


1

Here you will study, and you will work.
We will teach you to love and to practice beauty in all its forms.
You will learn to use technologies that are still unknown to many.
You won’t just have teachers, but guides.
You won’t just be a student, but a person.
Your talent will become your profession.
The Academy will become your home.
Rome will give you all the inspiration your eyes and your mind need.
And we’ll truly be devoted to each other.
Become a part of AANT People.

WHAT 
MAKES US
DIFFERENT
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*According to Italian Law Decreto Ministeriale 4 aprile 2017 n. 201. To be admitted onto three-year courses 

 it is necessary to have completed upper secondary school studies or an equivalent qualification if studieswere 

completed abroad. Admittance is subject to completing a motivational interview.

Our story begins in 1992. Since then we have crossed all Design territories. 
We have chosen unknown, bold pathways. And when there was no pathway, we made 
one ourselves. We have become stronger and moreconfident, just like our students. 
We have grown taller every day.

AANT quality has long been a consolidated value. Those who have experienced it 
for themselves know this, as do those who work with our alumni. We pay the utmost attention 
to the quality of education and to the selection of our teachers. We plan extracurricula 
activities both inside and outside of the Academy. Our value is also easily recognised. 
At the end of our three-year courses, students obtain a First Level Academic Diploma: 
an academic qualification corresponding to a bachelor’s degree.*

A qualification that allows you to obtain public and private scholarships join European 
mobility projects such as Erasmus Plus and provides access to Second Level Academic 
Diploma, Master’s Degrees, First Level Master’s Degrees, Specialisation and Master’s 
Degrees.

But our main objective remains the same: to train professionals who are ready to enter 
the world of work straight away.
They enter as dreamers; they leave as professionals.
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INTERIOR DESIGNER

An exciting career which allows for experimenting with never-ending design 
experiences. The Interior Designer finds solutions to the housing needs of people 
and society through design ideas that bring into being creative and innovative 
visions aimed at overcoming the challenge of environmental sustainability.

Interior Designers have specific skills in special distribution and, beginning with the client’s 
needs, find appropriate solutions by combining functional and aesthetic needs. They use 
all their specialist skills, from choosing materials to lighting equipment and the right kind 
of furnishings. The work of interior designers is divided between technical drawing and 
rendering; colour moodboards and coverings; design businesses and construction sites. 
Through their designs, Interior Designers work on a brief yet find their own original way 
of interpreting residential spaces to make them correspond to current social and cultural 
changes. At AANT, you’ll acquire the skills that will allow you to work as a freelance profes-
sional or as part of a studio.
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PUBLIC DESIGNER

Designing public and commercial areas that aim to attract and welcome users. 
The main tools in this profession are the application of space perception 
psychology, a comprehension of experiential marketing, and knowledge related 
to the technical characteristics of materials and systems.

Retail Designers design restaurants, cafés, shops and stores. They imagine new ways of 
living the world of retail and use unusual materials and lighting systems that create an 
atmosphere and enhance spaces. The high definition approach to their work starts from 
the brand and from understanding that brand’s philosophy and marketing strategies to 
be able to create designs that answer the needs and expectations of the reference target 
effectively. Retail Designers use Persuasive Design techniques to create real experiences 
that fully involve the client.
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PRODUCT DESIGNER

Flexible, brilliant, creative, innovative, and collaborative; Product Designers 
respond to rapid changes in the market and in technology. More and more often 
they are called to play a proactive role in the industrial sector, becoming involved 
in the decision-making and strategic processes too.

Designing useful and innovative objects that become solutions to specific problems, de-
vised and created through a process that combines functionality, formal coherence, ef-
ficiency in production, ease of use, environmental sustainability, and iconic beauty. This 
is the daily mission of Product Designers, who master the most advanced techniques of 
digital modelling and who are capable of meeting the demands of businesses and design 
agencies throughout all stages of a project. Product Designers make use of high-level te-
chnical knowledge as well as a huge amount of creativity. They pay attention to each phase 
in the creation of their products, from analysing the market to deciding the target; coming 
up with the concept to elaborating the drawings and construction details; creating the 3D 
patterns to choosing the materials.      
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EXHIBIT DESIGNER

Exhibit Designers design the displays and fixtures for museum exhibitions. 
They understand the mechanism behind audience flow and exhibition routes 
and can guarantee high quality display system designs through their knowledge 
of lighting and augmented reality.

Exhibit Design is one of the professional fields in continuous development and growth. 
Exhibit Designers use humanistic, museological and technological skills to invent and de-
sign exhibitive spaces for trade shows, exhibitions, and museums. These professionals are 
also capable of using interactive and immersive technology to create exhibition itineraries 
that aim to enhance the experience of visitors. At AANT you’ll learn the value of combi-
ning, within one single design process, the spatial, aesthetic, functional, and construction 
aspects that together produce the desired experience for the target. You will experience 
a technical and narrative process that is intended as a synthesis between invention and 
executive practice.
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3D MODELING DESIGNER

These professionals put into play their creativity by dedicating themselves 
to photorealistic or conceptual visualisation and to the three-dimensional digital 
modelling of objects and architectural spaces, both in static and photographic 
form as well as in animation form.

Creating places that don’t yet exist, making tangible an object that until now was only in 
your imagination, bringing into being a creative process through a single word. This is what 
3D Modelling Designers do; the professionals who combine the art of vision with the tech-
nology of digital modelling. Professionals in this field can work as Visual Designers, 3D Artist 
Designers and Virtual Photography Set Designers in many sectors such as Architecture, 
Interior Design and Product Design.
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LIGHTING DESIGNER

A sector that is parallel and complementary to that of Interior Design. Lighting 
Designers integrate specific knowledge of lighting with the design of a residential 
or public space, conscious of the fact that the geometries of a space are not only 
perceived for what they really are but also, and especially, through the way 
in which the light allows us to perceive them.

An illuminated monument, a restaurant with a unique atmosphere, an intimate part of the house, 
or a window display that makes you want to look. All these clues speak of the work of the Lighting 
Designer, the light specialist, an innovative and very contemporary figure who understands the 
impact that light has on the way we live and on the space which surrounds us. AANT trains exper-
ts who are capable of interpreting and translating the language of architecture, art, and the inte-
rior of public and private spaces using this code, of which you’ll be able to understand not only the 
visual potential but also the aesthetic, communicative and functional aspects too.
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GRAPHIC DESIGNER

Creating dialogue through images is the role of Graphic Designers, who know 
every shade of colour in all possible ranges. These professionals have a mastery 
of the language of signs and symbols and can transform any communication tool 
into something beautiful and expressive. Graphic Designers understand that signs 
communicate faster than words.

Whether it’s a small trader, a charity, or a large company, to compete in the market it is essential 
to be able to communicate effectively.. The role of the Graphic Designer is to do this through 
images. Signs, shapes and colours are the key tools that will enable the client to reach their 
objectives.. The versatility of the different visual languages enables Graphic Designers to work 
in many different fields: from a simple business card to an advertising campaign; from metro 
signage to the opening credits of a film; from the layout of a magazine to new technologies. At 
AANT you’ll be able to experiment with the various techniques, methods and applications of 
visual communication in order to gain all the skills required by the world of work.
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ART DIRECTOR

Art Directors centre their working days on creativity and on their ability 
to manage complex projects. They participate in meetings and conference calls, 
and constantly monitor news, social media, and innovations in Design, Art, 
Communication, and Creativity.  They hold intense brainstorming sessions in pairs 
or in groups to devise communication strategies and brilliant ideas.

Art Directors lead an intense life, alternating creative moments with design or operational 
activities during the same working day. These professionals embody many distinct trades and 
skills and know how to use them with great aptitude: developing a storyboard for a video or 
even just presenting a banner. They take on digital projects that are more and more complex 
or, more simply, design the layout for a press campaign. They are attracted by all that is new, 
and they never stop being curious or updating their skills. Feel like this could be your world? 
If creativity is your habitat, AANT will provide you with all the professional tools you need and 
will guide you in designing a creative portfolio that allows you to present yourself in the best 
way possible to communication agencies, digital agencies and design studios.
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WEB/UX DESIGNER

The role of User Experience Designers is to create a bridge between digital technology 
and the need for users to understand it. This is the true challenge: making 
the interfaceof a website, a smartphone app, or the interactive wall of an event 
not only attractive to look at, but also easy to use.

Today we speak of user experience to describe the range of emotions users feel  when they interact 
with new technologies. It is ever more important today to reflect on how to take advantage of new 
media and improve usability. Doing this job well requires being constantly updated and possessing 
the ability to nurture  an acute attention to detail in order to bring harmony to a complex system of 
functions and interactions. If you dream of becoming an UX Designer, at AANT you’ll learn everything 
regarding icons, web typography, coding, ergonomics, flexibility, and digital usability criteria.
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PROJECT MANAGER

From the creative idea to the finished product, passing through each design stage: 
Project Managers have specific skills in every field of Design, good knowledge 
of each single tool, and they transmit the correct input to those who collaborate 
with them on Publishing, Video, Web, or Exhibition Design.

