QUASAR INSTITUTE FOR ADVANCED DESIGN
PROGRAMS & SUBJECTS TRANSLATED IN ENGLISH
PLEASE NOTE: the programs are offered in Italian language

One-year Master’s Degree
Accredited by the Italian Ministry of University and Research
The Master's Degree program of the Quasar Institute for Advanced Design, one of the first of its kind in
Italy, began in 1988, eleven years ahead of the university reform – Law 509 of 1999 – that established
the Master's Degree programs. Since then the formula has not changed, even though the programs are
constantly updated each year. Thanks to more than thirty years of experience, QIAD now offers courses
that comply with the Italian Ministry of University and Research (MIUR) requirements in terms of
structure, duration, scientific level and professional effectiveness. A distinctive feature of the Quasar
Master’s degrees is the attention paid to maintaining a constant balance between the theoretical and
disciplinary foundations that define their contents, and the close adherence to the practice of the
professions they are intended for.
ATTENDANCE
In order to obtain the diploma, and therefore to be able to discuss the final exam and participate in the
diploma ceremony, a minimum attendance of 80% is compulsory. This percentage applies both to the
total number of hours and to each individual module of the frontal lessons and workshops; same goes
for the internship – to ensure, through continuity and adequate concentration, the effectiveness of the
experience.
MASTER’S DEGREE DIPLOMA
At the end of the course, the diplomas will be awarded to all students who have passed the final exam
and who have met their attendance and payment obligations.
VENUES AND EQUIPMENT
Frontal lessons and workshops will take place at QIAD. Some activities may be carried out in other
places: QIAD specifies that it can provide its courses in a different location from that indicated above or
change the venue where classes are held (also after enrollment), without affecting in any case the
correct and profitable development of the course.
The internships will take place at the premises of partner companies located in different areas of Italy.

ART DIRECTION & MEDIA MANAGEMENT
Qualification awarded: Degree
Duration: 1 year
Level of qualification: Postgraduate (MA – First Level)
Total credits: 60
Credits per year: 60
ISCED: 214 (Graphic Design, Industrial Design, Fashion, Textile)
Erasmus subject code: 03.5
Full-time, from March 2020 to February 2021
Program Coordinator: Prof. Anna Mercurio
[COURSE PROFILE]
The teachers of the Master's Degree in Art Direction & Media Management at QIAD are leading figures
in their respective fields of activity, who have long been involved in partnerships and collaborations with
important entrepreneurial, creative and research environments; they are qualified professionals with
many years of experience in the training sector.
Through lectures and workshops, participants are led from the initial concept to the development and
planning of communication, digital and field activities, developing projects in different ways and
exploring the use of software in relation to its proper communication modality.
[COURSE FEATURES]
The course, with a total duration of 1500 hours, includes 450 hours of frontal teaching, 450 hours of
internship and 600 hours of self-study and online tutoring.
In-house classes are held three times a week.

During the teaching cycles there will be in-depth seminars held by Art Directors, Media Managers,
entrepreneurs and experts on all the topics covered.
The thesis project will be subject to a final review at the end of the frontal didactic course, during the
month of February. The internships will begin right after the final review. The final thesis will be
discussed within the first week of July – after completing the internship experience –, with the
subsequent awarding of the Academic Master’s degree diploma during the final annual ceremony.
Quasar Institute for Advanced Design reserves the right to make changes to the training program,
always respecting the amount of time and purpose of the course in order to ensure the best
effectiveness of the experience, if the availability of new software, testimonials and partners represents
an opportunity for the students to benefit from an added value.
[CLASSES]
Class
Art direction
Art direction digital
Art direction speech
Brand management
Fundamentals of marketing
Web marketing and digital strategy
Web marketing and digital strategy studio
Media management
Trans-media strategy
Content management
Photography
Fundamentals of digital design
Technology for project management
Fundamentals of design
Creativity in house
Internship
TOTAL
ART DIRECTION
6 ECTS

Credits
8
8
2
8
2
4
4
2
4
2
2
6
2
2
2
60

72 hours
The course aims to acquire the fundamentals of advertising through theoretical and practical frontal
lessons and workshops. There will be a first theoretical module (32 hours), in which students will deal
with the main issues related to the development of an advertising project (structure of a campaign,
relationship between copywriter and art director, development of creative thinking), followed by an
intensive workshop module (40 hours) that, starting from the acquisition of a brief, aims to design an
advertising campaign. At the same time, students will be offered the opportunity to participate in
prestigious international creative competitions supervised and guided by the teacher.
ART DIRECTION DIGITAL
6 ECTS
72 hours
This course prepares students to become experts in digital media communication. Students will deepen
their knowledge and learn how to design for video, motion, interactive animation, web, mobile design
and UX design through a training that covers all aspects of digital communication. The course includes
both theoretical and practical lessons and a workshop during which students will be involved in an
integrated digital communication project. The course links theoretical aspects to practical experiences
that go through the use of software.
ART DIRECTION SPEECH
3 ECTS
15 hours
This course consists of five different speeches that will involve five of the best art directors of
communication agencies and companies on the market. A unique opportunity to listen to the voice of
those who work every day in the field of communication and media. For each meeting, students will
have two hours of speech and an hour of debate in the classroom, where they can ask art directors for
advice about their profession.
BRAND MANAGEMENT
6 ECTS
72 hours

