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The Schools of the “IED System”

As evidence of its vocation towards innovation and development the Istituto Europeo di Design has created a total reality in its
structure and through its offers.

IED Moda Lab, IED Design, IED Arti Visive and IED Comunicazione are all truly real Schools of the “IED System”, that answer
the needs of the working world, through education pathways targeted to the specific needs of the reference industries and that
are flanked by a common design project culture.
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Industrial Design

Direction
Alessandro Chiarato

The professional role

Industrial designers design objects, instruments and systems to be used at work, in the home, for sport or for

travel: trolleys, study lamps, game consoles, toothbrushes, furnishings for a paediatric hospital, first aid rucksacks,
urban mobility.

The role of this professional is to guide innovation from a creative, aesthetic and technological point of view. His
mission is to understand social behaviour and desires and anticipate market needs, mediating between the company's
intent and environmental aspects, translating them into design. He must therefore possess a transversal

design culture, managing both cultural and technological aspects.
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1st YEAR

Modern and contemporary art
Historical and critical analysis of
the main movements in modern and
contemporary art in relation to the
evolution of society and culture.

C.M.F 1

Colours, materials and finishings

An introduction to basic rules for the
use of colours, materials and surface
finishes.

Computer

Computer basics

introduction to the use of

the computer (hardware, software
and storage) and peripheral devices.

Computer 1

Digitizing images and vecior graphics
Acquiring, processing and modifying
images. Vector design technigues

to produce graphic elements.
Technigques for digital drafting.

Computer 2

AutoCAD 2D

Software for the creation of
two-dimensional technical documents
with dimensions and symbols.

Client_

Drawing from real models

Freehand drawing, visual perception
and proportion. The study of shapes.
volumes. lights and shadows.

Geometrical drawing

Basic geometric constructions,
descriptive geometry, orthogonal
projections, axonometry and
perspective,

Technical drawing

Learning how to perceive objects
and rendering them with correct
shapes and sizes by drawing to
scale. Setting up a drafting table and
reference systems.

Marketing and business

studies 1

The study of corporate structures

in relation to positioning a product
in‘the market and public relations
strategy. Theoretical cancepts are
demonstrated with case histories.

Modelling

Laboratory wark on model building
technigues concluding with the
presentation of models created with
various materials = polvstyrene,
cardboard, balsa wood, foamcore, etc.

Design methodology
Introduces fundamental aspects of
event design trough a group task.

Design project 1

Methodology

Aspects of methodology and
analysis to develop a project for
various aspects including function,
ergonomics, and technology.

From initial concept to final product.

The history of architecture

and design 1

Histarical analysis of architecture
and design from the Industrial
Revolution to present day.

Materials technology 1

Study of natural and man-made
materials and processes to work
with them. Production technology
in industrial manufacturing. Talks
held by companies specialized in
various production technigues are
incorporated into this course.




2nd YEAR

C.M.F. 2

Colours, materials and finishings

The relationship between surface
finishes and colours of natural and
man-made materials. Development of
design skills in regards to materials.

Computer 3

Rhinoceros basic

Three-dimensional modelling The course
covers surface modelling software
which can be used to create any shape
or volume. Tools for the design, creation
and production of complex models.

Computer 4

Rendenng and animation

Tools to create animations and realistic
models. The use of tools (o create
photo-realistic environments complete
with lighting, sets. materials, special
effects ete. Software: 3DStudio

Lighting design

Intraduction to the use of artificial
light, developing knowledge of
technical characteristics of various
light sources and light-producing
objects. Lessons held in the lighting
laboratory.
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Marketing and business

studies 2

A strategic approach to product
innovation. Techniques and tools
for the development of successful
new products. Methods of corporate
communication and presentation.

Ergonomics
Ergonomic analysis during the design
process. The relationship between

people and their physical environment.

cars and everyday objects.

Deslign project 2

Product design

Design a product for industrial
production, starting from an analysis
of production technology.

Deslign project 3

Trave! design

Research and compile proposals for
the creation of industrial products,
particularly from a marketing
perspective,

Deslgn project 4A*
Lighting design

Design exercises on the properties of light

emitted by various artificial sources.

Design project 4B*

Furniture design

Designing furniture with particular
emphasis on marketing, production
technologies and materials.