The main goal of Project Managers is to coordinate every aspect of complex projects in 
order to reach the communication objective. Poster campaigns, films, events, and web 
products that all need to convey the same creative idea in different ways, and at different 
times, but all in harmony with each other. You’ll understand how to match your creativity to 
the target audience, and you’ll have a broad vision of the Design profession. Through group 
discussion and training sessions you’ll develop your ability to persuade and to conduct an 
interview or presentation in the best way possible.
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VIDEOMAKER
The videomaker is the professional who has all the technical skills that concern 
the set, from photography to sound recording, from set design to camera 
movement, but also knows how to use all the dramaturgical techniques, knows 
how to make actors act, how to stage an exciting sequence, how to make 
an interview and a documentary.

They are, therefore, an extremely versatile professional: able to work in different contexts, 
ranging from dynamic video for social networks, made entirely independently, to large 
production, with its extensive international working groups, such as those of television, 
cinema or large communication and advertising agencies. 
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SCRIPTWRITER
They gather the legacy of film writers and television authors and put it 
at the service of all formats, including the most innovative for the Internet 
and Social Networks. For them too, versatility is central because they are often 
required to transform into a compelling story, a story that is not convincing yet.

The scriptwriter is the professional who knows how to provide those who make the images 
with the main ingredient, which is always and only an excellent story: in them is a mix of 
literary, artistic, and film culture with copywriting skills, making them the true magician of 
storytelling. 
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EDITOR
They are the alchemist behind their computer keyboard who transforms 
the script on paper and the shots on the set into authentic emotion: 
video editing, audio mixing, colour correction, and motion graphics 
are their secret ingredients.

A true expert in software and hardware, the editor has the crucial task of transforming the 
director’s ideas into a compelling flow of images; in fact, they make the difference betwe-
en a mediocre product and a masterpiece. Methodical, organised, and thoughtful, they 
are a professional able to exercise control over many different formats, taking charge of 
all the expressive and technical needs and imprinting style, shape, and original signature 
to each video. 
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VISUAL EFFECTS ARTIST

Today the world of video is characterised by ever greater virtuality: sets 
on green screens, matte painting, 3D modelling and animations, compositing 
and increasingly refined visual effects compete daily with the set in the flesh, 
with examples of stunning quality.

Visual effects artists are active in the many professional fields that this new approach to 
the video has created, representing the future of cinema, advertising, television and TV 
series: they are frontier professionals, with their eyes wide open to the future, able to re-
concile the most creative and innovative techniques with the established tradition of cine-
matographic language.
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PRODUCER
The Producer is an organised and precise person and highly communicative: 
this is a job done with people and many of them simultaneously. The producer 
must be able to organise a vast complexity: as a director of an orchestra, guiding 
professionals who have specific technical and human needs, 
and they must know them all. 

At the same time, the producer is a skilled strategist: regulations and legal procedures, 
funding management, and budgeting must converse for them with the most crucial 
objective: organise the game so that every video professional they are building can work 
to the best of their ability. After all, the very possibility of a video seeing the light of day is 
all in their hands.

©
 P

ho
to

 b
y 

Ar
te

m
 P

od
re

z 
on

 P
ex

el
s

TRANSMEDIA DESIGNER



25

TRANSMEDIA DESIGNER

Nowadays, making a pleasant video is no longer enough: it must be included 
in an overall strategy made up of many online publishing platforms; the video 
content telling the same story can be dozens and must all be recognisable 
and traceable to the same meaning.

Videoclip, Instagrammer, vlogger, influencer, web series, gamification, interaction, YouTu-
ber, and complex-tv are just a few of the many “new words” that make up the world of 
contemporary communication: in this vast environment, the Transmedia Designer is an 
explorer, able to rethink the traditional models of cinema and television, to create videos 
with completely original formats and shapes ready to be broadcasted on the Web, multiply 
the Likes, and get on all screens. 
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CORSO DI DESIGN
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At AANT we train professional Designers who can design spaces 
and objects.This course develops students’ ability to work 
on existing structures, create installations,or design permanent 
works for public and private spaces, both indoors and outdoors. 
Also covered on the course is the design of furniture systems 
and items as well as everyday objects, allowing students to acquire 
specific skills within an educational melting pot of creativity 
and cultural and technical tools.

The three-year course in Design is the laboratory where cultural, 
methodological, scientific, technical, and instrumental knowledge 
and skills are acquired, allowing students to work in two of the main 
areas of industrial design: interior design and the design of everyday 
objects. For interiors, the design approach combines aesthetic needs 
with functional ones. Ways of living are re-thought and reinvented 
based on current cultural and economic changes in society. 
For product design, objects are re-designed to respond 
to contemporary demands for sustainability.
Production and distribution cycles are restructured, new materials 
are used, new objects are redefined that can change habits 
and redesign reality. The entire educational path is directed 
at innovation, experimentation, and environmental sustainability. 
Digital technologies applied in a multidisciplinary way 
are also covered.
This teaching method unites knowledge with know-how, and students 
gradually learn to solve problems by integrating their theoretical 
and cultural knowledge into their design practice. 
The multidisciplinary laboratories and workshops allow them to apply 
their creative talent to real situations, including through collaboration 
with companies, institutions, and professional associations. AANT 
thus offers students the opportunity to complete authentic design 
projects that are important and innovative, with great care shown 
towards contemporary lifestyles and ecological harmony.
Teaching staff offer their highly qualified and extremely specialised 
skills, together with consolidated teaching and research experience 
both in Italy and abroad.Th
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During the first year of the course, students examine two closely related fields of knowledge. 
The first is interior design, which includes the essential knowledge of materials 
and technologies; themes and problems linked to the design of space and furniture 
systems; and the functional needs of users. Also explored is design culture, including how 
it has developed in the history of architecture and in its relationship with the arts. 
The second field of study explores techniques of three-dimensional modelling 
and representation such as architectural drawing and relief, digital drawing, 3D modelling, 
rendering, photography, image processing, and design representation techniques. 
The teaching objective is to promote comprehension not only of the technical demands 
of space, but also of its emotional and communicative impact.
During the first year, students will get to know and experiment all phases in designing 
an interior space of medium difficulty, learning to manage it with a full awareness of each 
step - from conception to representation and implementation - including the various 
spatial, functional, technological, and legislative aspects.

DESIGN

CURRI
CULUM
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Design Methodology
36h - 6 ECTS 

This module aims for students to practise and develop their ability to implement their 
own ideas, helping them to find a source of inspiration, understand production in terms 
of both interior and product design, and conduct personal research to be able to respond 
to design queries put forward by a client. The module focuses on various key aspects 
such as: the importance of pre-design research (observation) and the summary 
of complex and contemporary characteristics; morphological research (observation 
of nature, basic design etc.); technological research (use and intuitive performance 
of materials, simple production methods, modelling and materialisation of ideas); 
historical research; and the reference literature (study of artefacts, study of the masters 
of design). In short, the module exercises the malleable qualities of the future designer.

Architectural Relief, Digital Drawing
80h - 8 ECTS

This module is divided into two parts. The first part focuses on relief in Architecture, 
with the objective of enabling students to read and interpret a space, perceive 
its distinctive features, and turn these into a graphic representation. Each student 
will explore and experiment with the tools needed to measure and render through visual 
relief, freehand proportioning, and instrumental relief techniques. The second part 
of the module deals with digital drawing and aims to teach basic knowledge 
of the AutoCAD 2D software for drawing ideas and designs. Both theoretical and practical 
lessons aim to enable students to be able to fully and independently use the software 
and work with precision and speed in the fields of interior and product design.

Design 1
80h - 8 ECTS

An Interior Design project is not just a simple answer to functional needs, but also 
the result of articulated research that begins with the analysis of features 
and is expanded through construction of form, expressive language, and the choice 
of materials. A quality space, therefore, is not only a beautiful invention, but above all 
an effective answer to technical rules and the relationships between parts, proportions, 
and measurements. The module is divided into two parts which offer students the 
chance to take their first steps into the world of interior design. In the first part, the main 
objective is to learn the minimum living requirements imposed by the law; standard 
furniture measurements and minimum distances and dimensions. The second part deals 
with spatial, aesthetic, functional, and constructive aspects in order to coherently 
and completely develop an architectural idea 
in all its complexity.
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History of Architecture and Furniture
36h - 6 ECTS

This module contributes to students’ historical-critical knowledge of interior Architecture. 
It enhances their understanding of space as a blend of volume, decoration, and furniture 
and as an expression of different cultural areas and specific historical situations. Interior 
and Furniture Architecture from ancient times until today’s trends are examined in terms 
of the design and historical aspects of their distribution, the arrangement of individual 
rooms, decoration, and the organization of furniture and everyday objects in relation 
to how taste, art, and fashion have evolved. Through a chronological study, students 
will be able to historically place the different styles, identify specific aspects of a living-space, 
and develop their own critical knowledge of the history of furniture aimed at designing 
interior spaces.

3D Digital Computer Modeling and Tecniques 
100h - 10 ECTS

The aim of the module is to provide students with the theoretical and practical knowledge 
necessary to deal with the subject of digital modelling in a conscious way, with particular 
attention to complex geometries. Lessons address concepts related 
to the different modelling techniques - NURBS and mesh - with particular attention 
to geometric properties and to how these impact the control of form both in the design 
and production phases. Other topics covered include converting NURBS surfaces into 
mesh for the preparation of models with rapid prototyping, and the application 
of generative parametric modelling techniques. The module thus enables students 
to model architecture and design products with complex geometries. Students 
will also be able to manage the production of technical drawings and images, starting 
from models for the preparation of tables that convey both technical aspects 
and morphological-formal qualities. During practical sessions, students are required 
to produce files for the cutting plotter and 3D printer. 

