions, applying
glass and metallic textures to enhance realism. By adjusting lighting
and reflections, | achieved a polished and professional final render.

— Designed and structured « Blender
the perfume bottle in Blender.

— Applied realistic
materials and optimized lighting for depth
and reflection.

— Finalized the composition to
highlight the elegance of the design.and
optimized lighting for depth and reflec-
tion.

LINTERDIT

GIVENCHY I




ckroom

Ex

About the project

This project involved recreating a room inspired by a chosen refe-
rence and modeling it in 3D using Blender. Each student designed
their own space, which was then seamlessly linked into a collective
animation, creating an eerie and immersive «<Backrooms» experience.

Challenge & Solution

How to faithfully translate a real-world space into 3D ?

| modeled my room with attention to detail, focusing on textures,
lighting, and atmosphere to enhance the unsettling mood. By care-
fully aligning transitions, my scene blended smoothly into the full
animation, contributing to the project's immersive and mysterious
ambiance.

My role Tools
- 3D Modeling - Created the room struc- « Blender
ture and objects in Blender.

>

Texturing & Lighting - Applied materials
and lighting to reinforce the eerie aesthe-
tic.

« Animation Integration - Ensured smoo-
th transitions between my scene and the
others in the final sequence.

See the bnchwouns
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The Metropolitan Museum of Art (MET) is an iconic institution, but its
website lacked a strong identity that reflected its prestige. This rede-
sign project aimed to modernize its digital presence while preserving
its historical and artistic essence.

How to create a website that feels both timeless and modern, captu-
ring the grandeur of the MET while ensuring an engaging user expe-
rience ?

Inspired by and , the new design blends
classical elegance with contemporary refinement. A

adds subtle sophistication to the background, enhancing
the museum’s digital storytelling. The result: a sleek, immersive inter-
face that embodies the MET's artistic legacy.

— Developed an intuitive « Figma
and visually compelling layout. o lllustrator

— Defined the aesthetic,
merging historical styles with a modern
web experience.
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Save the Spaceship is a turn-based strategy game where players
must outsmart Chantale, a rogue Al attempting to take over their
spaceship. Through a series of logical and strategic puzzles, they
must regain control before it's too late.

Creating a compelling strategy game with interactive puzzles while
ensuring a smooth and dynamic gameplay experience using PHP
and object-oriented programming.

| structured the game with modular OOP to manage ship systems,
crew actions, and turn-based mechanics. Puzzles like color codes,
RAM checks, and system deactivation add depth, while a clear Ul en-
sures accessibility.

Sauvez le Vaisseau

M Attention, commandant. Lintelligence artficielle Chantale - Calculateur Heuristique Autonome Neuronal de Traitement
- D es| g ne d ec h a- . H T M |_ / C S S / Adaptati Logique et Evolutif — a pris possession de notre vaisseau. Sa mission : verrouiller e systéme et assurer sa propre
domination. Mais NoUS avons UN espoir... vous !
nicsand implemented the object-oriented o PHP (OOP) o rererete e cortie vous devrez e es romtreuses fllesce sécrit cue Chertle  dssiinies 8 travers
le vaisseau. Vos atouts P Un numero de série unique et une quantité de RAM gui vous permettront de résoudre chagque
étape du processus de récupération. Utilisez ces informations avec précision pour contourner les blocages et désactiver
structure. SERSERN

Noubliez pas de consulter e manuel dopération. Il est concu pour vous guider & travers chaque défi et vous offrir des
indiices précieux. Dépéchez-vous, commandant, car chague seconde rapproche Chantale de (a prise totale du vaisseau
Mais attention : vous niavez que quatre vies pour accomplir cette mission !

De plus, choisisez e bon opérateur pour chacune de vos missions. A noter que le Mentaliste de téquipage pourra vous aider

‘seulement deux fois au cours de la mission. Chaisissez bien vos moments de sollicitation, car une fois taide épuisée, vous
serez seul face a Chantale.

