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Il gruppo di lavoro

Siamo un gruppo di quattro studenti dell'ISIA di Urbino

e attualmente frequentiamo il secondo anno di specialistica

in progettazione grafica editoriale; i nostri precedenti studi
riguardano differenti ambiti del design: dalla moda, all’architettura,
fino al design industriale.

L'obiettivo principale del nostro corso di studi e quello

di sviluppare competenze nella regia di progetti di comunicazione
di complessita elevata.

Il gruppo di lavoro si compone di: Sara Ceradini, Simone Allevi,
Nicola Narbone e Marta Adamkowska.
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Cos’e lI'ISIA di Urbino?

ISIA Urbino, Istituto Superiore per le Industrie Artistiche,

e la piu importante istituzione pubblica di livello universitario
per I'insegnamento del design della comunicazione e della
progettazione grafica ed editoriale. Da quarant’anni, declina
nei suoi corsi universitari il suo impegno etico, perché il design
della comunicazione operi tra i tessuti sociali e diventi veicolo
privilegiato di una cultura della democrazia.

La presenza, tra i docenti, di apprezzati professionisti italiani

e internazionali favorisce un confronto dinamico e costante
con il mondo del lavoro.
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Obiettivi progettuali

Il progetto si pone I'obiettivo di rinnovare I'immagine della
tappezzeria (e dei tappezzieri), un’arte ricca di storia

e strettamente legata al territorio, spesso in ombra e vista
sotto una luce talvolta polverosa.
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Fasi progettuali

Il nostro lavoro si sviluppera e focalizzera su:

— ricerca storica: per capire la figura del tappezziere oggi
€ necessario inquadrare il contesto storico dal quale proviene

— racconto del territorio attraverso le botteghe artigiane: una
ricerca dei materiali e delle tecniche di lavorazione in base alla
differenziazione regionale, un percorso da bottega a bottega

— studio delle possibilita di nuovi linguaggi visivi: sulla base della
ricerca fatta si possono sperimentare trattamenti nuovi o dare
nuova luce a tecniche e materiali gia in uso
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La nostra idea

Abbiamo individuato dei possibili elaborati utili a raggiungere gli
obiettivi che ci siamo prefissati. A tal proposito stiamo ragionando
sulla necessita di dover catturare I'attenzione di un pubblico il piu
ampio possibile, anche estraneo al mondo della tappezzeria.

Per riuscirci abbiamo bisogno di utilizzare delle forme

di comunicazione utili a valorizzare al meglio e in modo
contemporaneo ogni aspetto di questo mondo, portandolo
allo stesso livello dell’arte.
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La nostra idea

Crediamo che un progetto editoriale che comprenda diversi
aspetti visivi (fotografia, illustrazione, grafica) sia la forma migliore
e piu diretta per raggiungere il nostro pubblico. Parallelamente,
una ricerca piu incentrata sull’aspetto tecnico

e materico si finalizzera in un grande libro tessile in cui
interagiremo con diverse sperimentazioni.

Ci auguriamo che tutto questo possa essere presentato

al pubblico attraverso una serie di mostre ed eventi.

ISIA Urbino, PU A.A. 2018 — 2019 Progettazione grafica



Progetti realizzati

Affinché possiate capire meglio i lavori e i progetti che vengono
realizzati all'lSIA di Urbino, vi alleghiamo una serie di fotografie
di alcuni elaborati sviluppati in ambito accademico.
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Le avventure di Pinocchio
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The flags of Valbona
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Pattern. Elogio dell’ordine.
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A Soundtrack for Daydreams
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INTERVIEW WITH TRENT REZNOR
BY SEAN ADAMS, OCTOBER 11" 2010,
DROWNEDINSOUND.COM
Congratulations on a great soundirack, it must have been
bean invoived In such a briliant fiim with such
peopie...
) was and | reslly agree with the other people
Invoived. It was a pieasure,
ois Aaron Sorkin's dlalogus was great in The West Wing but this
folt ke he'c turned things up another noteh. Did you get &
sense ofthatunen you first read the sereanplay on the poge?
hLl Abselutely! When David [Fincher] first got in touch

was the movie” and he said ‘about the founding of Facebook, and

was excollont, Tha question then was how o get allthose words Into

Dis To what extent did he give you a brief? | read in some piaces

bt the first cut 1 saw had some college-rock, | can't remember what
itwas..
Dis Eli

Vresd
point in the fim.
L) 1 Gon't think it was that, foe that scene. | could be
‘wrong. | Just remember some jangly collége rock. a sort of ‘every-
thing’s airight, lot's all have & beer’ sort of track. The film then sort

Kids  ight ife.