Project Representation Techniques
40h - 4 ECTS

The module aims to teach students the basics of visual communication, layout, 
and the tools required for image and vector processing using 2D and 3D design software. 
Students will thus learn how to optimise the presentation of interior and industrial design 
projects as well as ensure these can be properly understood and appreciated. Lessons 
begin by looking at the basics and continue through to more complex elements.

ECTS: European Credit Transfer System
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Materials and Technologies for Interior Architecture
60h - 10 ECTS

The study of materials fits into a broad and continuously evolving framework (including 
social, environmental, cultural, perceptive, and technical aspects). The programme 
provides a solid basis  for the use and processing of traditional and innovative materials, 
encouraging students towards independent research. Materials are the core focus 
of study, including their technical characteristics, derivative elements and components, 
and their expressive and productive possibilities, as well as their recycling and final reuse. 
To this end, an examination of the traditional materials used for interiors is provided 
(metal, stone, glass, wood, paper, laminates, ceramic, plastic), as well as examples 
of designed spaces, with particular attention given to the quality of comfort 
of the interior space which the designer must take into account. Colour is a basic 
ingredient of perception and therefore of a design as a whole, and this is addressed 
through the identification of colour system samples. For assessment, research 
is performed of real or prototyped design samples (colour, texture and samples).

Perception Theory
24h - 4 ECTS

The module provides the conceptual tools for understanding the relationships between 
the study of psycho-perceptive and semiotic processes and students’ own design 
and artistic interests in the fields of visual communication and design. The theoretical 
lessons cover perception theory and the basic semiotics of design, while classroom 
practical work focuses on the semiotic analysis of design objects, giving students 
the necessary knowledge and skills to be able to correctly use signs and develop 
understanding, meaning, and communication skills of design products and processes.

Design Photography
40h - 4 ECTS

The module deals with the visual communication of design through the photographic 
language, providing not only the grammatical and syntactic laws, but also the techniques 
to investigate the link between photography and the design project. The programme 
provides suitable foundations for object enhancement. Aspects examined in this module 
include photographic surveying and the necessary support for architectural surveying 
operations. This is aimed at extracting useful information from the photographic image 
for the metric and figurative determination of architectural works. Much attention is also 
given to descriptive still life photography and creative/advertising still life, with particular 
reference to the value of the composition, the interpretation of the design product, 
and lighting in relation to material. The final objective is to provide students with 
the necessary skills for the creation of professional interior design and still life photographic 
sets. All theoretical lessons are consolidated through practical exercises in which 
a photographic project is fully developed through each single phase: research, shooting, 
and post-production.

32

ECTS: European Credit Transfer System
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The second year of the Design course develops and enhances the previous year’s training 
by extending it to the field of Public Design and introducing the system of specific Lighting 
Design skills. In the Design 2 workshops, the student faces more complex projects relating 
to collective residential spaces and public spaces of commerce and hospitality, including 
open places pertaining to living functions in urban areas. The skills are enriched thanks to 
training aimed at the technical control of spaces and the definition of the functional and 
emotional relationships between the end-user and the environment to be designed.
The subject of Lighting Design is introduced through three distinct didactic segments: the 
first is an approach, where methodologies and design potential are defined; in the second, 
basic references are presented in various design scenarios such as retail and hospitality; 
and finally, a third segment in which what has been learned is applied by creating a lighting 
project.
The lessons related to the use of advanced digital modelling tools, rapid prototyping and 
visualisation enable the student to acquire essential skills for the project’s definition and 
control up to the prototype’s implementation phases.
The student’s skills at the end of the second year are supplemented by the development 
and experimentation of a coordinated graphic proposal aimed at communicating their 
projects.
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3D Digital Modelling and Techniques
80h - 8 ECTS
 
The module develops students’ skills to an advanced level in the modelling of complex 
surfaces through generative 3D modelling and parametrisation systems. Through the use 
of software combining algorithmic and geometric programming, students learn 
the methods for studying and designing an object, understanding its articulation 
and its geometric and mathematical characteristics, and controlling its generative 
algorithms. Through practical exercises both in the classroom and at real production 
facilities (companies, laboratories, etc.), students learn how to develop data-driven 
geometries and how to create populations of interactive models. These exercises address 
all project phases from inception to implementation, up to the interface with industrial 
production machines and systems. 

Advanced Materials and Technologies for Design 
48h - 8 ECTS

This study of materials and technologies related to the ever-changing needs and customs 
of society aims to address the field of Project Design. From this standpoint, various 
aspects are examined, from topics and techniques of resistance to pressures from 
the external environment, moving towards a more sustainable world and taking account 
of both our senses and any specific requirements. The theme of surface design 
and its technological possibilities 
is also explored.

Design 2
80h - 8 ECTS

The module objective is to provide a design method to tackle the theme of public spaces. 
Through the two parts of the module, students will examine places used for retail 
and food services. They will study the dynamics, distances, meanings, and, through 
the study and application of persuasive design, will learn to design new spaces 
that succeed in drawing in clients and creating new scenarios.

Project Communication, Design Culture
80h - 8 ECTS

The module focuses on the fundamentals of graphics composition and visual 
communication, enabling students to produce professional presentations of their designs 
through drawings, images and text.Students build on the software expertise acquired 
in the previous year, learning design principles and graphic layout techniques both 
for paper sheets and digital slides. They conduct practical exercises in the study 
and control of colour, the setting of the shape and the rules for arranging the elements 
in a graphic space, as well as in managing, importing and exporting image files and vector 
programmes for interfacing with architectural drawing and design programmes. In this 
way, students enhance their ability to appropriately build their multidisciplinary portfolio.
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History of Design
36h - 6 ECTS

The module examines design from the industrial revolution up until today through how 
it relates to various aspects of society: culture, art and economics. The work will focus 
on the distinctive characteristics of design, production, consumption and sale, as well as 
events and products and the work of major figures in design. The module is structured 
so as to introduce a scanning for meaning of the word ‘design’ as well as the theories, 
movements, characters, and events that have marked the history of twentieth century design. 
Studies span the Industrial Revolution, the Wiener Werkstätte and the Deutsche Werkbund; 
Art Nouveau and Art Dèco; the Bauhaus; Le Corbusier and the Modern Movement; American 
Streamlining; American cuisine and that of Frankfurt; Industrial Design in Italy between 
the two world wars; the Industrial Design of the reconstruction and the economic boom; 
Scandinavian Design; Controdesign; and the Masters of Italian Design.

Lighting Design 1
60h - 6 ECTS

This module provides students with the knowledge and expertise necessary to complete 
a lighting design project and draw out the potential of lighting, not just visually, but also 
in aesthetic, communicative and functional terms. The module is divided into three 
parts: an initial approach outlines the methodologies and representation of a lighting 
project and covers the essential concepts of optics, light sources, basic photometry, 
and luminaires. Students are also taught how to use specialised software for managing 
interior and outdoor lighting design projects. The second part outlines the basic 
parameters in various design scenarios such as retail and hospitality, fixed 
and temporary installations, outdoor lighting, and equipment design and its origins. 
The third part involves direct application in a workshop where a lighting project 
is conceived, implemented and represented.

Product Design 1
80h - 8 ECTS

This workshop, divided into two parts, gives students all the necessary tools for working on 
a project from the methodological point of view and in terms of the language 
of contemporary design.In the first part, through morphological analysis students 
strengthen their ability to analyse objects, including their components 
and the technologies used in their creation. During the workshop iconic objects 
are presented and studied, giving students the opportunity to build their own cultural 
background in the field of industrial design. Through typological study, different families 
of products and different languages of contemporary design are examined. 
The second part of the module analyses the requirements of a simulated brief to enable 
students to generate a creative concept and proceed to the subsequent phases of project 
definition and the executive drawings.

ECTS: European Credit Transfer System
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@ Carmen Lagalla, 
Product Design.
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Interior Design.

@ Valerio Barone, 
Product Design.
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The third year of Design focuses on the refinement of the technical-design activity. Thanks to 
a multidisciplinary and wide-ranging method, the student learns to respond promptly to the 
rapid changes in the market and technology that characterise the world of those working in 
the course’s two main areas of relevance: Interior & Public Design, Product Design and Exhibit.
By acquiring advanced tools, it is possible to develop a critical and flexible approach to desi-
gn issues and the technical resolution of specialist problems, tackling increasingly complex 
projects. In Design 3 workshops, the student acquires theoretical, technical, methodological 
and instrumental knowledge relating to permanent or temporary interventions in public and 
service spaces, installations designed for individual events or museum venues, and the design 
of small temporary structures.
In Product Design, the course of study leads to a refinement of skills related to reverse engi-
neering techniques, reverse modelling, and modelling of complex surfaces, which enable the 
transition to the project’s construction phases.
At the same time, the student experiences a complete design process related to innovative 
product systems for series production, appropriately controlling the languages, tools, and te-
chnologies necessary for the realisation and evaluating the relationship with spatial and envi-
ronmental contexts. 
Lighting Design is explored deeper in its technical aspects but above all experiential elements 
to complete the path already started the previous year.
The results achieved at the end of the third year prepare the student for the elaboration of the 
diploma thesis, conclusive proof of the training course in Design.
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Design Management
36h - 6 ECTS

This module aims to provide essential knowledge for the management of a design project 
within a firm or design studio, starting from the strategy and planning of a product 
or service through to communication and distribution. It covers concepts relating to: 
economic and organisational aspects of the sector; management of design projects; 
the creative process in design-oriented companies; and marketing and communication. 
Students absorb the key information for the operative management of a design project 
within the context of corporate strategy, thus contributing to processes of innovation 
and development.