Brand management is the application of marketing techniques to a specific brand, product line or
individual product. Brand communication is the strategic communication applied to the same process.
The aim of this course is to provide students with the knowledge of all the communication techniques
needed to define and preserve a brand identity on the market within a competitive scenario. The course
is structured in two modules: the first one (32 hours) is aimed at giving the theoretical knowledge to
develop a strategic branding system; the second module (40 hours) is focused on the development of a
real project by the students, based on a brief provided by the teacher.
FUNDAMENTALS OF MARKETING
3 ECTS
15 hours
The course, which is preparatory to Brand Management course, aims to provide students with the basic
knowledge of marketing strategies and techniques. It is a theoretical course entirely made up of frontal
lessons.
WEB MARKETING AND DIGITAL STRATEGY
4 ECTS
24 hours
The course, in parallel with the Art Direction Digital course, aims to provide students with the tools to
master all the strategies and techniques of SEO, online conversion optimization, Social Media &
Community Management. The course will guide students in building and developing a brand awareness
on digital media with the aim of increasing web traffic and acquiring new leads and customers.
WEB MARKETING E DIGITAL STRATEGY STUDIO
2 ECTS
24 hours
The course is a follow-up to the theoretical module of Web Marketing and Digital Strategy and aims to
test the students in a real project that is integrated in the Art Direction Digital workshop.

MEDIA MANAGEMENT
3 ECTS
15 hours
How do you coordinate online and offline media in an integrated communication project? Who is in
charge of managing the advertising spaces and how to plan and use the most suitable media for a
campaign? As an answer, this course aims to provide the practical guidance and knowledge needed to
manage and coordinate integrated planning.
TRANS MEDIA STRATEGY
3 ECTS
15 hours
Trans-media narration is a form of narrative that moves through different types of media, helping to
refine the user experience. In trans-media narration, each medium contributes to the development of
the story and to the understanding of the narrated universe.
This course aims to provide the skills needed to imagine a strategy of trans-media communication and
planning by integrating it with traditional planning. This is a workshop-based class that involves the
development of a project following a first cycle of theoretical lessons.
CONTENT MANAGEMENT
2 ECTS
21 hours
Contents are one of the most important key elements of an online and offline communication strategy.
The Content Management and Copywriting course will provide students with the skills needed to
develop the right storytelling for a product, brand or service and the production of content to support
storytelling. Students will study SEO, content writing for websites and communication campaigns on
digital and traditional media.
PHOTOGRAPHY
2 ECTS
21 hours

The course of art direction for photography aims give students the knowledge required to carry out a
professional shooting for a commercial campaign. From the choice of the photographer, to the location
and the study of the different members of the team (location manager, stylist, make-up, props),
students will be able to lead a working group and define an operational plan.
How can you tell a story in images? Which shots, moods or context do you need to obtain an effective
image?
FUNDAMENTALS OF DIGITAL DESIGN
3 ECTS
39 hours
The course consists of a technical training to support the module of Art Direction Digital and aims to
teach students the main applications of motion and digital design that are needed for the
implementation of a digital project.
TECHNOLOGY FOR PROJECT MANAGEMENT
1 ECTS
15 hours
What is a Gantt? How does a workflow develop? Planning, executing and controlling everything that is
project-related is a fundamental aspect of the agency's work and, in general, of teamwork. Today there
are a number of available tools to support them in the complex tasks of resource planning, monitoring
results, assigning tasks and everything else needed to complete a project on time. The course aims to
provide students with practical knowledge of the most commonly used software for the management of
an integrated communication project.
FUNDAMENTALS OF DESIGN
3 ECTS
15 hours
The Design Thinking methodology was developed by Stanford University and then spread throughout
the USA, Canada and most of Europe with the help of the IDEO agency. This method, based on rapid

prototyping and on “learning by doing”, increases the ability of working groups to make effective
decisions and to choose design tools and solutions that work for stakeholders. The objective of the
course is to teach students the fundamentals of Design Thinking and it is entirely workshop-based,
according to the core idea of this methodology.
CREATIVITY IN HOUSE
3 ECTS
15 hours
It consists of five meetings that will be held directly in the main communication agencies of Rome to talk
with the art directors and accounts about their teamwork methods. A unique opportunity to see the
best creative professionals of the territory working directly in-house.
SELF-STUDY AND ONLINE TUTORING
During the period of the Master’s degree, the student carries out, with the coordination of the teachers,
the design of a communication campaign starting from the concept up to the elaboration of a strategy.
Each student can take advantage of a constant on-line assistance and can exchange documentation via
e-mail with teachers and assistants.
Each project is checked regularly so that, when completed in all its parts, it can be transformed into an
executive project.
INTERNSHIP
At the end of the above modules each participant who has regularly attended with profit at least 80% of
the lectures and workshops, will have the opportunity to do a 450-hours internship to be carried out in 3
months and a half. During this period, students will work within companies, professional firms and
shipyards that have been operating and producing in the sector for years, to complete their training
path through a direct application in the worksite of the job done in the classroom. The priority for
choosing the final destinations for the internship period will be established on the basis of the
evaluations obtained by the participants during the frontal lessons and workshops.
ADMISSION REQUIREMENTS
The Master' s degree in AD&MM is intended for graduates and undergraduates of first and second level
in Graphics and Visual Communication and for professionals or connoisseurs of the sector with design