Design project 4C*

Lamp design

Students have the opportunity to
experiment with lighting by constructing
a simple light-emitting object.

Film studies

Analysis of salient aspects of set
design, lighting technigues and the
design of objects in noted films.

Sociology

Analysis of social phenomena and
consumer behaviour, with particular
emphasis an differences in lifestyles.

The history of architecture

and design 2

A series of themed lessons on
important events in modern and
Contemporary movements.

Project presentati on techniques
The use of various techniques to
present the final project, from
sketches to computer rendering.
Organisation of a presentation for
the project.

Materia Is technology 2

Builds on knowledge of basic
materials and processes with
emphasis on the technologies and
groups of materials commaonly

used in the profession. Particular
emphasis on materials on the cutting
edge of technological mnovation.




3th YEAR

Computer 5

Multimedia presentations

The use of software tools to create
interactive presentations for the
internet and CO-Rom, with buttons,
imagas. animations and various
multimedia devices. Software:
Macromedia Flash.

Carer guidance

A programme of talks given by
professionals on issues pertaining to
the client-designer relationship.

Design project 5

Concept design

Researching and developing product
proposals based on the interaction
between man and machine.

Design project GA*

Lighting design

Designing a space using the
properties of light.

Design project 6B*

Furniture design

Designing furniture from initial
research into lifestyles, consurmers
and behaviour.
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Deslgn project 6C*

Lamp design

Design of an illuminated body for a
specific use.

Deslgn project 6D*

Design competition

|[ED students are invited to participate
in various prestigious competitions.

Topical seminars
Interdisciplinary seminars on design
with emphasis on current issues.

Semiotics

Elements of general semiotics.
Definition of the scope and range of
semiotics, the unified approach to
signification.

Two and three-dimensional visual
semiotic elements.

*Students will be able to choose one
of several possible design projects.

Dissertation project

Students will work on their
dissertation project in groups,

and will tackle complex issues in
praject design. The primary goal is
to identify research pathways that
simulate real professional situations,
and to develop competency and
autonomy in project design. The
groups will be monitored by senior
and juniormembers of the teaching
faculty as well as professionals.
The dissertation project is usually
organized in collaboration with an
external partner (a company, public
or private body or association)
which is the client for the project.
The project is augmented by
varous seminars on specific
issues of cultural, technological or
professional relevance.

Topics and organizational structure
of the project are determined and
announced at the start of each
academic year.

The administration reservas the right
to make changes to the syllabus

in accordance with the established
academic goals of the course.




Industrial Design English

SUBIJECTS H SUBIJECTS H SUBJECTS H

Modern and contempomry art 22 C.M.F 2 30 Computer 5 3o
CM.F1 30 Computer 3 Rhinoceros 33 Computer 6 27
Computer basic elements i2 Computer 4 3D MAX 27 Carer guldance io
Computer 1 Ja Lighting design 28 Deslgn project 5 a5
Computer 2 30 Markoting and business 24 Deslgn project GA* ar
Drawing from real models a2 Ergonomics 24 Deslgn project 6GB* ar
Goometrical drawing 33 Design project 2 a5 Design project GC* ar
Technical drawing 33 Design project 3 35 Deslgn project 6D * 37
Markoting and business 26 Design project 4A* a7 Toplcal seminars a7
Modeiling 30 Design project 48* ar Semiotics 1o
Design methodology 20 Design project 4C* a7 Dissortation project
Design project 1 a5 Film studies 24
The history of architecture 22 Soclology 26 *Sluievits will o Al [0 CO0Ok O
Materals tlﬂhﬂﬂ'h[ﬂf i a8 The hlllnl] of architecture of seveal possitle eaifm proects.

and deslgn 2 24

Project presentation technigues 33

Materlals technology 2 24

TOTAL HOURS
Three-year perfod
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Fashion Design

Direction
IED Moda Lab - Milano

In the contempaorary fashion system professionals are expected to show a strong multidisciplinarity, i.e. a complete preparation able to make
them versatile and face successfully all the requests coming from the sector. Today a fashion designer must develop all typical features of a
designer: his/her skills must extend progressively, like the knowledge of the industrial production and of the technological progress made in
research for new textile solutions, textile-design, the dynamism of the trends moving within the economy of a specific market, the develop-
ment of new computer techniques and of the communication processes linked to the “fashion” phenomenon, being always willing to receive a
continuous updating and a constant growth of his/her competencies.