Rendering 3D 
80h - 8 ECTS

This module investigates the technical and expressive possibilities of the digital lighting 
model in the context of Interior and Product Design, with the aim of further examining 
the 3D modelling phases of light sources, the rendering of digital chiaroscuro, 
3D animation, and image post-production. The goal is to motivate students towards 
an interdisciplinary approach, facilitating their understanding of how 3D visualisation 
can make use of the techniques and strategies that belong to the visual arts, 
such as photography, cinematography, and pictorial art. Subject areas are therefore 
on the border between the two disciplinary areas of computer graphics, from which 
software skills are learnt, and visual design, from which students acquire a critical vision 
for the communication of each type of project.

Contemporary Visual Arts
36h - 6 ECTS

This module teaches knowledge of the contemporary visual arts of the second half 
of the nineteenth century to the present day, through the aesthetic investigation 
of the link between art and historical philosophical reflection. The interactions between 
the different contemporary artistic expressions are addressed, with particular interest 
in the reciprocity between the visual arts and design, as well as their contextualisation 
in the social and cultural panorama.

Design 3
80h - 8 ECTS

The third Interior Design workshop proposes a refinement of the technical-design activity 
through a multidisciplinary and wide-ranging approach.
The student learns to deal with complex issues requiring the technical resolution 
of specialised problems, translating everything into detailed and plant-engineering 
drawings. Students learn to create exhibition spaces to use interactive and immersive 
technologies to enhance the visitor experience.
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Digital Techniques and Modelling
60h - 6 ECTS

The module aims for students to understand the new approach to design based 
on the BIM procedure through knowledge and programming on Autodesk Revit 
Architecture, the parametric software dedicated to BIM. Teaching is developed through 
a process that includes the generation and management of digital representations 
of the physical and operating characteristics of architectures. The result of this process 
is the generation of models that represent a form of knowledge shared by all operators 
and that are usable in all phases of the life cycle of the project, from the very first forms 
of ideation to construction, management and finally demolition. During the module, 
the main components for modelling an architectural work will be analysed.

Product Design 2
80h - 8 ECTS

In the two parts of the Product Design 2 module, the complete design procedure is dealt with. 
Firstly, there is an analysis of social changes, new habits, and new requirements aimed 
at creating products that go beyond the mere search for functionality and aesthetics.
Innovative mass production systems will be analysed, with attention paid to the languages, 
tools and technologies required for realisation as well as to the relationship with the spatial 
and environmental contexts into which these will be placed. Students learn how to define 
the components of the design procedure in relation to typologies, techniques, and processing 
phases. Thanks to a multidisciplinary integration with technological know-how and 3D 
modelling, students will verify the skills they have learnt in real scenarios, with the opportunity 
to realise actual projects through collaboration with businesses and companies, institutions, 
and professional associations.

Lighting Design 2
60h - 6 ECTS

The aim of this module is to deepen students’ knowledge of lighting design, including 
understanding its expressive and communicative potential as well as its aesthetic 
and qualitative values. The sector the module focusses on will be that of setting up 
exhibition spaces.
The theoretical lessons will be consolidated through a workshop in which students will follow 
the entire design procedure: from the development of the concept to the preparation 
of the necessary material, from the presentation of the work, technical details, thematic tables, 
and system design, up to the creation of a summary evaluation of the costs involved.

ECTS: European Credit Transfer System
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@ Beatrice Lops,
3D Modeling.
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Lighting Design.
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The AANT three-year Graphic Design course trains visual 
communication professionals. We believe that imagination 
is a rare talent and when we see it in a student, we nurture 
it steadily and carefully in one of the richest and most stimulating 
training environments Rome has to offer. But true creativity also 
has its own rules and a need for continual critical comparison 
and renewal. For this reason, the three-year course combines 
theory, practice, laboratories and workshops.
 
The AANT three-year Graphic Design course trains visual 
communication professionals. We believe that imagination 
is a rare talent and when we see it in a student, we nurture it steadily 
and carefully in one of the richest and most stimulating training 
environments Rome has to offer. But true creativity also has its own 
rules and a need for continual critical comparison and renewal. 
For this reason, the three-year course combines theory, practice, 
laboratories and workshops.
For those who want to communicate through images, it is essential 
to undertake a comprehensive educational pathway that encompasses 
art history and the study of colour, as well as the skilled 
use of all available tools, both in the digital and non-digital domains. 
People who work in graphic design know that vague ideas 
have no place in communication; accurate, understandable, 
and unequivocal messages are essential.
At AANT, students will find everything they need to complete their projects.
We are not just an Academy but a habitat, providing a creative 
and stimulating, welcoming but demanding environment where 
blooming professionals lay the foundations for their future.
AANT offers the latest technologies and a teaching staff made 
up of design professionals who are truly able to get across 
their knowledge and passion in order to help smooth students’ path 
towards employment.G
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The first year of the Graphic Design course will allow students, whatever their educational 
background, to acquire the knowledge and skills required to explore the world of visual com-
munication through an intense course of study. The first year of the course is introductory and 
is divided into theoretical and practical modules. Students further develop their skills through 
the tight bond between lectures and practical workshops for real-time testing of all they have 
learnt.
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Graphic Design 1 Basic Design, Geometric Drawing
60h - 6 ECTS

The module starts with Munari’s “deconstruction of the visual message” and goes 
on to identify the constituent elements of communication from a macro perspective, 
further widening the visual scope to include texture, form, structure and model, right 
up to actual information. Each topic is prefaced by a theoretical introduction 
and is always accompanied by concrete examples in communication. Students must 
produce a series of specifically themed layouts and three-dimensional mock-ups. 
The second part of the programme focuses on information, looking at field theory, 
the geometric structures of the square, form and composition. Students are required 
to complete two final projects: the pictogram and the poster. The geometric drawing 
lessons form a necessary basis for the computer graphics modules. The rules 
for the construction of plane geometry figures are also analysed; practical graphic 
exercises allow the student to develop the necessary flexibility and intuition to be able 
to look at forms found in nature and architecture and trace them back to the primary 
geometric figures: the triangle, square and circle.

Graphic Design 2, Editorial Graphics, Illustration
60h - 6 ECTS

The module allows students to acquire skills in illustration and editorial graphics. 
The illustration part creates an itinerary for the development of aesthetic taste 
and the search for a personal style through the language of sign. The study of the book 
object, the relationship between image and text, and the journey from design to print 
are accompanied by an in-depth look at publishing past and present with its key players 
on the national and international scene. The goal is to increase students’ awareness 
of the basics of editorial graphics: the theory of colour, the history and analysis 
of the paper medium; formats and reproducibility; interaction between lettering 
and image; and the theory and application of the rules of editorial design. 

Graphic Design 3
36h - 6 ECTS

The Lettering module aims to show students the central role of characters on print 
and video in visual communication. A thorough grounding in typography is given, 
from the basic shapes of the Latin alphabet to the history and morphology of characters. 
Students learn to recognise and classify characters, they become familiar with the main 
principles thereof, and they then apply them in three design projects: the calligram, 
the monogram and the logotype. Lessons are divided into theory and practice 
and are supported by audio-visual aids, textbooks and practical experimentation.
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Computer Graphic 1
100h - 10 ECTS

The module covers the main graphic design software applications. Photoshop. 
Introductory course to the correction and processing of images. The learning path covers 
the numerous tool palettes available, introducing the infinite possibilities 
of this extremely complex software which can be applied to the sphere of traditional 
graphics as well as the web. Indesign. The first training block of this graphic layout 
programme includes the study of palettes, frames, characters, master pages, style sheets 
and libraries. Teaching focuses on editorial graphics elements, introducing theoretical 
scenarios and practical exercises. Illustrator. The first module on vector drawing 
is introduced in parallel with the Photoshop course and teaches the skills that 
are required to use the software – which is quite similar to Photoshop  and Indesign, 
in some regards – for the production of digital illustrations.

Photography
40h - 4 ECTS

The module aims to give students the necessary tools to understand how a camera 
works. It starts with an analysis of traditional analogue cameras and moves 
on to the comprehension and use of digital models. An initial theoretical and technical 
approach of the subject through the study of the role of light in photography is followed 
by an analysis of optics, composition and lighting. The module is divided into two parts: 
reportage and still life. The main objective is to teach how the photographic image 
is constructed and to investigate the different approaches to photography. Classroom 
practical work includes the creation of a still life set for real advertising campaigns.

Paper Design and Theory of Colour
40h - 4 ECTS

Usually functioning as the support for design work, paper itself becomes part 
of the design project through revisiting and reinterpreting in a contemporary way 
the folding and paper working techniques that evoke antique artisanal know-how.
This module explores all aspects of colour: physiological, psychological, chemical 
and physical. Particular attention is given to visual perception and its effects 
on the viewer.In the second part, teaching focuses on the reproducibility of colour 
in a digital environment as well as consistency in colour between the design 
and the execution stage.

ECTS: European Credit Transfer System
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History of Design
36h - 6 ECTS 

This essential course topic retraces the history of graphic design from its establishment 
as a discipline up to the present day. The module illustrates the modern-day evolution 
of communication through signs. It also allows for a closer investigation of how graphic 
design has become a transversal and universal language, through the codification 
of criteria that have made it the most flexible of the communication disciplines, capable 
of transformation by adapting itself to ever-changing languages, new methods 
of communication, and the need to represent increasingly complex requirements and contexts.