knowledge and basic skills in computer science for graphics and good use of common software for this
disciplinary area and training sector. A basic level of English is required.
INTERIOR DESIGN
Qualification awarded: Degree
Duration: 1 year
Level of qualification: Postgraduate (MA – First Level)
Total credits: 60
Credits per year: 60
ISCED: 5812 (Interior Design)
Erasmus subject code: 02.2
Full-time, from March 2020 to February 2021
Program Coordinator: Prof. Daniele Giorgi
TRAINING OBJECTIVES
The objective of this master's degree is for students to become the owners of the cycle of conception,
design and realization of interior architecture through frontal lessons, experiences and contacts with
operators in the sector and operational phases linked to the realization and construction sites.
There are four main thematic areas, which are divided into several teaching modules:
• HISTORY, CRITICISM AND METHODOLOGY OF INTERIOR DESIGN
In this module, the study of historical precedents and the work of contemporary authors is an
opportunity for reflection and theoretical elaboration to better understand the meaning of the
profession and the different themes that need to be addressed.
• TECHNICAL DRAWING - DIGITAL LANGUAGES OF REPRESENTATION
Graphic and 3D representation are seen as a cognitive tool in the phase of study and they are an
important means of communication of the project to clients, designers and the public.
• MATERIALS TECHNOLOGY AND FURNISHING TECHNIQUES
Students will learn more about the material culture that revolves around the interior spaces in their
different destinations, from the regulatory constraints to the characteristics of the market and
manufacturing companies. They will also study the characteristics of the materials, the processing and
the potential offered by new technologies in synergy with traditional ones.

DESIGN WORKSHOPS
Design workshops combine all the experiences gained in other subjects of study, and they are a
significant benchmark to compare study with real issues. To this end, there will be several projects that
will be completed by the development of the individual thesis on a topic of interest that the student has
agreed with the teacher.
PROGRAM
The teachers of the Master's degree in Interior Design at Quasar Institute for Advanced Design are
leading figures in their respective fields of activity, who have long been involved in partnerships and
collaborations with important entrepreneurial, creative and research environments; they are qualified
professionals with many years of experience in the training sector. Through lectures and workshops,
participants are led from the initial concept to the executive part of the project, in which they will
develop project models with different types of digital representation, studying the use of software for
3D modelling and rendering.
The structure of the course is divided into 10 thematic modules in addition to the internship.

Class
History, criticism and methodology of interior design
Perception and representation of interior design
Computer-assisted representation techniques
Technology 1
Technology 2
Technology 3
Design workshop 1 – home
Design workshop 2 – office and retail
Design workshop 3 – public spaces
Final thesis
Internship

HISTORY, CRITICISM AND METHODOLOGY OF INTERIOR DESIGN
8 ECTS
48 hours

Credits
5
5
5
5
5
5
5
5
5
8
7

This module looks into the theoretical aspects involved in the design of interior spaces by critically
examining relevant historical and current examples to reconstruct the links that bind diagnosis on preexistence, intervention program, means available and expressive intentions of the author. With
interventions by well-known testimonials and critics, this module aims to introduce students to the
historical and cultural universe that defines the field of Interior Design in its multiple meanings.
Moreover, the course explores the different interpretations that can be given to this discipline, from its
privileged relationship with history and context, to the tangencies with the world of fashion, art and
design.
This course will provide knowledge of the history of Interior Design and, at the same time, a critical
method to guide design choices.
The aim is the adoption of a conscious method of evaluation and choice that provides the designer with
rational and shared solutions to propose to the client.
PERCEPTION AND REPRESENTATION OF INTERIOR DESIGN
5 ECTS
48 hours
This module deals with the various aspects related to the objective characteristics of indoor
environments and the sensory perception that derives from them: aspects that can determine the
psychophysical response by users, also identifying the most effective ways for their recording and 2D
and 3D graphic notation to facilitate control for design purposes. Surface quality, light, color, perceptual
modification techniques and optical corrections.
COMPUTER-ASSISTED REPRESENTATION TECHNIQUES
5 ECTS
48 hours
In this module, we will improve our representation skills according to the conventional codes used in the
professional practice of recovery, renovation and interior design. Starting from the knowledge
previously gained by the graduates participating in the course, we will implement the skills in managing
the production of works for the project communication to the client and to provide operational
guidance to performers with the use of the latest software dedicated: 2D and 3D modeling - Design
(BIM), virtual 3D representation and rendering.