The completeness of such a professional figure represents a great value added — as well as an objective: creativity and talent development
must be the first step of a specialized formative route aimed at increasing precise design skills and technical know-how as well as transmitting

methodological criteria able to translate ideas and creativity into concrete, communicable and high quality products

=Fashion Designer: designs clothing collections and supervises technical development, choice of fabrics and co-ordination.

*Product Manager: is in charge of a company's production cycle, by co-operating with the designer and the sales department as sales
strategies are concerned.

*Art Director: defines any strategy in a fashion brand, from style to communication
*Stylist: supervises the collection assembly during fashion shows and thinks out shootings and advertising campaigns for the trade press.
*Cool Hunter: searches and interprets those sociological trends which affect the fashion system by working with style departments in

conceiving the contents of a collection.
Designs cahiers de tendance.

Client_




1st YEAR

Modern and contemporary art
Historical and critical analysis of the
main movements in modern and con-
temporary art in relation to the evolution
of society and culture.

Color

Key issues in colour use. Analysis of
colour management tools as an aid to
design.

Colour systems. the physics of colour,
complementary colours, perception and
cultural uses of colour.

Computer 1

Adobe Photoshop, lllustrator and Flash
Training for the most popular software
used for retouching, image manage-
ment, drawing and moving images.

A preparatory course in T will be availa
ble.

Culture and techniques of

costume

The present lab is articulated in dif-
ferent steps of analysis of menswear
and womenswear codes inthe 17th,
18th and 19th centuries: materials,
processes, colours, functionalities and
meanings. The objective of this lab is
1o understand the histoncal perspective
through the interpretation of pattern-
making and tatlonng techniques

Client_

Textile drawing

Drawing for textile primts using digital
techniques: study of types of prints,
formal composition, colours and printing
technigues.

Fashion drawing

Study of the human form and its graphi-
cal

depiction, stylized and formal figuras.
llustrative technigues and rendering.
Elements of technical drawing for clo-
thing.

Contemporary fashion

Analysis of contemporary fashion de-
sign: the most influential designers of
recent years, styles, emerging perso-
nalities, fashion weeks, fashion culture
orHine, current events.

Design project

First design project of a clothing collec-
tion: the objective is to learn to manage
the creative stream from the observa-
tion of reality to the identification of a
methodology up to the realization and
communication of a product.

Fashion pattern making and talloring
technigues 1

Transformation and recomposition - The
course is based on the TR Technique
(Transformation and Recomposition) and
aims to develop a sense of balance for
fashion model design and for stylized
shapes. Basic sartorial techniques

will be learned through laboratory work.

Materials technology 1

The course investigates the main types
of fibres, analysing strengths, dyes, pro-
cessing technigues and suitable uses.
Study of the evolution of maternals used
in fashion.




2nd YEAR

Visual culture

The present course means to develop
students’ visual sensitivity through the
study of the image according to different
perspectives and the use of different
methodologies. from the graphic appro-
ach up to the composition of a functio-
nal portfolio in search for a stylistic
identity.

Fashion trends project
Study of the “trend” concept: the objec-
tive is to identify and analyse some con-

temporary trends and 1o express them
through scenarios, images and signs of
reference.

LAB

Underwear, knitwear, children
Laboratorial and experimental study in
order to understand -through the analy-
sis of the main codes and the mast
original and representative brands- the
essence of these three sectors and

to translate everything into a personal
project.

Client_

Personal design

A lab dedicated to the parsonalization
and the synthesis of the fashion dra-
wing, focusing on the expression of
creativity. the potentials of sign and
colour as well as the experimentation of
manual skills and different representa-
tion techniques.

Design project 2/3

Womenswear — menswear
collection_140 H.

Design project and realization of two
collections, menswear and womeswear,
in which different materials and colours
must be experimented to build shapes,
volumes and lines Tollowing contempora-
ry trends and market requests.

Fashion semlotics

The study of symbols as essential ele-
ments in communication, including the
output of the fashion designer. In parti-
cular, fashion can be viewed as a narra-
tive determined by a specific symbaolic
code, setting it apart from other types of
communication.