Art Direction 1
40h - 4 ECTS

The aim is to introduce and explore key features of communications and advertising. 
The scope extends from the advertising agencies of the 50s to today’s business models, 
key figures in workflows, and the creation processes of a campaign both online and offline. 
The module, comprising both theoretical and practical lessons, aims to give students 
all the conceptual and working tools required to develop a thorough knowledge 
of agency advertising. It also offers an up-to-date picture of the current state of advertising 
communication by analysing the most relevant international case studies from recent 
years and the business models of the world’s most highly regarded creative agencies.

Perception Theory and Psychology of Form
24h - 4 ECTS

The main objective is to study the laws governing visual perception - according to Gestalt 
psychology - and image balance.
In particular, the elements within the field of vision that most affect perceptual processes 
will be analysed, such as form, contrast, spatial orientation, dynamism and textures. 
Students will perform tasks of perceptual analysis and practical exercises applied to a wide 
range of graphics, advertising, artistic, and photographic images. The part relating 
to the semiology of brand communication provides students with the cultural tools 
for reading advertising messages. This is done through a historical excursus that starts 
from the first forms of television advertising and follows up to the present day, 
with particular attention given to the changes brought about by the advent of digital 
media and the diffusion of new languages.The final objective of the module is to stimulate 
the critical reading of each message and its implications to increase sensitivity to social 
changes, the ability to identify stereotypes, and the development of creative thinking 
when creating advertising messages and cultural products.
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Copywriting
24h - 4 ECTS

Words as a means of dissemination and a tool for communication. The module aims 
to illustrate the power and infinite nuances of words and lays the foundations 
for understanding how text and image must closely interrelate
so that the communication or advertising project is truly effective. A multi-stage programme 
allows students to testtheir knowledge through a number of structured briefs that will also 
bring them into contact with the terminologyand nomenclature of advertising 
and with the various forms and tones this language must adopt depending on thetarget 
or medium used.

History of Contemporary Art
36h - 6 ECTS

Students are given a solid cultural grounding in order to truly understand the moment 
in which art saw the birth of graphic design, and how canonical and codified artistic 
technique gave rise to the non-representational gesture, a means for conveying emotions 
and expressing the human condition like never before.
The module covers the main modern artistic movements of which graphic design 
is the natural successor. Students are thus given a much-needed grounding 
in the modern disciplines of visual communication and the expressive schools of thought 
that, through sensory exploration and experimentation, have given rise to this discipline.



@ Pierpaolo 
Fabbriani, 
Editorial Graphics.
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Editorial Graphics.

@ Riccardo Monteleone, 
Editorial Graphics.
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The second year of the Graphic Design course consolidates and expands the teachings of the 
first year. All the notions previously absorbed take shape and are strengthened and expressed 
through deeper, more complex subject areas. Students tackle design projects that challenge 
their planning and execution capacity on a technical level. 
They also develop advanced software skills and acquire new abilities in the digital domain.
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 Brand Design
40h - 4 ECTS

Starting from the analysis of signs and symbols, we go through the different phases 
of making a brand/logotype. With collective and individual exercises we’ll tackle 
fundamentals such as briefing, brainstorming, strategy ideas and projects, overview work, 
colour choice, optimization and presentation. We then define the project execution 
and methodology to develop a visual identity of a brand, namely the declination 
of a brand on various communication supports and the definition of an operative manual 
to regulate its use.

History of New Media
24h - 4 ECTS

The main objective of the module is to provide the skills necessary to understand 
and ride the changes that have occurred within advertising communication in recent 
years, strongly influenced by the advent of new technologies and digital marketing. 
After reviewing the salient features of the evolution of advertising culture in Italy 
and abroad from the post-war period onwards, the module focuses on the importance 
and role of new media in the contemporary cultural scenario. Particular attention is given 
to the analysis of the ways in which the media have modelled and modified methods 
of communication, exchange, and access to information as well as their role in mediating 
interpersonal relationships.

Art Direction 2
40h - 4 ECTS

The study of Art Direction in the second year focuses on the “advertising campaign”. 
It starts with an analysis of the brief to understand its aim, who writes it and how, 
what it consists of, and the importance of each element it is made up of. There is also 
an elucidation of the marketing concepts linked to advertising: awareness, consideration, 
repurchase and loyalty. Further investigation is made into topics such as planning 
and strategic planning, human and consumer insight, and product positioning. Students 
learn to recognise and process the creative concept, applying it to various media 
and planning all aspects of the campaign. The module aims to convey an integrated 
approach to communication, which is expressed in the creative phase with art and copy 
tasks to be tackled in pairs. Students will have the opportunity to explore every stage 
of the advertising process, from the rough draft to the meeting with the Creative Director. 
They will also learn how to effectively pitch their ideas to the customer. The last stage 
in the process is production: students will analyse the role of project managers 
and producers. They will learn how to manage resources, available technologies, 
timeframes and costs right up to the broadcast/online posting stage. During the module 
they analyse key case studies in the press, TV, web, digital, and social networking platforms.
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Editorial Graphics
40h - 4 ECTS

The aim is to characterise the editorial graphics designer as a cultural operator 
and provide the theoretical and practical inputs for an understanding of how graphic 
designer, publisher and author relate to each other. The module provides the theoretical 
and practical building blocks required for the design and management of an editorial 
product and analyses each individual stage in the process. Students learn to design 
and create covers and book pages, create the layout for illustrated articles and essays, 
and undertake the complete graphic design of a magazine or periodical.o grafico 
completo di un periodico.

Style and History of Art and Costume
24h - 4 ECTS

We are currently witnessing the progressive erosion of the boundaries between 
the various creative disciplines. Graphics, Photography, Digital, Design, Street Art, 
Typography, Music, and Cinema are increasingly characterised by greater fluidity 
and interconnections. The professions related to these areas require an ability 
to mix skills and languages that were not required in the past. The fact of seeing 
the overall picture can be a strength and can facilitate the contribution of added value 
to creative thought and executions. The aim of the module is to provide as broad 
a picture as possible of the evolution and current state of Italian and international visual 
culture, through an innovative path of analysis and research. In this way, students are led 
to develop a critical eye and an aesthetic ability to judge visual production.

Computer Graphic 2
100h - 10 ECTS

The module covers the main software applications used in Graphic Design.
Photoshop. The course deals with topics related to image correction and processing 
and with the preparation of a project for web layout. The goal is to provide guidelines 
for students to be able to develop an entire project in a complex and structured way, 
with particular reference to image management techniques, colour correction, 
and the professional optimisation of works for printing and for the web.
InDesign. The new realities of work require designers who are able to quickly 
and precisely design layouts, commercial layouts, and books or magazines, whilst paying 
attention to both the creative and executive components in the printing 
and set-up phases. This course aims to teach students to effectively manage the software 
by enabling them to follow all the steps that lead up to the completion of an editorial 
product, from the creation of the design to the letterpress printing, including through 
guided tours in typography.
Illustrator. The aim of the course is to implement the teaching received during the first 
year of the course by providing advanced knowledge of drawing operations and preparing 
files for printing.
 

ECTS: European Credit Transfer System
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Interface and  Interaction - UX/UI Design
60h - 6 ECTS

The design of the web interface is analysed throughout its evolutionary journey: 
the design of the interface, the grids and layout, the design and ergonomics 
of the navigation tools, and the management of multimedia. Students develop expanded 
design skills: solid foundations of visual culture, formal attention, mastery of perceptual 
processes, and an ability to manage compositional and chromatic aspects. The aim 
of the module is to provide students with the skills to be able to design and implement 
creative and usable digital experiences, always placing the user for whom the experience 
was designed at the centre. All phases of the creative process will be addressed, starting 
from the study of the User Experience, sketch and wireframing, right up to the interface 
design. Students will be provided with the appropriate means to deal with 
all the steps in the design procedure: how to carry out the preliminary analysis, 
the moodboard, best practices for user experience, and the optimal use of software 
for design and prototyping. At the end of the module, a responsive site including the main 
pages will be completed.

Web Design
40h - 4 ECTS

The module aims to provide the necessary skills for fruitful and professional use 
of graphics software to create web content. The aim is to create pages and hypertexts 
that are accessible on the web through the most common browsers. 
During the academic year, students learn web computing and all they need to know 
in order to use Dreamweaver. The final test is the design and realisation of a website.

Packaging CD
40h - 4 ECTS

The module in Music Communication consists of the design and production of two CDs. 
In the first brief, students design and create a CD in its classic form, focusing 
on the creative aspect. The second brief involves the task of developing 
an unconventional packaging design and an integrated communications approach.
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Type Design
40h - 4 ECTS

The module will provide a solid basis in type design and will allow the student to handle 
a font design task. Teaching will cover the design of a title font in capital letters 
and related numbers, accented letters and punctuation marks, first on paper then 
in digital format. In addition to this, students will develop a presentation project 
of the specimen font for print and video. The module also provides an overview 
on the history of the specimen and how it relates to trends in visual communication 
and technical innovations in typography. Students will explore Fontlab, the professional 
software used for the digitisation of typographic characters. In addition, they learn 
the basics of digitisation, from the scanning of designs on paper to font generation.

