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Iļm a Creative Designer who en£oys working on ambitious pro£ects and helping turn ideas into strong, 
distinctive visual identities. I love taking a design brief, exploring its potential, and developing creative 
solutions that stand out from the crowd. Thereļs a deep sense of satisfaction in helping shape a product 
or brand from the ground up, then continuing to develop, reċne and maintain its visual identity.

Introduction Đ2



.PsImaMMPX

Client:

YL?C STYDI?S

Date:

8arch 2Đ2Ĕ

8oshmallow Đē

8oshmallows was one of the ċrst game concepts where I was given signiċcant creative freedom to explore and develop a wide range of 
ideas. The pro£ect allowed me to experiment with bold visual directions, blending  un Sweet themes with metalĩhard rockĭinspired 
design elements. � key focus of the game was the creation of a set of animated 8arshmallow characters that react to the player , along 
with animated Icons and a heavy metal soundtrack to boot.

Ĺ8oshmallowĺ is the property of YL?C Studios. �ll rights reserved.



8oshmallow ĐĔ

The ċrst step was developing a strong visual identity for 8oshmallows, 
built around the contrast between a fun, sweet and energetic candy 
world and the rebellious attitude of rock and metal culture. The aim 
was to create something colourful, playful and instantly approachable, 
while introducing heavier inČuences through bold typography, grungy 
textures, sharp graphic elements and musicĭinspired imagery.



8oshmallow Đĕ

�s part of the concept for this game, developing a crowd mechanic 
while keeping the ċle siãe low was a priority. 
y utilising a simple 
base marshmallow design and ad£usting for different skinsĩfacial 
expressions cut back on animation time while satisfying the brief.



Moshmallow 06



Moshmallow 07

An important part of the design process is creating game icons and background elements that react 
dynamically to the player. In Moshmallows, winning icons come to life with unique animations, 

while the speakers bounce and become increasingly energetic as the game progresses. These reactive 
elements help make the experience feel more engaging, responsive and full of personality.



3amQaHe

Client:

Lampage 3TD

Date:

8arch 2Đ2Ĕ

Lampage ĐĘ

Lampage is a conceptual brand for a smashĩrage room business. Customers are given a speciċc time window and are guided into a 
room where they can smash, break and destroy the interior contents. 

The branding had to reČect the grungy and aggressive nature of the business and so it is reČected in the visual guides and logo.



Rampage 09



Rampage 10



Spine 2D

Skills:

2D Character Animation

Spine 2D 11

The Character Skulldrich was initially created using AI image generation (Midjounrey) but then recieved minor edits to give him more 
of a edge. After the ċrst character conceptes were completed, we created speciċc reference styles for the AI to follow and produce more 
dynamic poses.

Spine 2D was then used to animate the Skulldrich in different action poses to be placed in the different states of the game.



Spine 2D 12

The ċrst step was developing a strong visual identity for 8oshmallows, 
built around the contrast between a fun, sweet and energetic candy 
world and the rebellious attitude of rock and metal culture. The aim 
was to create something colourful, playful and instantly approachable, 
while introducing heavier inČuences through bold typography, grungy 
textures, sharp graphic elements and musicĭinspired imagery.

2D Character �nimations



Games - FoxFire Luck 18

The ċrst step was developing a strong visual identity for Moshmallows, 
built around the contrast between a fun, sweet and energetic candy 
world and the rebellious attitude of rock and metal culture. The aim 
was to create something colourful, playful and instantly approachable, 
while introducing heavier inČuences through bold typography, grungy 
textures, sharp graphic elements and music-inspired imagery.



UROC Branding

Skills:

Branding

UROC Branding 13

Arriving at UROC Studios as a startup, I was fortunate enough to be involved in the branding process. At the time, we only had a single 
logo. So I was tasked with Čushing out the branding and creating assets that would later become key components in the webpage and 
social media sites.



�fter being given the logo I established some basic rules and Čushed out the visual 
imagery. �fter creating the basic brand guidelines, I recieved feedback and 

alterations before ċnalising and signing the pro£ect completed. 

Lampage 1Ĕ

X

Vertical Logo Horizontal Logo

X



Lampage 1ĕ



?nce the 
rand !uidelines were ċnalised I got the chance to work closely with the 
development team and design our website. I supplied basic layouts and graphical 
imagery to aid in the web development.

Lampage 1Ė



UROC Games

Skills:

Visual Identity

UROC Game Collection 17

I was responsible for shaping the visual identity and creative direction of game projects, from initial concepts and branding through to 
ċnal production. Here is a few Snippets as I cannot ċt all the games into my Portfolio.



Games - Monster Lab Mayhem 19

The ċrst step was developing a strong visual identity for Moshmallows, 
built around the contrast between a fun, sweet and energetic candy 
world and the rebellious attitude of rock and metal culture. The aim 
was to create something colourful, playful and instantly approachable, 
while introducing heavier inČuences through bold typography, grungy 
textures, sharp graphic elements and music-inspired imagery.



Games - Tropical Smash 20

The ċrst step was developing a strong visual identity for Moshmallows, 
built around the contrast between a fun, sweet and energetic candy 
world and the rebellious attitude of rock and metal culture. The aim 
was to create something colourful, playful and instantly approachable, 
while introducing heavier inČuences through bold typography, grungy 
textures, sharp graphic elements and music-inspired imagery.



Dream Series

Skills:

Creative Experimentation

DreamSeries 21

The Dream series is a set of pyschadelic posters that were created to explore the range of different effects and styles that can be applied 
to static imagery. It was a chance to experiment with layouts, imagery and unconventional ideas.



Dream Series 22



Dream Series 22



Leonboulter3@gmail.com
+44 07624 303098

MORE ON BEHANCE

MORE ON INSTAGRAM

Thank You

Have a good day! 23

Find more examples of my work below

https://www.behance.net/leonboulte7282
https://www.instagram.com/limbo_graphics/