Fashion system

The fashion product: from the pipeline
concept to the specific featuras of texti-
le districts, study of the production and
distribution Iogics, analysis of the main
phenomena in the contemporary fashion
industry

History of fashion

Evolution of fashion in historical and
cultural terms, with particular emphasis
an researching styles of the 1900s. The
course includes

an opportunity to carry out indepth
research

into a single particularly significant
innovation occurnng in the history of
fashion.

Fashion pattern making 2

Structured laboratory work for the fur-
ther study

of techniques to create traditional
fashion models for menswear, womern-
swear and children.

Talloring techniques 2

Laboratory work to extend knowledge
af the principal tailoring technigques  for
menswear, womenswear and children.




3th YEAR

Cinema, fashion and music criticism
Study of the different languages in
cinema, fashion and music through the
analysis of the main genres within a hi-
storical, social and cultural perspective.

Portiolio

The formation and production of & por-
tfolta which includes in a critical way the
best results achieved during the year: a
sort of “diary” showing progresses and
developments of technical skills as well
as a refinemeant in creativity

Fashion pattern making 3

Structured laboratory work for the fur-
ther study

of techniques to create traditional
fashion models

Talloring techniques 3
Laboratory work to extend knowledge
of the principal tailoring techniques.

Client_

Dissertation project

Students will work on their disserta-
tion project in groups, and will tackle
complex issues in project design. The
primary goal is to identify research
pathways that simulate real professional
situations. and to develop competency
and autonomy in project design. The
groups will be monitorad by senior and
junior members of the teaching faculty
as well as professionals. The disserta-
tion project is usually managed in colla-
boration with an external partner (a
company, public or private body or
association) which is the client for the
project. The project is augmented by
various seminars on specific issues

of cultural, technogical or professional
relevance. Topics and organizational
structure of the project are determined
and announced at the start of each
acacdemic year.




Fashion Design

SUBIJECTS H SUBIJECTS H SUBJECTS H

Modern and contempomry art 40 Visunl culture 40 Cinema, fashion and music criticlsm 90

Color 22 Fashion trends project 22 Portfollo 15

Computer 1 Bl LaAB 63 Fashlon pattern making 3 30

Culture and techniques of costume a7 Personal design 23 Talloring techniques 3 33

Textile drawing 36 Fashion semiotics 36

Fashion drawing Ba Fashion system 22

Contemporary fashlon 22 History of fashion 36

Design project 170 Fashion pattem making 2 42

Materals technology 1 30 Tailloring technbques 2 45
TOTAL HOURS
Three-year perfod
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Fashion Marketing

Direction
IED Moda Lab - Milano

Objective:

The course is open to students after secondary education. The objective is to enhance market and sales abilities/skills of participants, in the
fashion industry very competitive context.

The course trains the following professional figures, in line with market needs: product manager, buyer, store manager, retail manager, brand
manager, visual merchandising manager.

Professional figures:
Product Manager: responsible for an entire line of product. Analyse trends, deviop the collection collaborating with designers and produc-
tion.

Fashion Buyer: responsible for buying. Analyse trends ans client’s profile in order to define a buying plan. Reponsabile for margins and turnover
objectives.

Retail Manager: responsible for developing sales in the retail chains of store.

Visual Merchandising Manager: responsabile for the image of the brand on the Point of Sale. managing the presentation of the collections in
order to achieve both communication and turnover objectives.

The program includes the following topics: Marketing, Merchandising, Brand management, economics and Management, Personal skills de-
velopment, communication and Retail management.

Project developments will be a key part of the training program in order to use the various tools previously learned.

The last year's second semester will be devoted to the development of a thesis project, which is a complete marketing plan realized on the
basis of one company's brief.

Materials: 2 classrooms with computers (both PC and Mac) and a library offering a large choice of fashion and management books are avai-
lable for students in the school.
It Is possible to obtain discounts from various shops, restaurants and libraries, using the |IED Students card.

Client_




1st YEAR

MODERN & CONTEMPORARY ART
Historical and critical analysis of the
main movements in modern and con-
temporary art in relation to the evolution
of society and culture.

CONTEMPORARY FASHION

Analysis of contemporary fashion de-
sign: the most infiuential designers of
recent years, styles. emerging perso-
nalities, fashion weeks, fashion culture
orHing, current events.