Web Content and Web Marketing
24h - 4 ECTS

Students tackle the subject of content usability and architecture from a design 
standpoint, assessing semantic structure and text, with the aid of practical activities.
The module includes illustration of the SEO positioning techniques and strategies, 
the latest innovations, and the key knowledge to obtain top positions on Google, 
Yahoo and Bing. The aim of the module is to teach the principles of web marketing, 
the functioning of search engines, and the insider knowledge of how to create effective 
AdWords, Facebook and remarketing campaigns. 

Digital Information and Communication Law
24h - 4 ECTS

The protection of the rights of designers teaches the distinction between creative 
expression and the idea, between the functional models and the aesthetic ones, 
and the methods to define ownership or protect designer copyright. The module also 
examines a series of case studies on design projects that have been subject to legal 
disputes, in order to clarify the boundaries within which the designer must operate 
in order to comply with the law.
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UX Design.
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Editorial Graphics.
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The third year prioritises multimedia training, focusing heavily on web design, motion desi-
gn, video design and digital media, with subsidiary subjects to further enhance skills in the 
sphere of communication and advertising.
An interdisciplinary and cross-media approach will help students acquire the skills they 
need to become visual communications professionals with consolidated skills in the use of 
the most innovative technologies and a broad vision of emerging trends and new currents 
in digital communication.
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Video e Motion Graphic
80h - 8 ECTS

Students learn to design and produce stand alone or moving images, or images which 
are integrated  with elements of digital footage and video direction to create visuals for ads, 
TV idents and title sequences, TV formats, video clips and web promos. The software used 
is Adobe After Effects. The module covers video editing, providing the technical and creative 
skills to be able to complete a video and audio editing project for the creation of audio-visual 
productions through the use of techniques such as “green screen” filming, digital filming, 
stopmotion, video and graphics sync, and audio mixing. 

Multimedia Communication - Storytelling
24h - 4 ECTS

Having ideas is not enough; it is important to know how to explain them. This is one 
of the most delicate steps in order to give life to a creative idea without it losing its 
strength. The technique starts from the script and leads to the creation of illustrated 
storyboards, including the investigation of shooting techniques and stylistic direction 
decisions. Students are the lead characters in this module, learning to shape their story 
through words and images, combining theory and practice together. The most difficult 
challenge will be to tell a story in 30”. During the module, students will also learn how 
to present their project to the creative director, director, and client.

Project Management
40h - 4 ECTS

The module is structured around the simulation of all phases in a typical agency task, 
from the briefing to delivery of finished work, including checks and critical controls 
performed both individually and collectively.
Students will investigate communication tools, corporate identity, exhibit design, future 
developments in advertising, and the application of corporate lines to a website.

Video Art Direction
60h - 6 ECTS

This module gives students a theoretical and practical grounding in shooting 
and directing digital video. Students will learn the core linguistic aspects and structural 
components of audio-visual media. They will also take part in directing, video editing, 
and digital photography workshops.
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Interface e Interaction Design 2
80h - 8 ECTS 

This module introduces the close relationship between digital expertise and the ability 
to communicate and interpret user needs (UX Design). Students learn to create 
functional and intuitive interfaces for easier navigation of websites and apps, through 
learning the semantic bases that represent the new paths of digital communication 
and promote interaction between users and digital media.

Computer Graphic 3
60h - 6 ECTS

The Adobe Photoshop advanced module provides specialised knowledge of the more 
technical aspects of the software, giving students the practical and theoretical tools 
to be able to undertake tasks such as the professional management of colour 
and printed output, photo retouching and image editing techniques, and post-production 
photography. The module also includes teaching on the complementary photo-editing 
tools Camera Raw and Adobe Lightroom. 

3D Creation
40h - 4 ECTS

The course provides technical and creative skills to train a professional figure able 
to create 3D graphics, realistic models, and futuristic scenarios. During the course, 
the fundamental tools of the CINEMA 4D software, modelling, materials and 3D 
animations are analysed to obtain a product that integrates perfectly with motion 
graphics, creating skills applicable in many other areas in which the ability to create 
three-dimensional objects with a realistic imprint is required.

Integrated Advertising
40h - 4 ECTS

The module aims to foster interaction between all the skills that students have already 
acquired in the sphere of communication and to encourage the development of projects 
that embrace the various channels, working towards the creation of a coherent 
and fluid strategy. Students learn how message multiplication can generate the 
continuous synergy needed to achieve advertising and communication goals.
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CORSO DI VIDEO MAKING
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AANT trains screen professionals through storytelling, 
screenwriting, directing, photography, production, video editing, 
visual effects and all the skills needed for the broadest medium 
ever. The three-year course in Videomaking, Story, Cinema & Media 
Design is aimed at all those creative minds that feel the pull towards 
cinema and television, but also towards advertising, music videos, 
web series and all other possible forms of storytelling through 
video today.

This course has at its centre the image; above all, how the image 
is made, starting from photography, through video and all the way 
to sound: forming complete and versatile professionals who know 
the history of image and entertainment and its aesthetics, 
who master photographic techniques, who know how to use light to 
narrate, direct the filming and the actors, up to editing 
and post-producing the images created.
Here, the student learns to invent, write, make a storyboard, and tell 
a story with moving images.

The professions revolving around video today are many and complex.
This course provides an articulated and meticulous preparation 
that enables one to start a career in the three main areas, which 
are practical realisation, creativity and invention, and planning 
and production: above all, it promotes and stimulates curiosity 
and creativity, opening the doors of a world of professions and 
techniques but also of emotions and expression, almost infinite.
Moving between the different professional figures taking part 
in the construction of a video, both on set and in post-production 
studios, the three-year Videomaking course starts from the 
acquisition of theoretical knowledge to arrive at the daily practice 
of the insiders: creativity is thus put in communication with tradition, 
with techniques and technology, in a dense alternation between 
theoretical reflections and field workshop. At AANT, all the different 
technologies necessary for a video are at hand: cameras, lights, 
microphones, computers and the most advanced software a
re an integral part of the classrooms and workshops to ensure 
at all times the possibility to field test the progress and touch 
the fruit of the effort.V
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The first year of the Videomaking course enables the student to acquire the knowledge 
and skills necessary to approach the world of audiovisual communication regardless of 
their educational background. The year, which can be defined as propaedeutic, is divided 
into a learning path that includes a theoretical and a practical part. The student enriches 
their skills through the close synergy between lectures and workshops to verify what they 
have learned in real-time.

VIDEO MAKING

CURRI
CULUM
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Direction 1
80h - 8 ECTS

The course provides the basic orientation to video design techniques, referring 
to the different visual cultures in the current market and from a historical perspective.
 Through workshops and group and individual exercises, the course capitalises 
on the different skills necessary to construct a video, simultaneously acquired 
in the modules dedicated to photography, sound and editing; it guides the student, 
step by step, towards the director’s managerial, organisational, and authorial skills. 

Shooting Techniques 1
40h - 4 ECTS

The course provides the fundamental elements of the use of light and the principal 
shooting systems on the professional market, starting from the ability to distinguish 
between different styles and genres to the honing of skills through intensive workshops 
in lighting, optics and direction of photography, dedicated to the various cameras 
and the main camera handling systems such as drones, stabilisers and dollies.

Photography 1
80h - 8 ECTS

The course deals with the languages and techniques of photography from a historical 
and contemporary perspective to understand its different uses, from the documentation 
of the work to the expression of one’s artistic language. The first part of the course teaches 
to analyse the context, develop the spirit of observation, and relate to the story 
and the reportage; the second part is dedicated to acquiring technical skills. Part 
of the work to be carried out will be related to creating an original personal photographic 
project, developing the skills associated with storytelling and storytelling by images.

Creative Writing 1
36h - 6 ECTS

The course aims to direct the student to the formulation of written texts oriented 
to telling an idea, from the formulation of the concept to the basic notions of storytelling. 
The course is intended as an intensive and strictly practical workshop, oriented towards 
integration with other classes, to develop the best possible and very useful resources 
for an aspiring video maker.

History of contemporary music
36h - 6 ECTS

The course prepares the student for the perception of the video product as equitably 
composed of image and sound. Starting from a historical examination of the evolutionary 
paths of twentieth-century music and, in particular, music for films and television, 
it analyses through practical workshops the weight and role of musical accompaniment, 
the reasons behind the choice of a given song and the different techniques useful 
to determine the emotional reaction of the viewer, from didactic accompaniment 
to counterpoint.
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Audiovisual Documentation Techniques
40h - 4 ECTS

The course conveys all the skills learned related to photography, camera use, and 
directing in a practical documentary-style production project.
 The student will create a complete video production through guided workshops aimed at 
designing, organising, filming, and editing.

Video editing 1
60h - 6 ECTS

The course aims to introduce the student to the workflow of video post-production: through 
the Adobe Premiere Pro software, the student will learn how to edit clips, videos and audio, 
design, produce and visually narrate a story. The course guides the student through 
the different editing styles, from cinema to television, to the Web and Social Networks.

Digital image processing
40h - 4 ECTS

The course introduces the digital image, the nature of the “raster” file and the main 
processing techniques, from colour and contrast management to compositing. 
The course is propaedeutic to understanding the architecture of all complex image 
management software through the Adobe Photoshop software.

