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Adobe Suite

Blender Kit

Event Design

Photography
Illustration 

Branding

Hi, welcome to my world!

Proudly emilian, from Modena, but currently based in Milan. I studied Arts, then 
Graphic Design, then Communication Design and later Digital Interaction Design.

You can tell I enjoy moving across different scales.

I started my path as an illustrator and gradually shifted towards new technologies, 
coding, and digital interaction, with a strong interest in systems, interfaces, and 

speculative scenarios.

What I do best is predicting the future with briscola cards, but in my free time I also 
learned the following:

C++ & Arduino 

Web Design & Web Dev  
Livecoding

UX-UI Design

Touchdesigner

Social Media Managment

find here my web portfolio

tomboccaletti@gmail.com
+39 349 987 1536

*  *  *

http://www.tommasoboccaletti.it
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2023 
/ ongoing 

Emergentissimi 
Music Festival

Music Festival
/ team

Visual Designer
Social Media Manager

Event Design
Content Creation

Co-founded in Milan in 2023, Emergentissimi is a music festival dedicated to culti-
vating the professional trajectories of emerging artists through enhanced visibility 
and strategic support.

Developed alongside a team of young designers, the project required the creation 
of a comprehensive visual identity spanning both digital and physical channels. 
The scope of work encompassed content production and social media strategy, 
ensuring rigorous brand coherence across all touchpoints.

Beyond the main Emergentissimi Festival, which surpassed its fifth edition in 2026, 
the platform has significantly expanded its scope through specialized formats.  
The ecosystem now includes ‘Parole Parole Parole!’ an event dedicated to mu-
sic and poetry, and the queer festival ‘Froc*ssimi’. Furthermore, the initiative has 
broadened its reach through active collaborations with other musical entities as 
well as events hosted with the calibre of Volvo.
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Iki is a product designed to support children’s well-being. It is a companion that at-
taches to their backpack and monitors environmental quality in real time, tracking 
CO₂ and TVOC levels. Iki gives feedback and advice directly to the child while send-
ing real-time data to parents through a dedicated app.

Iki is designed to keep parents and children connected, it even allows playing peek-
aboo together through the device

Technically, Iki is built on the M5Stack Core2, powered by an ESP32 microcontrol-
ler, prototyped in C++, 3D printed, and made interactive with Protopie.

2026

Iki

Smart product 
/ team

Prototyping
C++ & Arduino  

Protopie
  UX-UI Design

*  *  *

*  *  *

https://github.com/at-tom/Iki---H-S2025-206-Group-4-
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Zona Sarpi is the official Milan Design Week district located within the city’s historic 
Chinatown. Curated by The Playful Living, the project celebrates the multicultural 
identity of the district, requiring a continuous and comprehensive visual design and 
communication strategy to strengthen its public presence.

Working directly for the studio in close synergy with the lead designer across two 
editions, the contribution focused on developing both physical and digital materi-
als. A core priority was maintaining strict brand consistency across all touchpoints, 
creating a cohesive visual narrative for the district’s exhibitions and installations.

The scope of work encompassed web design and social media management to 
effectively engage a diverse audience, alongside on-site event photography to cap-
ture and document the dynamic energy of the design week.

2026 Design District 
/ team

Zona Sarpi

Visual Design
Web Design  

Event Design
  Social Media Management

*  *  *

*  *  *
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LA MONTAGNA CHE NON SI VEDE LA MONTAGNA CHE NON SI VEDE is an experimental video work selected as a 
winning entry in the ‘Visioni D’alta Quota’ initiative, launched by MEET Digital Cul-
ture Center, Politecnico di Milano, and Regione Lombardia for the Milano Cortina 
2026 Winter Olympics. 

Inspired by Paralympic champion Silvia Parente and her Foundation, the project 
utilizes a synthesis of TouchDesigner and motion graphics to explore the spatial 
perception of blindness in alpine environments. 

It was streamed across Milan, Brescia and Bergamo’s urban screens and transit 
hub, including metro systems, Malpensa and Orio al Serio airports, throughout the 
Winter Olympic Games.

Complementing the video, an immersive installation links the digital mountain’s 
resolution to the audience’s physical configuration. Utilizing TouchDesigner, the 
system analyzes interpersonal proximity, requiring collective presence to modulate 
visual clarity and reveal the image in its entirety

2025/
2026

Artistic project
/ team

here the italian verision
here the english version

Motion Graphic
Touchdesigner  

*  *  *

*  *  *

https://www.youtube.com/watch?v=ky-gGMuPMb0
https://www.youtube.com/watch?v=TKkwEp8gyYk
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SPIRA

2026 Embodied Interaction 
/ team

Product Design  
Prototyping

SPIRA is a smart device to attach to hangers for decluttering, built to counter 
wardrobe inertia and passive clothing accumulation. It turns your closet into an 
active ecosystem by giving forgotten garments a soul.