TECHNOLOGY 1
4 ECTS
48 hours
"Between renovation, adaptation, reuse and restoration".
This module examines the technical issues arising from operating at the physical frontier between the
architecture of the container that will host the new functions and the program of spatial and typological
configuration of the new environments to be built in compliance with the boundary conditions,
especially in the presence of historical values and valuable pre-existing structures.
TECHNOLOGY 2
4 ECTS
48 hours
"Monitoring the environmental conditions between innovation and sustainability".
This module examines the psychophysical parameters that guarantee environmental well-being indoors
and the ways to properly manage the scientific and technical resources available. This is done with a
view to sustainability and with the adoption of the most appropriate artificial systems – where
necessary – to guarantee thermo-hygrometric well-being, systems of plant integration, lighting design
and automatic control systems (home automation).
TECHNOLOGY 3
4 ECTS
48 hours
"Materials, techniques, semi-finished products and products for expressive control".
This module analyzes the rich variety of materials, products and manufacturing techniques available for
effective expression of design intention. The aim is to test the suitability of the different techniques and
products to support the expressive program while satisfying both performance and aesthetic
requirements.

DESIGN WORKSHOP 1
5 ECTS
48 hours
First design workshop on the theme of private housing (urban housing or urban residence).
DESIGN WORKSHOP 2
5 ECTS
48 hours
Second design workshop on public themes, trade and work spaces (sales, exhibitions, show room or
office space).
DESIGN WORKSHOP 3
5 ECTS
48 hours
Third design workshop on the themes of hospitality, entertainment and leisure (hotels, associations,
clubs, bars and restaurants).
INTERNSHIP
At the end of the above modules each participant who has regularly attended with profit at least 80% of
the lectures and workshops, will have the opportunity to do a 450-hours internship to be carried out in 3
months and a half. During this period, students will work within companies and professional firms that
have been operating and producing in the sector for years, to complete their training path through a
direct application in the worksite of the job done in the classroom. The priority for choosing the final
destinations for the internship period will be established on the basis of the evaluations obtained by the
participants during the frontal lessons and workshops.
SELF-STUDYING AND ONLINE TUTORING

During the period of the Master’s degree, students can take advantage of a constant on-line assistance
and can exchange documentation via e-mail with teachers and assistants. Each project is constantly
monitored in all its parts.
ADMISSION REQUIREMENTS
The Master's degree in Interior Design is intended for graduates and undergraduates of first and second
level in any discipline, and for professionals or connoisseurs of the sector with design knowledge and
basic skills in CAD that are interested in the specialistic management of the Interior project. A basic level
of English is required.
PRODUCT DESIGN - Designer as an independent production company
Qualification awarded: Degree
Duration: 1 year
Level of qualification: Postgraduate (MA – First Level)
Total credits: 60
Credits per year: 60
ISCED: 214 (Industrial Design)
Erasmus subject code: 03.5
Full-time, from March 2020 to February 2021
Program Coordinator: Prof. Alessandro Gorla
[COURSE PROFILE]
TRAINING OBJECTIVES
The objective of the master is to train students in the design process described in the introduction
through frontal lessons and operational activities related to the development of multiple design themes.
The main thematic areas on which this course focuses are:
• Marketing, Phenomenology of Design, Criticism and Semiotics of the object: marketing, selfmanagement and project communication strategies, work planning and contextualization (modules 1
and 2). Starting with Industrial Design, students will examine everything related to self-production in
design from the point of view of strategic communication planning and promotion, in relation to the
marketing of the products created.

• Representation / Modelling / Rapid prototyping: students will examine digital languages for the
representation of virtual 3D models, nurbs representation, mesh representation, visual scripting, RP
techniques for 2D plotters, rapid prototyping techniques, representation of models for cutting plotters,
3D printing and milling (3rd and 4th module).
• Materials / Material Technologies for Design: a crucial disciplinary area, especially in the 6-7-8
workshop modules, in which students will analyze the characteristics of the materials, the processes and
the potential offered by new technologies, including those in synergy with traditional ones, all of which
will be incorporated into a fundamental part of the design process (5th module).
• Workshops: Interactive Design Workshop (6th module) + Concept Development Design Workshop and
design exercises (7th module). The two workshops operate under strictly integrated conditions. The aim
is to concretely experiment the possible intersections between design and current tools and
technologies capable of activating new relationships involving people, objects and the environment
around them.
The first step in the development of new products is theoretical and leads – through an in-depth study
of similar existing products – to a critical reading of the evolution of habits, taste, production and
market. In particular, we will focus on studying the characteristics of the production district to which the
experimentation refers and, specifically, the production potential of some specific companies.
The pre-figuration of the idea and the relief of the provisional prototypes are very important for the
knowledge of the new methods of representation. Therefore, a lot of space is given to the knowledge of
software for nurbs modelling and applications for the management of the meshes.
Having replaced compasses, pencils and sheets of paper with digital tools for some time now, another
important objective of the course is to create models using languages that are increasingly closer to the
tool being used. So, this hybrid representation of nurbs-mesh is treated through nodal systems of visual
scripting.
Switching between digital and real models requires knowledge of Rapid Prototyping techniques. For this
reason, once the different methods for the construction of rapid prototypes have been tackled, students
will engage in the discretization of digital representations, i.e. discretization linked to the planned
production path.
Moreover, a large space is dedicated to the communicative aspect of the product through static and
dynamic renderings, shading techniques and real-time texturing of the models.