Theory and analysis of the cinema and audiovisual
36h - 6 ECTS

The course offers an articulated vision of the audiovisual from a contemporary 
perspective; in addition to semiotic analysis’s essential theoretical and methodological 
tools, it explores the notion of “expanded cinema”, the different declinations of reality 
cinema, and the new areas of narrative use.

History of the cinema and the video
36h - 6 ECTS

The course provides the student with a preliminary orientation among film, television, 
and advertising language trends. Through an analytical journey in the evolution of style, 
it constitutes a valuable orientation network for the filmmaker, trained to juggle the most 
recursive and iconic forms of expression of the twentieth century and the present.

Information Technology
20h – 2 ECTS

The course introduces the student to the use of Adobe Indesign software, a fundamental 
tool for creating interactive graphic presentations; it strengthens the skills related 
to the culture of the project and its exposure and communication.
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The second year of the course, on the solid theoretical and methodological bases acqui-
red during the first year, defines the student’s awareness of the audiovisual professions 
through a dense succession of workshops run by experienced professionals in the sector, 
always accompanied by the further study of the various theoretical, aesthetic and historical 
approaches. In particular, the activity during the second year is related to the management 
of the set and the workflow of fiction and the direction of acting, alongside that of the 
camera; in parallel, it introduces the most advanced video editing software, responsible 
for the management of colour correction and motion graphics, and opens up to the 3D 
modelling environment. 

VIDEO MAKING
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Direction 2
80h - 8 ECTS

The aspects of directing course are refined and deepened in this course. In particular, 
the module details the relationships between the director and the other professional 
figures, examining the work practices in use in the various types of production. Moreover, 
while the first-year course focuses on directing related to documentary and live 
storytelling, the second one identifies and deepens, through practical workshops, 
the directing techniques related to fiction and the management of screenplay acting.

Shooting Techniques 2 
60h - 6 ECTS

The course focuses entirely on intensive workshops in the studio and the outdoor set; 
it is dedicated to acquiring the skills of the screenplay supervisor and the assistant 
director, crucial figures in managing the set for any video. In detail, the course addresses 
the main tools to organise and manage audiovisual continuity, such as work plans, 
agendas, shooting lists, storyboards, and editing bulletins, along with the rules 
and practices of continuity in the film story, from directional and gaze connections 
to the management of field overlap.

Photography 2
40h - 4 ECTS

From the theoretical and practical notions already addressed in the first-year module, 
the course introduces the professional aspects of photography, deepening the exploration 
of the different lighting, composition and shooting styles at the service of the various 
professional fields, translating the technical skills acquired into sophisticated storytelling 
strategies. In addition, the module addresses the role of the photographer concerning possible 
professional outlets, from photojournalism to advertising. 

Audiovisual documentation techniques
60h - 6 ECTS

Consistent with the other modules of the second year, mainly dedicated to acquiring 
professional skills related to creating fiction products, the production workshop 
is devoted to the writing, organization, shooting and editing of an original web series, 
entirely produced by student teams.

Organization and production of media art
36h - 6 ECTS

Alongside the practices of the set and post-production professions traditionally 
associated with creativity, the course explores the aspects of project management 
and the management and organization of the audiovisual production process. 
By examining the roles and practices of executive production, the course provides 
the student with a complete overview of the “behind the scenes” and focuses 
on the critical role and strategies of the producer, that is, the one who holds the strategic 
decisions relating to any video project in progress. 
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3D Digital modelling techniques 
40h - 4 ECTS

The course introduces the computer environment of three-dimensional modelling 
of figures, objects and characters through the exploration of Cinema 4D, one 
of the leading computer interfaces dedicated to the sector. The module constitutes 
a significant turning point in the professional preparation of the student because it opens 
and extends the range of skills acquired over the three years to the management of virtual 
environments and characters, whose integration into the shot is increasingly a practice 
acquired by many types of high-end videos, from cinema to advertising. 

Video editing 2
60h - 6 ECTS

After mastering editing tools, the course introduces the computer environment dedicated 
to finalisation and animated graphics through a complete exploration of Adobe After 
Effects and Da Vinci Resolve software. The course is articulated through a series 
of practical exercises that will address the different styles and approaches to graphic 
animation: vectorial, illustrative and textual, and the essential elements of advanced 
post-production, such as colour correction, conforming, and the treatment of green 
screen footage.

Creative Writing 2
36h - 6 ECTS

Building on the storytelling skills achieved through the first-year module, the course 
introduces the student to the specific of writing for the screen.
Through a complete overview of the methodological principles of narratology, it trains 
on the conventions and practices of screenwriting, reviewing strategies, formats 
and relationships between the scriptwriter and the other figures managing the creative 
genesis of a video.

Style, history of the art and the costume
36h - 6 ECTS

The course provides the student with the knowledge needed to insert audiovisuals into 
a more complex system of styles, trends and cultural currents between the twentieth century 
and the new millennium. In particular, it explores the very close links between the different 
aesthetics of audiovisual and other fields of expression, from fashion to advertising, 
from architecture to the applied arts.  

ECTS: European Credit Transfer System
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The third year of the Videomaking course is dedicated to professional specialisation. 
Divided into two main branches, it gives the student full awareness of their expressive and 
technical means, guaranteeing a fast and serene insertion into the complex professional 
video industry. The first branch of training is dedicated to the most advanced techniques of 
visual effects, compositing and integration between filming and sets and virtual characters; 
the second branch is dedicated to transmediality, the relationships between video and the 
Web and the forms of project management and financing of self-production. Together, the 
two paths aim to consolidate the student’s portfolio, capitalising on the activities carried 
out in previous years in quality products to which they can add their signature. 

VIDEO MAKING

CURRI
CULUM
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Rendering 3D
60h - 6 ECTS

The course, building on the skills acquired in the second year on 3D modelling software, 
investigates digital lighting, texturing, movement and the various steps that connect 
this design area with the video.
 The course aims to provide a multidisciplinary approach to 3D, relating it to other visual 
arts, such as photography, cinematography and pictorial art.

Editing Techniques
60h - 6 ECTS

Through an exhaustive exploration of Nuke software, the course introduces the student 
to the techniques of photorealistic compositing, tracking, the integration of 3D modelling 
with on-set footage, and all the more advanced procedures that characterise today’s 
visual effects industry for the cinema and television. 

Sound Design
80h - 8 ECTS

With an in-depth part dedicated to musical composition, the course constitutes 
a thorough preparation for the expressive sound aspects of a video. Alongside 
the exploration of sound recording techniques and sound management software, 
it includes a dense succession of workshops related to the audio mixing and the balance 
between soundtrack, sound and live sound recording on set, which will be carried out 
at professional dubbing and mixing studios. 

Creative Writing 3
36h - 6 ECTS

The course opens the panorama of the audiovisual professions to writing specialised 
in new media, addressing the relationship between the old trade of screenwriter and that 
of copywriter specialised in the expression on the Internet, for social networks 
and for all the complex and interactive platforms on which a video is distributed today. 
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Direction 3
80h - 8 ECTS

In the light of the advanced skills acquired in the third year and based on those 
capitalised in previous years, the course proposes the creation of a complex short film, 
characterised by an original script, live-action scenes and integration with totally virtual 
sequences, with the use of digital set design and 3D characters: as a sum 
of all the expressive skills and techniques learned, it ensures the student a solid portfolio, 
alongside a highly professionalising experience.

Sociology of New Media
36h - 6 ECTS

The transmedia design strategies are at the centre of the course, through a theoretical 
examination of the basic principles of transmedia communication to the realisation 
of a complex project work, which sees the use of video as a tile of a complex narrative 
mosaic, articulated through online and offline publishing platforms.

Media Art Organization and Production 
36h - 6 ECTS

The course is dedicated to an exhaustive overview of the economic and management 
mechanisms that characterise the professional practice of the videomaker: it deals 
with the basic contracting and the system that regulates the professional activity to make 
the student able to operate in the labour market with full awareness of their rights 
and duties. Alongside, the course examines the primary funding sources for video 
self-production, from crowdfunding to online fundraising. 

ECTS: European Credit Transfer System
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AANT has been a partner of ELIA, the European League of Institutes 
of the Arts, since 2021 and is active internationally on many fronts 
to allow AANT students to access highly specialised courses 
or take university courses abroad.
 
Through the internationalisation department, we create the right 
conditions to allow our students to continue their studies abroad, 
participate in exchange programs such as Erasmus Plus or join 
accredited recruitment programs to start working outside Italy.
Every year we provide scholarships that are accessed through 
a careful selection to be able to carry out internships in Europe 
or the USA at internationally renowned agencies or companies.
We already welcome students from academies that belong to partner 
institutes. This creates an international environment at AANT, which 
prepares the students to integrate and feel at home even when they 
decide to further specialise outside Italy or start their professional 
career abroad.
 The core of the internationalisation strategy provides for European 
and non-European partnerships to ensure:
• Mobility of students, teachers and staff under the Erasmus Plus 

programme
• International internships
• International competitions
• International projectsA
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AANT offers First Level Master’s Degrees that constitute an additional postgraduate 
specialisation plan or allow professionals already active in the field of work to acquire 
specific higher-level skills. The Masters’ offered by AANT:

VIDI - Visual Design and 3D Illustration
A Master’s degree that enables the acquisition of specific skills in 3D modelling 
to simulate scenarios or objects of significant realistic impact to train the professional 
figure of the 3D illustrator and enhance the skills of professionals already active in Design 
and Visual Communication. 