L'équipe compte sur vous. Récupérez le vaisseau avant quil ne salt trop tard |




The objective was to develop Pick My Bag, a website that allows users
to filter shopping bags based on various criteria using AJAX for a
seamless experience.

Implementing dynamic filtering without page reloads while ensu-
ring a smooth and responsive interface for sorting bags by material,
size, ecological impact, durability, and more.

By integrating , | created a real-time filtering system that up-
dates results instantly based on user selection. The interface was
designed to be clear and engaging, enhancing the user experience
while maintaining efficient performance.

dODI8L/CSS
— Enabling real- o AJAX
time filtering without page reloads. « PHP

— Creating a clean and intui-
tive interface for easy navigation.

— Ensuring fast and smooth
interactions.
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About the project

In a world where digital technology is reducing direct interaction,
our webdocumentary explores how board games, and in particular
games bars, recreate social links. The aim was to create a web docu-
mentary on this subject in a variety of interactive formats.

Challenge & Solution
How can board games foster social interaction, and how can we
showcase this impact through an engaging, interactive format?

We created a dynamic experience by blending different media. Ani-
mated player portraits offer a fun way to explore personal stories,
while an interview with a game designer provides expert insights on
social interaction in game design. An immersive report in a board
game bar, enriched with micro-trottoirs and testimonials, brings the
atmosphere to life. Finally, an introductory article sets the context,
guiding users through the experience.

My role Tools
As project manager, | was responsible for : « Premiere Pro
» Project management - coordinating the « Camera
team and keeping to the schedule. « After effect
o lllustrator
- Interviews — devising questions and fil- « Notion
ming testimonials. « HTML/CSS (Website)

- Supervising the filming — directing the
shots and organising the sequences.
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We worked on dubbing and sound design for the opening scenes of
Klaus, focusing on creating an immersive audio experience by repla-
cing all original sounds with our own recordings and effects.

Reproducing a high-quality soundtrack that matched the film's tone
and animation, syncing new dialogues, music, and sound effects
while maintaining natural flow.

We reworked the opening scene of Klaus, replacing the original au-
dio with our own dubbing, sound effects, and music. Sounds were
modified to match character actions and ambiance, and background
music was reconstructed using royalty-free elements. Dubbing was
precisely synced with lip movements, and all elements were mixed in
Adobe Audition and integrated in Premiere Pro for a seamless result.

— Selection « Adobe Audition
and modification of sound effects and re- o Premiere Pro
cording of dialogue, synchronised with lip

movements.

— Final mix in
Adobe Audition and integration in Pre-
miere Pro.

NOEL
COMME
ON NE VOUS L'A
JAMAIS RACONTE




About the project

The aim was to recreate the music video for Tyler The Creator’s song
Running Out of Time, with a unique visual twist centred around the
colour pink. We wanted to explore the themes of loneliness and guilt
after a break-up, while creating an immersive and emotional atmos-
phere.

Challenge & Solution

The challenge was to visually capture the emotional depth of the
song while making the pink balaclava a central, symbolic element
of the narrative. We needed to convey the character’s loneliness and
guilt while maintaining a dynamic, engaging visual style.

We used dynamic editing with a mix of close-ups, wide shots, and
drone footage to create an immersive experience. The pink balacla-
va became a powerful symbol of isolation, with each scene carefully
crafted to reflect the character’s inner struggle and the passage of
time.

My role Tools

+ Moodboard & Storyboard Creation — De- » Premiere Pro
veloped the visual concept and organized « Camera
the narrative structure of the music video. « Indesign

« On-Set Direction - Coordinated and su-
pervised the shooting process, ensuring
that the visual style aligned with the sto-
ryboard.

ysic CHp

RUNNING OUT OF
TIME - TYLER THE
CREATOR

/

/

cli //ﬂ nese

|

Iy

Walern e

23



+2% 06 18 60 20 60