FASHION SYSTEM

The fashion product: from the pipel-

ne concept to the specific features of
textile districts, study of the production
and distribution logics, Professionals in-
volved in the fashion system. Production
process, logistics, commercial process.
analysis of the main phenomena in the
contemporary fashion industry, competi-
tive dynarmics

Client_

FASHION MARKETING + PO:
MARKETING PLAN

From the project to the product launch,
the various steps of marketing planifi-
cation. Strategic Marketing, Marketing
process. Marketing plan, Market, seg
mentation, positioning, Product. price,
promotion, point of sale.

Project 0: Use marketing technics in
order to present a concrete marketing
plan.

MARKETING INTELLIGENCE

Research results and consumers’ me-
thodologies in the fashion sector (Italy
and abroad). Qualitative and quantitative
studies.

MILANO TREND RESEARCH

Sociology and trends. How to percei-
ve and understand our contemporary
world? How to elaborate trend research
based from social issues?

P1: MARKETING PLAN

Individuate a target. from the idea to
the project, learn how to work in team.
make an effective presentation. using
contemporary tools.

COMMUNICATION PLAN

Communication strategies and technics.

Fundamental elements of communica-
tion: Stategic positioning, Objectives
and Media choices, Advertising campai-
gns. sponsorship, promotions, Product
placement & Packaging. Creation of a
communication plan

P2: FASHION PRODUCT

Fundamental concepts in order to face
the development of a collection process
Learn how to analyze the key elements
of a collection;

To understand better the key elements
and creative potentialities of a collec-
tion,

To analyze the structure of a collection
in respect with the market segment
(target, range plan...)

The end consumer price

Output: Create a complete book pre-
senting this analyze, the theme of the
collection and its structure..

MANAGEMENT OF A

FASHION COMPANY

Develop organizational skills.
Organization profiles, People’s mobility
& development, people’s evaluation,
compensation package. Organizatio-

nal cultures, Styles of leadership and
management, Professional figures in the
company

WORKSHOP TEXTILE

The main types of fibres, analysing
strengths, dyes, processing technigques
and suitable uses.

VISUAL DESIGN

Adobe Photoshop, llustrator - Training
for the most popular software used for
retouching, image management, a pre-
paratary course in 1T will be available.

PERSONAL SKILLS DEVELOPMENT

To improve one's abilities to make re-
lations . To improve teamwork abilities.
Fundamental elements of interpersonal
communication. Verbal and non verbal
commumcation

How 1o create a fair relationship with
others. Teamwork

Role playing.




2nd YEAR

HISTORY OF FASHION

Evolution of fashion in historical and
cultural terms, with particular emphasis
on researching styles of the 1900s. The
course includes an opportunity 10 carry
out in-depth research into @ single parti-
cularly significant innovation occurring in
the history of fashion.

Fashion semiotics

The study of symbols as essential ele-
ments in communication, including the
output of the fashion designer. In parti-
cular, fashion can be viewed as a narra-
tive determined by a specific symbalic
code, setling it apart from other types of
communication,

FASHION SEMIOTICS

The study of symbols as essential ele-
ments in communication, including the
output of the fashion designer. In parti-
cular, fashion can be viewed as a narra-
tive determined by a specific symbolic
code, setting it apart from other types of
communication.

P32 BRAND DESIGN - FASHION TRENDS
Fashion Trands: how do they come out?
What does it mean understand and
analyse trands?

Output: Trend research on a contempo-
rary theme.

Client_

BRAND MANAGEMENT

From the product to the brand

Brand identity, Brand vision/ mission/
values

Dutput: Project of licence for a fashion
brand

VISUAL DESIGN
Advanced Adobe Photoshop, [llustrator

GRAPHIC LINGUAGE
Font. Layout. Editing

COMPUTER EXCEL

Dai principi base alle funzioni pid
avanzate (grafici, elaborazione tabelle
database, compilazione di un budget)

MANAGEMENT OF A

FASHION COMPANY

Strategy. Economic rmodels, Profitability
indicators. Budge! forecast.
Macroeconomics: basic concepts & lec-
ture of the current economic crisis

DISTRIBUTION SYSTEM

The different channels: multi-brand
stores, monobrand store. department
stores, outlets and company stores.
[ | {4

RETAIL MANAGEMENT
Management of a sale’s paint:
managing the sales, the clients’
relations, team management,
merchandising and the organiza-
tion of events and promotions

PUBLIC RELATIONS & EVENTS
Organizing events, relations with
press, media and top clients

FASHION ADVERTISING
Agencies, Communication objec-

tives, Advertising budget, Media
strategy, Advertising campaign




3th YEAR

CINEMA, FASHION AND

MUSIC CRITICISM

Studdy of the differant languages in
cinema, fashion and music through the
analysis of the main genres within a hi-
storical, social and cultural perspective.