In addition, students will explore the world of self-production, in which the designer is the master of the
entire design process, using low-cost techniques for the acquisition of form aimed at restyling and
prototyping through self-constructed devices.
Creativity is the catalyst for experience. Vision without creativity may remain unexpressed, but creativity
alone is not enough: for this reason, this course also includes Strategic Design, Independent Design,
Interactive Design and Handicraft Design.
Strategic Design is a design activity whose object is the product-system, i.e. the integrated set of
products, services and communication with which a company presents itself on the market, places itself
in society and, in so doing, shapes its strategy.
Independent Design is a method that, although it has grown in the last 15 years due to new market
trends, has been launched since the end of the 1970s and it has increasingly become a frontier for the
labor market where young designers can find autonomous spaces as an alternative to the circuit of
production and large distribution.
This master’s degree aims to provide the necessary basis to set up new design professionals capable of
managing the entire process of self-production and placing on the market of products designed in direct
relation with the territory.
Moreover, the field of Interaction Design, with its current rapid evolution, pushes the frontier of design
towards products that would like to be more and more seductive and desirable, capable of eliminating
complexity: products that are intuitive, easy to learn, enjoyable to use and exciting. This new context
will allow us to analyze case studies and best practices of interactive design according to the different
possible fields of application, especially in the field of product design.
Handicrafts Design intends to explore a practical culture of design, investigating the future of
contemporary objects, places and languages in relation to human and social behavior. It promotes an
economy of renewed experience through an "open innovation" model of experimentation, i.e. of
innovation open to confrontation with traditional and heterogeneous professionalism and knowledge,
raising the question of how manufacturing culture can still represent an opportunity for our territory.
What characterizes both Italian Industry and Handicraft is, in many cases, a know-how that few other
countries have been able to preserve. These skills make our production flexible, dynamic and, above all,
interesting in the eyes of a growing population that seeks history and culture in the products it
purchases.
As a result of the experience acquired, a series of seminars will be held by experienced designers who
are closely linked to local and international production companies. Students will also be involved in

workshops dealing directly with prototyping and production activities. During the course, some
professionals of the sector will make spot interventions on their case histories or professional
experience.
In addition to the Master's degree diploma, the course also issues certificates of attendance for McNeel
courses held by qualified teachers.
[PROGRAM]
The teachers of the Master's Degree in Product Design at QIAD are leading figures in their respective
fields of activity, who have long been involved in partnerships and collaborations with important
entrepreneurial, creative and research environments; they are qualified professionals with many years
of experience in the training sector.
Through lectures and workshops, participants are led from the initial concept to the prototype, in which
they will develop design models with different types of digital representation, studying the use of
software for Nurbs and Mesh modelling.
They will work with Rapid Prototyping methods and techniques. The final workshop, through the
realization of different design themes, will establish the design process of Industrial design, Independent
design, Interactive design and Handicrafts Design.
This didactic group is supported by a significant number of hours dedicated to self-studying and on-line
tutoring by the teaching staff.
The Product Design course deals with all issues concerning design, surveying, 3D representation and
prototyping, using methods that are fully consolidated in the most important production environments
in the sector.
The Design project, unlike the Architecture project, also requires testing and experimentation in a 1:1
ratio with the model created. For this reason, sketches and maquettes have always been the main tools
to represent and investigate the design project, resulting in the development of technologies and
software for the rapid production of prototypes of the project (rapid prototyping).
The mental image is revealed in a rapid and gestural way through sketches on paper and 2D drawings.
At the same time, students will elaborate digital 3D models of numerical (mesh) and mathematical
(nurbs) nature, at first intended to capture the form, and then increasingly detailed to support the
executive definition of the project.
The rapid succession of models of a different nature also requires to get to the prototype for a clear
evaluation of the form. The prototype will remain conceptually static until the designer will physically

act on it by removing or adding material. Then he will interactively relate to the product that is created
before his eyes, establishing a biunivocal dialogue between the real model and the mental image.
In addition to lessons in methodology and modelling aimed at the 3D representation of ideas and
models for the project, there will also be technical lessons in spaces equipped for the production of
prototypes and in companies dedicated to the industrial production of furniture.
From the very beginning, students will face the process of creating the prototype using equipment
capable of translating the specific digital model into a real model. The different paths are guided by
teachers and experts of the equipment used.
Active companies in the sector participate in the course as partners, bringing their production knowhow and they will host the students during the internships at the end of the course.
The internship will be an important opportunity to test and to increase the skills of individual students
within productive realities operating in their areas of reference.
According to a concept of school as a melting pot and incubator that prepares students to selfdetermine consciously in the current difficult market, the program of this course aims to encourage the
development, promotion and sale of the best products, designed and manufactured in the workshops
by students and teachers, through the use of web platforms of crowdfunding and e-commerce.
[CLASSES]
Class
Analysis and context of a product
Management and marketing
Computer-assisted representation techniques
Rapid prototyping softwares and techniques
Interaction design
Concept development workshop 1
Concept development workshop 2
Materials science for design
Development-to-promotion process of a product design
History and criticism of product design
Internship
Self-study

Credits
2
2
6
3
5
7
7
2
7
2
17

The classes are organized in 9 modules.
MODULE 1:
ANALYSIS AND CONTEXT OF A PRODUCT
2 ECTS
18 hours
HISTORY AND CRITICISM OF PRODUCT DESIGN
2 ECTS
24 hours
Planning and contextualization of the work.
Work program and identification of objectives. Phenomenology of design, criticism and semiotics of
the object.
The module is dedicated to the strategic planning of the themes and the organization of the work to be
done within the course. During this time, we will present the themes and discuss the project
methodologies.
This course deals with various types of products; it illustrates the evolution over time of habits, taste,
production and market. We will study the characteristics of the production district to which the project
themes refer, focusing on the production potential of some specific districts.
A few hours will be dedicated to the illustration and explanation of the meaning of Model for the design
product, describing the real characteristics of the types of models both for industrial design and for
independent design, identifying the right transposition and digital representation.
MODULE 2:
MANAGEMENT AND MARKETING
2 ECTS
24 hours
Self-management techniques for the independent designer.
Design communication process. Marketing, creative strategies for project communication.

