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3D ARTIST & DIGITAL STORYTELLER
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OHEGTH) PROJEGIS

A SELECTION OF THE MOST SIGNIFICANT PROJECTS

1. Archway cliff /
environment design

2. Winx Club Reboot promotional content /
full social media campaign

3. Pirate tropical bay /
environment design

4. Cruel Prince Jewellery collection /
product animation
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ADISTANT WORLD THAT SOMEHOUMFELS LIE HOM

Archway Cliff was born from the idea of ima-
gining a reality far removed from our own — a
dreamlike world shaped by monumental land-
scapes, suspended architecture and a quiet
sense of wonder.

Despite its surreal setting, | wanted the environ-
ment to feel peaceful and welcoming rather
than unfamiliar. The soft atmosphere, natural
elements and distant castle create the feeling of
discovering an entirely new world that, somehow,
still feels warm and familiar.



L BLOGKOUT L TTURNGANDSCULPTING o, GHTING AND FOUAGE & AGSETS ANDFNE IIITAIIS

creating the foundation of the adding colour and details to working on the mood of the finally adding the main assets
scene, working on composition the landscape. scene with light and nature. of the scene and breathing life
and proportions. to the scene.






HONOUFING THE PRST WAILELODKING TOWARDS THE FUTURE.

This series of six 3D videos was created for
Winx Club to celebrate some of the most iconic
objects from the original seasons while introdu-
cing their new interpretations from the reboot.

Each animation creates a connection between
the two eras, allowing the original object to meet
its contemporary counterpart. The project beca-
me a way to celebrate the visual legacy of Winx
while embracing its evolution looking back with
nostalgia and forward to a new generation.
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PARATE TROPIGAL AY

environment design / personal project




WHAT FYOU WORE UP I NAS3AU, THREEGENTURIES AGD?

Fascinated by the Golden Age of Piracy and in-
spired by Assassin’s Creed V. Black Flag, | wan-
ted to create my own interpretation of the Carib-
bean during the first half of the 18th century.

The concept is simple: waking up on the sho-

res of Nassau as a pirate after a long night of
drinking, with ships anchored in the bay and the
world slowly coming back into focus. Rather than
recreating a specific location from the game, the
project explores its atmosphere through environ-
ment, lighting and storytelling.










