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GENERALIST 2D AND CONCEPT ARTIST BASED IN MILAN, ITALIA

PROFILE

A versatile artist with a characteristic set of strong
points in a vivid imagination, a tendency for
divergent thinking, and an analytical mindset at
both micro and macro levels, coupled with a more
impulsive drive towards action.

This is reflected in an iterative, process-oriented
approach to drawing, in which I tend to focus
heavily on storytelling, visual impact, novel ideas
and design coherence, while technical details are
deemed secondary, provided the results are
readable. I thrive in fast-paced environments,
especially when paired with other creatives.

RELEUANT EXPERIENCE

In 4+ years as a 2D generalist freelancer

I came in contact with a large variety of
very different projects and visions, often
having to work with very limited resources,
which was an effective training regimen for
creativity, team management and learning
how to make an impact - along with a very
broad skillset.

At some point during my freelance work I
discovered a natural affinity towards concept
art, due to its combination of intense
imaginative effort and functional, grounded
design. Over the last 2 years I trained the
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SKILLS

TOOLS

Highly proficient with Photoshop
Intermediate with Blender and ZBrush
Experienced with most trad techniques
Fast at learning new programs

LEARNING, HEAD

Enrolled in Brera Academy of fine arts
Regularly engaging in art studies
Strong cultural literacy
In-depth knowledge of games and films
Perceptive to the zeitgeist
Very good at pinpointing emerging trends

LANGUAGE

C1 in English with a strong vocabulary
Can relearn spanish in weeks if needed

Fluent in italian gestures

AVAILABLE FOR RELOCATION

at any moment




Left: a character portrait,
supposedly serving as a
rough 3D sculpting refer-
ence for animation.

[ like this androgynous
looking guy a lot, even

if the client made me go
through an insane amount
of revisions, which may
explain the 5-second
sketch of the head shape
i desperately sent them
when they needed a

tull 360 of the head two
months after the day I
drew this. And for
making me suffer this
much, I still reward him
by putting him in almost
the first page.

Above: still her, before
a much needed

facial scrub, haircut
and some makeup.
Left: her associate and
only friend, some sort
of cyborg baboon
mercenary father
figure.

I would have loved
this guy as a kid.

Definitive character
designs for an
animation short.



In this sheet we have a gang of garbage
punk bandits (not to be confused with
the garage punk bandits in the later
section) and a waifu, which I scientif-
ically engineered for maximum mass
appeal.

These character
designs come from
student projects,
respectively a
one-shot comic and
a fighting game jam.







Cover art and extracts from

“The disassembler” editorial
proposal, written by GIN. An Italian
take on Japan’s light novel format and
aesthetic.

Planned for publishing in 2024, its
release was postponed

indefinitely due to tragic
circumstances. Designing these
simpler, subtly manga-inspired
characters was a welcome challenge.




Unused concepts for zombie-like enemies - private project

Insects are my
favorite subject!

On the left page, you
can see my initial
design exploration of
two very
unfriendly-looking
creatures.

I try to use
real-world reference
material whenever
possible, but I still
haven't found a
reliable source for
high res putrescent
dead people.

It’s an annoyingly
persistent problem.



In this page: dragons, ogre,
barnyard hydra.

On the right page, more fantastic
creature designs and environment
thumbnails for an

indipendent animated pilot i
worked on in this summer, without
an air conditioner I must add.




- Echo chamber -

My current solo project, started in early November.

A mystery first person visual novel-survival horror
mix in which the player impersonates a psychologist
counseling a group of scientists trapped in a crashed
submarine.

Talking in abstracts, it's a game about self

fulfilling prophecies in scientific research and
different points of view or conflicts of interest in the
academic world barring us from an unified truth.

It’s also shaping up to be nicely addictive due to a
looping gameplay, 500+ branching dialogues and - as
of now - 15 different endings, but at least I'm saving a
lot of time by exploiting the PS1 graphics trend.
Unity engine.

As of 12/12, I'm about halfway done with the writing
and will probably jump soon to cleanup, VFX and de-
fining the weight system for the various events.

Left page: the submarine’s interior and some
cool-looking placeholder textures.

To the left: three character portraits. Which fields of
study do they seem to represent?

Bottom: writing branching dialogues for the biologist.



By working on a multitude of different projects I often came in contact with
3d modeling software, so I have a very general intuitive understanding of
modeling, sculpting, texturing and rendering and all the basic stuft.

It’s probably the most recent skill I developed to almost acceptable levels,
mostly thanks to my renewed interest in Unity.



Some environment thumbnails and
sketches.




OPTIONAL
AREA

All drawings from this point
onwards are either illustrations
or studies, largely unrelated to
entertainment design outside of
some composition planning
aspects and technical skill.

Well, I'm pretty much finished. I'll close this
oft with a small marathon (or large sprint) of
illustration work.

“The sleep of reason produces dreams”



“Dream” “The faces of evil”
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