The research developed within the module aims to create, for the products developed in the course, the
vehicle of a wise cultural and communicative management that enhances its potential. Participants are
guided through the study, analysis and synthesis of real "global creative strategies" that also include together with and in addition to the development of the project - the overall communication strategy of
its values. These range from purely aesthetic and figurative values to the most effective description of
performance and the activation of appropriate promotional initiatives for presentation and interaction
with the end-user through the creative use of different media.
•
Media management
•
Theoretical basis and practical approaches for project communication management, organization
and use of media resources
•
Communication, creative strategies
•
Planning, design and strategies in the communication techniques of creative and productive
processes. Layout and copywriting for different media. Creative writing, editing and management
techniques to support the project
•
Visual Communication
•
Theoretical basis and practical approaches for the graphic design of visual communication aimed
at commercial or artistic purposes on printed media and for the web, for specialists or the public.
MODULE 3:
COMPUTER-ASSISTED REPRESENTATION TECHNIQUES
6 ECTS
62 hours
Methodologies and techniques for representing models
The main objective of the module is the training of a correct approach to mathematical modelling and
numerical modelling, using the most updated software releases dedicated to the two types of
modelling.
Mathematical modelling is obtained by implementing the techniques and methods of geometric
representation in a computer program; numerical modelling, on the other hand, is aimed at discretizing
digital models through a description by points.
The latter language is used to translate projects developed with nurbs software and make them suitable
for reading machines used for rapid prototyping or for simple rendering. The great advantage of using
the mathematical modeler, unlike the numerical modeler, is the metric control of the generated entities
and the possibility to represent surfaces of any shape.

In addition to the traditional software, we will also use nodal programming, with which it will be
possible to express the maximum representation potential of the software, inserting the algorithmic and
generative component in the project.
It is therefore clear how important these tools can be to the figure of the contemporary designer in the
design and production phase.
In this module we will teach the following thematic lessons on digital modelling for the product, using
specific applications:
•
Nurbs representation
•
Mesh representation
•
Representation for communication: plug-in rendering
•
Visual Scripting
MODULE 4:
RAPID PROTOTYPING SOFTWARES AND TECHNIQUES
3 ECTS
38 hours
The continuous transition from digital to real is very important for the design project, with prototypes
that the designer must be able to physically evaluate. Once the correct modelling techniques have been
acquired, in this module we will teach how to discretize the digital model in relation to the type of
prototyping: Cutting, Folding, 3D Print, Milling.
The student will learn how to prepare the designed model to make it understandable to production
machines. The lessons for the design, management and automation of the process will be the following:
· Rapid prototyping techniques for 2D plotters
· Rapid Prototyping Techniques for 3D Printer and Mill.

MODULE 5:
Handicraft Design workshop
The prototyping handicraft workshop focuses on establishing creative interconnections between the
students with workshops and small businesses operating in the Lazio region to create design with great
human added value. The goal is to create a widespread factory that will give life to happy objects, where

the quality of the relationship between the thought of the designer who designed them and the manual
experience of the craftsman who made them with passion, are transferred and found in the final object.
CONTENTS AND GENERAL OBJECTIVES:
• Experiment with a new way of thinking about design, involving local craftsmen and
contributing to the development of the territory.
• Let students and users rediscover the materials and manual skills, as well as the constraints of
the production process and the cost of errors.
• Building a new form of handicrafts in a contemporary key, giving the craftsman the
opportunity to open up to new stylistic and functional codes and discover a new demand,
perhaps in sectors and productions distant from the traditional ones.
• Improve the idea of avant-garde craftsmanship for a new narrative of the object based on a
creative participatory approach.
• Search for new market opportunities.
• Promote a sustainable design action as an alternative to the rapid consumption of ideas and
resources, supporting and improving the excellence of craftsmanship and the heritage of local
quality production in line with contemporary global dynamics.
MODULE 6:
MATERIALS SCIENCE FOR DESIGN
2 ECTS
26 hours
During this course, participants will learn about the importance of the characteristics of materials,
processes and the potential offered by new technologies – including traditional processes – that can be
integrated into a fundamental part of the design process.
In this module students will gain a deeper understanding of the materials and their static and
mechanical behavior, of the processes and technologies that are at the basis of the performance and
aesthetic qualities of the products.
MODULE 7:
DESIGN WORKSHOPS. CONCEPT DEVELOPMENT AND EXECUTION OF PROJECT EXERCISES.
INTERACTION DESIGN