‘Which ks ot what the fim should be.
Dis 1

the digitalization of human béings and | guess you felt the
film should have a digital palett of sounds
‘The jangly guitars didn't work and it really made the
fim feel different off the bat, with this afternodn mavio vibe. | think
we all et that. We generated thesa things and David responded vory
positively and respectfully | went 1o a screening a few days loter at
‘Sony. W showed up-to 8 room full of people and that scene | was.
With him running scross the street, foit so much
‘2 much darker and mora brooding maovie, It was

he give you s lot of direction:
™ We did quite o bit of taiking. When I officially took
this on, late winter, he had shot the film and was in the process of
putting together a rough edit. d read th script a coupieof times and

nd the

of the film - did he ask for more of the same, piease? Or did
-

length, to try to get Inside his head to find out what he

me, why did he want me on this project. David isn't the kind of guy

who Just wings it. Ho can tell you a very clear dea of what he thinks
ot

and Vangelis. He set-up some parameters, and gave me.a phase one
o i rating sort o let sketches, and then said
if anything resonates, Il go down that path. In my mind It wasn't so
much scene specific things bat tones. and tonal ranges. Now that
Atticus Ross and | have boen working on the last couple of projects
together, we're kind of at the point whera we can finish each others
Hences. in qui
nted to create.
ois What was the chicken & egg scenario and the process in
terms of tracks for specific scenes?
i) Weoll, the way this one worked is that with that 40
minutes of materlal he had created, he used the Ghosts materiol
From that | thought | could tell what he wanted us to do. | could also
366 that for @ movie that is primarily people talking in a foom, how
important the emotion and tempo of the music could drive the film.
After the very first break up scene, those opening shots wero 5o
im runi w

ASOUNDTRACK FOR DAYOREAMS.

the tone and emotion of the fim right.
ois w did It feol fer you to have soma limitations to writing
music for a spacific purpese, rather than the freedom you
have when writing for yourself? Did you quite like having &
iction and an end goal?
™ think, in hindsight, the most refreshing or infer-
esting element, was not being the boss, realsing | was working for o

between David [Fincher] and myself was very positive, which meant
we could say that's great of that sucks or just make this ittie chango.

which was interesting for me, bacauss in my own realm, Fmvtop of the

pyramid and I've got 10 say, it was refreshing 1o not have that burden.

o work under someane, sameenol respeet, made for s great pre<s:

ois 1imagine that's very different to when you vere starting out
maKing music because you 't want to have 10 snswer 1o
anybod

™ Yeah, and the people You coma across in the oarly

daye who are sort of ike bosses are recerd company peoplo and you

protective and disregard them. This was really different, | have some
friends in film and You hear stories about audience tests and the
‘udience votes and the fim changes based on thelr responses. This
vras really different to that, there was  lot of respect In this situation
and the studio has been great. | got what you wore ssking bfore.
When I for Nine Inch Nails, 3
approaching this based on what's coming Into your ear and | want
the sound and the yrics to have your full attention. Wherees working
with film, music Isn't the master and what Fm creating fen't dom-

nr WAVE GOODBYE TOUR
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Questioni di carattere
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Autori dei progetti

Aut! - Italia 1966/1977 Pattern. Elogio

1° anno biennio dell’ordine.
in design Cecilia Negri;
e comunicazione
per I'editoria A soundtrack
a.a. 2017—2018; for daydreams
Silvia Benvenuti,
Le avventure Gloria Favaro,
di Pinocchio Giorgia Florenzano,
Marta Adamkowska, Cecilia Murgia,
Fabio Bacchini, Nicola Narbone;

Sara Ceradini;
Questioni di carattere

The flags of Valbona Cecilia Cappelli,
Giovanni Murolo, Elena Guglieimotti,
Jacopo Undari, Agnese Tamburrini,
Giulia Bacchetta Alessandra Tranchina,
Francalanci; Mattia Parodi;
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Grazie.
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