PORTFOLIO

The portfolio will includes in a critical
way the best results achieved during the
year. CV

COMPUTER LAB
Use of an image processing software

and Flash to create flyers, presenta
tions. PR releases, etc...

MARKETING PROJECT
Developing a marketing plan for the
launch of a young designer brand.

LICENSING & FRANCHISING

The licensing contract: advantages;
risks, critical factors and organizational
issues of the different licensing pro-
fessions. The commercial franchising
system, advantages and risks: practical
case histories from the fashion sector.

Client_

RELATIONAL MARKETING
How to develop the client’s loyalty 1o the
brand

VISUAL MERCHANDISING+ PROJECT
How to enhance the specificity of the
brand’s visual and corporate identity on
the point of sale. Rational organization
of the sales area and optimization of
product display.

FASHION BUYER

Buying techniques. How to draft a pro-
per buying plan, from the interpretation
of the consumers’ demand up to the
planning of the offer.

VISTING PROFESSORS (FASHION BU-
YER/ COOL HUNTER/VISUAL MANA-
GER...)

THESIS PROJECT

development of a thesis project: a
complete marketing plan realized on the
tiasis of one company’s brief.,




Fashion Marketing

SUBIECTS H SUBIECTS H SUBIECTS H
MODERN & CONTEMPORARY ART a0 HISTORY OF FASHION {23 CINEMA, FASHION AND
CONTEMPORARY FASHION 22 FASHION SEMIOTICS 26 MUSIC CRITICISM
FASHION SYSTEM 30 P3 BRAND DESIGN - FASHION TRENDS 30
BRAND MANAGEMENT 50 PORTFOLIO is
FASHION MARKETING + PO: 48 VISUAL DESIGN 30 COMPUTER LAB 24
MARKETING PLAN GRAPHIC LINGUAGE 20 MARKETING PROJECT 33
COMPUTER EXCEL LICENSING & FRANCHISING 22
MARKETING INTELLIGENCE 27 RELATIONAL MARKETING 30
MILAND TREND RESEARCH 30 MANAGEMENT OF A 24 VISUAL MERCHANDISING+ PROJECT 50
P1: MARKETING PLAN 30 FASHION COMPANY FASHION BUYER is
COMMUNICATION PLAN 30 30
P2: FASHION PRODUCT 30 DISTRIBUTION SYSTEM 24 VISTING PROFESSORS (FASHION BU- 1z
RETAIL MANAGEMENT 54 YER/ COOL HUNTER/VISUAL MANA-
MANAGEMENT OF A 30 PUBLIC RELATIONS & EVENTS 24 GER...}
FASHION COMPANY FASHION ADVERTISING 30
THESIS PROJECT 50
WORKSHOP TEXTILE G
VISUAL DESIGN i8
PERSOMAL SHILLS DEVELOPMENT 27
TOTAL HOURS
Three-year perfod
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Trasportation Design

Direction

Client_



1st YEAR

/B



2nd YEAR

COMPUTER 1

Bunkspeed - 21 h -Tools interactive 30
rendering using a new genaration of sof-
tware. Approach to software and graphi
cal user interface. integration of the 3D
model. study materials. environment,
light and finally rendering.

Adobe Photoshop - 30h - Basic software
toals. Digital acquisition, treatment and
elaboration of photographic and pictorial
graphic images in a Macintosh enviran:
ment. Application of digital technigques
to car design.

COMPUTER 2

Basic Studio Tools- 33 h - Use of Alias
Wavefront software for the creation

of virtual models. Introeduction to the
system and main structure: graphic
interface, menu. Basic modelling and
rendering.

Advanced Studio Tools - 33 h - Methods
used for the fast creation of a virtual
car design model with a high “mathema
tical”, size and representation quality.
3D sketch method. Mathematical mode!
construction. Rendering.

Client_

ERGONOMICS 2-16.5h

Further in depth analysis of methods
and applications of ergonomics within
car design. Practical work aimed at
providing a grounding in the interaction
between design and ergonomics.