5 ECTS
48 hours
CONCEPT DEVELOPMENT WORKSHOP 1
7 ECTS
72 hours
CONCEPT DEVELOPMENT WORKSHOP 2
7 ECTS
72 hours
After a period of training especially dedicated to the practice of software, the use and study of
materials, technologies and new instrumentation, we will proceed with their practical application to the
development of the project.
At the end of the entire block of modules dedicated to frontal teaching, there will be two workshops
(Interaction Design and Product Design) dedicated to the revision of the thesis projects that the
students are working on.
The Module includes an intensive workshop period, during which participants can put into practice what
they have learned during the frontal lessons.
The specific Case Study to be examined in the Design Workshop is related to the thematic field, and
includes the definition of small and medium sized accessory objects also concerning, but not limited to,
furniture design. Within a limited range of possible choices established in advance, students can
propose to develop a project related to a case-study of free choice, consistent with the general theme,
which must be previously evaluated and endorsed by teachers. This must be in line with the theme of
the accessory, using interactivity in order to coherently integrate what was learned in Module 6 with
what is to be developed in this module and in the following one.
Some of the key words to be answered by the newly proposed objects that will be defined in the 7th
and 8th modules are the following: Playful Activation, Personalization, Irony, Aesthetics of interaction,
Smart Object.
MODULE 8:
DEVELOPMENT-TO-PROMOTION PROCESS OF A PRODUCT DESIGN
7 ECTS
66 hours

After defining the concept and the elaboration of the project, we will move on to the development and
tuning phase of the product in prototyping. If the feasibility is verified in terms of materials, processes,
realization of components and their assembly, it is possible to verify the quality of the processed and
semi-finished products in relation to resistance, maintenance, finishing and recycling. Finally, we will
study the possibility of promotion through the traditional or current channels allowed by the
communication circuits enhanced by the web.
MODULE 9:
INTERNSHIP
450 hours
At the end of the above modules each participant who has regularly attended with profit at least 80% of
the lectures and workshops, will have the opportunity to do a 450-hours internship to be carried out in 3
months. During this period, students will work within companies and professional firms that have been
operating and producing in the sector for years, to complete their training path through a direct
application in the worksite of the job done in the classroom. The priority for choosing the final
destinations for the internship period will be established on the basis of the evaluations obtained by the
participants during the frontal lessons and workshops.
SELF-STUDYING AND ONLINE TUTORING
During the period of the Master’s degree, students can take advantage of a constant on-line assistance
and can exchange documentation via e-mail with teachers and assistants. Each project is constantly
monitored in all its parts.
ADMISSION REQUIREMENTS
The Master's degree in Product Design is intended for graduates and undergraduates of first and second
level or another foreign certification recognized as suitable by the regulations in force, and for
professionals or connoisseurs of the sector with design knowledge and basic skills in CAD that are
interested in the 360-degrees management of Product Design. A basic level of English is required.

YACHT DESIGN
Qualification awarded: Degree
Duration: 1 year
Level of qualification: Postgraduate (MA – First Level)
Total credits: 60
Credits per year: 60
ISCED: 214 (Design), 5251 (Aeronautical Engineering)
Erasmus subject code: 03.5, 06.8
Full-time, from March 2020 to February 2021
Program Coordinator: Prof. Marco Amadio
[COURSE PROFILE]
TRAINING OBJECTIVES
The objective of the course is to enable students - through rigorous and complete professional
experience throughout the entire cycle of design and construction of yachts - to operate successfully
both in the design of new models and in refitting, as freelance professionals or within studios and
production facilities.
Following its tradition, Quasar Institute for Advanced Design offers training programs that combine
effective professional experiences with the opportunity to achieve strong theoretical and
methodological skills. In this way, the graduates of the course will be able to express considerable
versatility and operational autonomy, optimizing their professional opportunities.
To this end, the Master's Degree in Yacht Design deals with topics that, proceeding step by step towards
specialisms, define the complexity of the theme in all its aspects. The aim is to provide clear reference
systems to encourage the rapid acquisition of familiarity with direct step-by-step applications.
Students will be familiar with different types of boats and the recent evolution of yachts: classifications,
names and standards, the characteristics of the boating market, the main production structures as well
as the materials and construction techniques in use.
During this course, students will also be able to:
• arrange the correct distribution of loads and the internal functional partition of the boat;
• effectively use dedicated CAD tools in the project;
• choose the most suitable method to construct the surfaces suitable for CAM transfer for the milling of
the pieces;
• define the hydrostatic and hydrodynamic characteristics of the project and choose the most
appropriate water lines;

• design the interior of the boat, calculate the boat's trim and the applicable powers as well as study the
most efficient rig (in the case of sailing boats).
The training is completed by principles and experiences of project management, study of techniques
and standards for industrial production, and also rules and means of protection of the design idea, as
well as of the environmental heritage and the seas.
PROGRAM
The teaching staff is composed of high-profile architects, designers and engineers who currently work
and collaborate with the most important national and international shipyards.
Lessons and workshops will start with the initial concept and end with the completion of the project in
every detail, leading to the development of the construction drawings of a sailboat with auxiliary motor
and two motor boats.
In addition to lessons in methodology and modeling of hulls and 3D superstructures, both external and
internal, there are also technical workshop lessons where the naval design of the yacht will begin
immediately. The teachers will guide and follow the development of individual projects.
During the course, companies and shipyards will bring their contribution of experience and will welcome
the students for technical inspections and, finally, for the internships which complete the training value
of the course.
TOPICS COVERED
Types of boats
Processes of industrialization of production
Custom Design
Motorboats
Sailing boats
Design of hulls and water lines
Ship structures - fittings
Exterior design
Interior design
Preliminary design - executive - production drawings
On-board installations
Design of molds for numerical control machines
Project management and project coordination
Assisted Drawing Programs