ACES - Advertising: Creativity and Strategy
A Master’s degree that aims to create creative pair or broaden the horizon 
of professionalism already acquired in the creative field. The Master’s course aims 
to increase the skills of the professional, who must be increasingly cross-media, ranging 
from brand communication to the conception of content for all the different media 
available, from TV, print, digital and up to social channels.

LUDE - Light and Design
A Master’s degree course training professionals with specific skills in the design of light, 
a fundamental element in the interpretation of spaces, able to interact with the visual 
and functional quality of the environments and the well-being of users, closely connected 
to the issues of energy-saving and environmental sustainability.

POSTGRADUATE 
MASTER’S 
DEGREE
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TECHNICAL ENGLISH
Given its relevance in the scientific and technical fields, AANT has long 
promoted the study of English.The three-year course curriculum includes testing 
knowledge of English, recognising specific certifications, and offering language 
improvement courses. 

2 ECTS Design and Graphic Design (suitability)
4 ECTS Video Making (examination)

The main objective of this is to promote the learning of English by bringing students to at least 
a B1 level according to the assessment scale of the CEFR (Common European Framework of 
Reference for Languages). In particular, the knowledge of a specific vocabulary set related to 
the design and communication worlds will enable students to find and consult technical and 
descriptive documents and information about products on the market; create a CV in English; 
take a job interview in English; and present a project or design in English.
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TRAINING ACTIVITIES
AANT provides that students enrolled in the courses always have the opportunity 
to follow their interests, integrating into the curriculum additional activities - 
provided they are consistent with their training path - that can be chosen from 
among the courses and initiatives activated by the University.

10 ECTS over the course of the three-year period

During the three years, the student can customise their path by acquiring credits through 
freely chosen educational activities promoted or recognised by AANT. 
These include participation in extracurricular courses, exams, workshops, exhibitions, se-
minars, projects, contests, events and internships.
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THESIS WORKSHOP

The student’s three-year term concludes with the discussion of the thesis, which 
aims to verify the achievement of the educational objectives. To realise 
their thesis, the student will be able to choose their relator within the teaching 
staff of AANT and, if the thesis requires it, also a second correlator.

60 ore - 6 ECTS

The thesis workshop gives the students space and time to discuss with the lecturer cho-
sen as their relator. The subject of the thesis must deal with a theme that can be inscribed 
in the different fields of Design, Graphic Design or Video Making and may be of a design or 
theoretical, experimental nature. In addition to the thesis, the final assessment considers 
the student’s entire career and is expressed in one hundred tenths.
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PORTFOLIO WORKSHOP

The workshop allows the student to compose in a professional-level portfolio 
the best of their academic production, that is, the projects carried out within 
the didactics and the extra-curricular experiences, the contests, 
and the challenges they had the opportunity to take part in during the three years. 
The portfolio is an indispensable reference for job interviews and is always highly 
regarded by the recruiting managers of companies, agencies and professional firms.

20 ore - 2 ECTS

The portfolio workshop is the tool made available to students to create their first work 
portfolio. This activity, dedicated to graduate students, aims to train them on the methods 
to develop a presentation capable of attracting attention and telling the story of the work 
done clearly and professionally. The portfolio is the must have reference for job interviews, 
which has always been taken into great considerations by recruiting staff in companies, 
companies in general and professional businesses.
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The spirit of AANT is to offer its young people continuous creative stimuli, both 
on and off-curriculum. We were one of the first Institutes in Rome to introduce 
a new teaching model specially founded on direct experience. We did this through 
explosive initiatives such as creative marathon “The 25th hour”, film festivals “Films 
in the dark” and “Bedtime fairy-tales”, and numerous themed workshops either with 
limited participation or open to the public, among which: “I’ll tell you how I did it”.

UNIQUE BY CHOICE 
For hundreds of young people, studying at AANT has meant and still means discovering 
their hidden talent and putting themselves to the test through real projects. We have 
always felt a duty to invent new courses and pathways for our students and we will 
continue to do so, accepting the risk of being imitated by others. This does not scare us 
because we are an endless source of ideas.

MANY IDEAS  

© Riccardo Monteleone, 
Editorial Graphics.

 
© Simone Foschi, 
Type Design.
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We AANTicipate            

A modern centre with state-of-the-art technology. Each room of the Academy is 
equipped with computers and the latest hi-tech equipment to allow students to 
plan and bring their ideas to life supported by teaching staff. Tradition, innovation, 
and new trends converge within our walls to trigger powerful creative energy. We 
provide devotion, tools, and spaces.
But the ignition key to the whole circuit is them – our students. Eyes aglow, voices 
abuzz, and a burning desire to become somebody.
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An AANT PEOPLE is forever

AANT supports its students in their 
integration into the world of work through 
a specific training course in preparing 
professional portfolios, taking care 
of their ability 
to promote themselves 
and offering them curricular internships 
as an additional learning experience.

 
 
 
 
 
 
 
 
 
 

Before 

Within the courses of Design, Graphic 
Design and Video Making, AANT offers 
its students specific paths to present 
themselves at their best in the business 
world: From preparing a personal portfolio, 
with exact guidelines on the right way 
to present themselves and their work, 
to the care of verbal and non-verbal 
language, to face professionally job 
interviews, presentations, and meetings.
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After 
 
The AANT Placement never closes 
and responds promptly and accurately 
to the business world’s requests, with 
attention to the student’s inclination. 
It is a hotline that we are proud of because 
we know we always offer quality on both 
sides.

During 

We activate curricular internships 
for our students to carry out in important 
professional realities linked to the course 
of study and the candidate’s specific skills. 
More and more advertising agencies 
and professional studios activate internships 
with AANT every year, and many students 
transform the internship at the end of their 
academic careers into a full-time job. 
The selection of companies and students 
is rigorous to ensure the business world 
a consistently very high standard of quality, 
and students are guaranteed to start their 
professional life on the right foot. 
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The AANT People that have left their mark are innumerable, working for renowned 
agencies and professional studios with important brands and projects. Here’s where you 
can find them:

101% · 72andSunny (Amsterdam) · I Say Web · Whale Lab · Accentra · Acea SpA 
· Accenture · Alchemy · Aleteia communication · Armosia · Artematika · Asse 
Comunication · Assist · BaasBox · Beeweb Bemind · Boccascena · Brave Potions · 
Carosello Lab · Catbalou · Centro Cucine · Communication italia Sora · Comune di Roma 
· Cromografica · DDB · Group Italy · Design Union · DNC · Doing · Doing (MI) · Dplace · 
DsTech s.r.l. · Easydinner · Elog · Emea · Event way · Flux · Geometri Italy · Gigasweb · GMG 
Agency · Grafica57 · Grafici associati · Gruppo Roncaglia · GTB · HDRA · Hang Design · 
IDEA · IKEA · Eesti (Estonia) · Idearia · ILLO,IT Attitude · Italdecò · Italia Eventi · Joko srl - 
Corato BA · justbit · Keyin web agency · Kiwi digital (MI), Leam · Legabiente · Leo burnett 
· Leroy Merlin · Lesvisual · linfa · Luther · Made in Genesi · Madre International · Marimo · 
MC Saatchi (MI) · McCan · Mgquadro · Nitage · Noemata · Ogilvy & Mather Italia · Plural 
· Portatelo Ovunque · Pringo · Prisma (Alitalia) · Pro Format Comunicazione · Publicis 
· Saatchi & Saatchi · Reggiani illuminazione · Scavolini · Soul Designer (MI) · Spagnol 
Cucine · Struchel Communication (BO) · Studio fotografico Ciro Gallicola · Studioltremare 
(MI) · Subdued · Super Human · Tbwa · The Big Now · The Kitchen · The&Partnership · 
theMOODit · Tipografia graph lion · Tun2U · Walk in · Webdimension · Whale Lab, World 
Working · Y&R
 
96% of our students find work within one year after obtaining 
their First Level Academic Diploma.
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© Giulia Cecconi, 
Gianluca Di Maula, 
Alessandro Gaggio, 
Michele Gionta, 
Michale Grego, 
Ivan Morra, 
Management 
of the Digital 
Communication of 
“The Others Art Fair”.

© Michele Gionta,
Michael Greco,
Ivan Morra, 
Gianluca Sebastiani,
“Martini Reply 
Creative Challenge”.
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AANT Farm is a very special business incubator that welcomes student working groups 
tasked with taking on briefings from businesses and clients who approach AANT 
as a Design and Advertising agency. There are many clients who seek the creativity of 
AANT in order to develop projects, give life to campaigns, or produce design objects.
 
Each briefing is assigned to a creative group composed ad hoc according to the client’s 
specific requirements and needs. The group is guided by teachers who coordinate 
and lead the project. This is an extraordinary opportunity for AANT students to get used 
to the timings and inputs of real work within a protected and stable environment. 
By working and maturing experience, students can earn academic credits that contribute 
to obtaining their diploma.

© M. Bianchi, F. Bozzi, M. Brescia, S. Coccia, S. Degl’Innocenti, M. Della Porta, E. Di Rienzo, 
L. Dominici, G. Esposito, A. Falcone, V. Fersini, R. Labate, C. Marrocco, M. Muzii, S. Nannini, 
I. Nuvola, F. V. Paolucci, C. Pedullà, A. Piccioni, V. Rossi e L. Venturini, “Italian Stories” visual 
communication project. Airports of Rome, Leonardo Da Vinci Airport Installation, Terminal 1.

AANT 
FARM
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