CAR MARKETING-20 h

The car market sector and the funda-
mental segmentation criteria. Elemems
of marketing mix. The car as a product:
the development of a new product and
its life cycle. Product positioning and
price analysis. Advertising: analysis of
an advertising campaign. Services and
distribution.

MODELLING 2-32 h

In the modelling lab the students learn
how to create a scale model of a car.
The preparation of the polystyrena
model, of the wooden sections and the
production of the final clay model.

DESIGN PROJECT 3

Transportation — 38 h - Designing of a
means of transport other than a car.
Brainstorming: definition and develop-
ment of a style. graphic research on
sketches; final project presentation
including a detailed rendering of the
project presented together with all the
preparatory sketches. The design pro-
cess will invalve use of the Rhinoceros
software,

DESIGN PROJECT 4

Exterior 1- 36 h - A vehicle project inclu-
ded in a particular segment car. Brairn
storming: style definition, volumes and
proportions, graphic research based on
preliminary sketches. Final presentation
complete with detailed rendering toge-
ther with all the preparatory skelches.
Solution of the design problems ansing
with the different types of car. The de-
sign process will also involve use of the
Alias Wavefront software.

DESIGN PROJECT 5

Interiors 1 - 36 h - Development of the
ability to draw perspective represen-
tations of the various types of vehicle
interior and their graphic representation.
Tyvpe and size relationships between the
interior componants. Further understan-
ding of the packager concept and the
problems connected with living space,
ergonomics and functionality. Design
exercises of increasing difficulty based
on assigned briefs. Design work perfor-
med using the Alias Wavefromt software.

CAR HISTORY 2-14 h

An overall view of how the motorcar
spread, and its stylistic and structural
development. Analysis of its symbolic,
formal, technological and market charac-
teristics.

TECHNOLOGY 2 -16.5h

Metallic material characteristics. Metal
sheeting moulding technigques. Welding,
surface treatments and varnishing.
Aluminium and titanium as alternatives
to traditional materials. The vehicle
assembly process.




3th YEAR

COMPUTER 3

Studio Tools - 33 h- Further work with
the Alias Wavefront software for the
creation of virtual models, as applied to
interior design.

COMPUTER 4

Bunkspeed - 24 h - Preparation for the
30 model for optimal use in Bunkspead,
achievement of the knowledge base of
matenals, presentation of render of
good quality.

DESIGN PROJECT &

Interior 2 - 36 h- Stylistic and technical
research focused on the development of
a final project. The detailed elaboration
of the design presentation. The Design
process will involve the use of the Alias
Wavefront software.

DESIGN PROJECT 7

Exterior 2 - 36 h - A design project for
top range cars with a high technological
profile. Brainstorming: definition of the
style based on the packager provided.
Volume and proportion verification.
Development of style and graphical re-
search.Possible creation of a clay scale
model.

Client_

PORTFOLIO E MANAGEMENT - 25 h
Building up one’s professional image:
portfolic. curriculum vitae, business
card. A consistent presentation of a
project within the portfolio. An overview
of the various professional posts to
which one may aspire: collaborations,
company employment, contracts, the
role of the freelance designer.



Transportation Design

SUBJECTS H SUBJECTS H SUBJECTS H
TECHNICAL DESIGN 30 COMPUTER 1 21 COMPUTER 3 33
ILLUSTRATION 30 COMPUTER 2 33 COMPUTER 4 24
SKETCHING 30 ERGONOMICS 2 16.5 DESIGN PROJECT 6 36
MODELLING 1 26 CAR MARKETING 20 DESIGN PROJECT 7 36
ERGONOMICS 1 16.5 MODELLING 2 32 PORTFOLIO E MANAGEMENT 25
TECHNOLOGY 1 16.5 DESIGN PROJECT 3 36
CAR HISTORY 1 14 DESIGN PROJECT 4 36
HISTORY OF DESIGN 20 DESIGN PROJECT & 36
DESIGN PROJECT 1 30 CAR HISTORY 2 14

DESIGN PROJECT 2 30 TECHNOLOGY 2 16.5

TOTAL HOURS
Three-year perfod

] 657
Client_

ﬁ lED Date



/% 'ED

Leading Network of
Fashion, Design, Visual Arts and Communication.
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