Surface start-up and NURBS design
Definition of dynamic-static assets and calculation of assets and displacements
[CLASSES]
Class
3D modeling
Naval technical design
Structural and aesthetic design
Final project
Internship
Total

Credits
10
19
16
5
10
60

3D MODELING
10 ECTS
100 hours
Assisted drawing programs employed: we use the most updated releases, if available at the beginning
of the course, of the most important software of the sector.
The training in the use of 3D modeling software is configured as a real intensive course of NURBS
modeling and rendering.
After a training period focusing on software practice, students will be able to continue with their
practical application to develop the project.
The course involves the use of nurbs surfaces, the creation of 2nd level curves and their verification of
their start and tangency. Each mathematics is created and verified according to the standards of naval
design for the creation of solid models to be milled.
The models are designed according to the molding techniques and verified with appropriate software
according to the draft angles, tangency and coplanarity. Each covered hull model is further converted
into a mold through the creation of joint elements and lamination-mold palettes.
NAVAL TECHNICAL DESIGN
19 ECTS
190 hours

This module, divided into "Engineering" and "On-board systems", deals with all the technical-regulatory
and technical-functional problems that form the basis for the subsequent work.
Topics include: design of keel lines, load-bearing structures and register limits; standards and ergonomic
design in limited spaces; on-board systems and standard construction and prototyping techniques. In
addition, "argonautical projects" are carried out from the hull to prepare the construction of the same in
numerically controlled templates.
Students will work on all the installations with the creation of piping and main lines, and each system
will have technical documentation and assembly specifications, and regarding the "electrical
specification", cables and techniques for marking and protection from external agents will be specified.
We will also address the issues of protection from galvanic currents and new techniques emerging in
this area, air treatment in small spaces and ionization and ozonation systems of aeronautical type.
STRUCTURAL AND AESTHETIC DESIGN
16 ECTS
160 hours
Structural and aesthetic design - Design and styling
Participants will learn about all materials and construction techniques for exterior and interior fittings,
support structures and their hull connections, removable paneling systems for installations, interior
design and exterior design.
In addition, this section deals with the entire classification of the boat and its type of design.
We will discuss the different issues related to the construction of metal boats, in particular lightened
aluminum, race hulls with composite construction, carbon and aramid (Kevlar), the construction of the
interior accessories in lightweight materials and / or integrated directly into the mold.
Moreover, the project also includes the so-called "countermold" design, which involves the creation of
all the furniture starting from a mold in GRP (fiberglass) with the sole addition of doors and finishing
decorations such as fine woods, coatings and paneling surfaces. This technique requires the integration
of all the on-board systems addressed in Module 2.
Design research (yacht Series - yacht Custom - sail)
At the end of the first four months, the student can decide to specialize in 3 different types of nautical
construction: design of standard boats, custom or sail yachts.

They will examine all types of yachts in the range from 30 to 55 feet by comparing standard products,
semi-custom boats and unique examples built according to specific requests of customers from the
water lines up to the interior.
In addition, students will have the opportunity to discover all the series currently produced by the major
Italian and foreign shipyards in order to better understand the current market and future prospects for
the development of the "yacht series" product.
In the last part of this module students will develop an examination project that they can freely
choose after a detailed study of all the types proposed. It is possible to choose between different
project themes.
INTERNSHIP
450 hours
At the end of the above modules each participant who has regularly attended with profit at least 80% of
the lectures and workshops, will have the opportunity to do a 450-hours internship to be carried out in 3
months and a half. During this period, students will work within companies, shipyards and professional
firms that have been operating and producing in the sector for years, to complete their training path
through a direct application in the worksite of the job done in the classroom. The priority for choosing
the final destinations for the internship period will be established on the basis of the evaluations
obtained by the participants during the frontal lessons and workshops.
SELF-STUDYING AND ONLINE TUTORING
During the period of the Master’s degree, students proceed, with the coordination of teachers, to the
design of their boat from the concept to the elaboration of technical drawings, also realizing all the
graphic documentation for the construction of models, both with numerical control and with hybrid
technique (argonautical sections).
In addition, students can take advantage of a constant on-line assistance and can exchange
documentation via e-mail with teachers and assistants. Each project is constantly monitored in all its
parts so that it can become a shipyard executive.
ADMISSION REQUIREMENTS
The Master’s degree in Yacht Design is aimed at graduates and undergraduates of first and second level
in Engineering, Architecture and Design, and professionals or connoisseurs of the sector with design

knowledge and basic skills in CAD modeling, who are interested in the practice of yacht design in all its
aspects: from the characteristics of the market and of production structures to the theory of the ship;
from the initial design of the project, to interior design, up to the supervision of the construction at the
shipyard. A basic level of English is required.