By tracking how long an item goes unworn, the device visualizes neglect 
through an intuitive, biomorphic breathing light. It eases the psychological fric-
tion of decluttering by prompting you to reflect on what you really wear. Moving 
a neglected hanger on the rack activates Sharing Mode, creating an easy way 
for roommates to borrow clothes.

Developed through a rigorous research-through-design process, the project 
evolved through five physical iterations and three extensive rounds of user 
testing, including immersive multi-station showcases. The final functional pro-
totype packs an Arduino Nano 33 BLE Sense, ToF proximity sensors, and cus-
tom LED strip animations inside an organic shell.

*  *  *

*  *  *
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ENTANGLEMENT

2024 Podcast 
/ team

Branding
Coding

here the player’s website

Entanglement is a six-episode speculative podcast that investigates the deep 
connections between the human, the non-human, and quantum art Taking its 
name from the physical phenomenon where particles remain inextricably linked 
regardless of distance, the series explores complex concepts such as algorith-
mic bias and quantum aesthetics.

The contribution encompassed the complete branding and visual identity of the 
podcast, culminating in a strategic launch event that featured an immersive live 
coding performance to introduce the project to the public.

To translate these abstract scientific principles into a tangible digital experi-
ence, a dedicated web platform was developed to host the episodes. A central 
element of this platform is a custom audio player programmed entirely in p5.js.

*  *  *

*  *  *

http://here the web player


50ENTANGLEMENT *  *  *



51ENTANGLEMENT *  *  *



52ENTANGLEMENT *  *  *



53ENTANGLEMENT *  *  *



54ENTANGLEMENT *  *  *



55ENTANGLEMENT *  *  *



2024/
2025 

Sneic  Milano

Speculative Design 
/ team

Visual Design  
Programming

UX UI Design
Prototyping

Sneic is a speculative design project that imagines the existence of a secret reptili-
an office-core society tasked with generating suffering in the world through carefully 
orchestrated events carried out by Sneic agents (well-known VIPs and politicians). 
The project explores themes of power, media manipulation, and the construction of 
distorted institutional visual systems.

At the core of the project is an interactive communication prototype called GeCO, 
the Generator of Organized Chaos. Within this context, I focused on designing the 
user experience of the machine, developing its physical functionality using Arduino 
and programming languages such as C++ and Python. I also worked on 3D mode-
ling and created the digital and interactive interface of the machine using TouchDe-
signer and the Arduino’s datas.

The group’s undergraduate thesis was based on this project, the full version of 
which can be downloaded here (IT).

 
 

*  *  *

*  *  *

https://drive.google.com/file/d/1ARH19Azj79ViGSl3bLXIHMO84B44GKnQ/view?usp=sharing
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The Ceruleum

2026 Personal Project
/ team

Motion graphic 
Touchdesigner

 

Developed for the @common.index call ‘An Ecology of Beasts’, The Ceruleum is 
a video artwork that reinterprets the mythology of the medieval bestiary to explore 
a human-fish duality. The work synthesizes motion graphics, VFX, and TouchDe-
signer point clouds, merging digital abstraction with ancient lore.

The visual narrative relies on the contrast between two distinct languages. Detailed 
13th-century imagery, drawn from the Der naturen bloeme manuscript, acts as an-
atomical sketches to illustrate the beast’s physical strength. In contrast, contem-
porary sequences render the creature blurred and undefined, preserving the mys-
ticism of a being that is never fully revealed. Throughout the video, a dominant use 
of black evokes the deep abyss, reinforcing the creature’s connection to darkness, 
pressure, and the unknown.

The project was exhibited at TXT Studio in Milan and subsequently showcased at 
BASE Milano during Milan Design Week 2026.

*  *  *

*  *  *
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Assisi

2024 Branding  
& Mobile application
/ team

Visual Design
UX UI Design

here the entire app in-use

For the UNESCO World Heritage site of Assisi, Italy, the entire visual system, 
institutional communication, graphic artifacts, and promotional signage were 
designed.

The branding project considered the site’s historical and artistic value, starting 
from UNESCO criteria and translating them into an innovative, attentive, and 
context-respectful coordinated image.

The app “Assisi, Adventure Through Time” was also conceived, designed to 
make the site exploration engaging and accessible to a young audience. The 
app unfolds through a series of photographic missions that guide children in 
discovering the main points of interest, encouraging them to enter churches 
and historical buildings through play and visual storytelling.

*  *  *

*  *  *

https://drive.google.com/file/d/15kTONwf_y9sVCVO51Pb6tf7HmYwbjrhE/view?usp=sharing
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Thanks for your attention* *and baci baci


