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Poliarte - Academy of Design is an international design
and applied art Academy based in Ancona, Italy.

We have created and organized post-graduate design courses since 1972. Our mission 
is to train professionals and innovative key personnel in the constantly evolving world 
of work. For over 50 years Poliarte has been a point of reference for design and applied 
arts, recognized at both Italian and international level. Among the first establishments 
to deal with education in the design sector, we have immediately become a source of 
inspiration and a benchmark, thanks to its teaching methodology combining research, 
technical expertise, and innovation. For Poliarte learning means exploring, investigating, 
and developing ideas and crossdisciplinary projects. From 2016 bachelor’s degree courses 
have been granted formal academic status - 1st level Academic Diplomas | 180 ECTS - 
thanks to accreditation from the Italian Ministry of Education, University and Research - 
MUR. The Educational Syllabus is divided across 6 Bachelor Courses:
•	Product design	 •	 Cinema & New Medi
•	Graphic and Web design	 •	 Fashion design
•	 Interior design	 •	 Digital Scenography

The founding element of Poliarte’s philosophy is to create connections and continuous 
exchange with the world of industry, commerce, and business. We established an 
extensive network of connections with many of the most prestigious companies and 
studios. A relationship of mutual interest that guarantees continuous updates and high-
level training, o!ering places for talented individuals in companies through real-world 
assignments, internships, and job placements. From this advantaged position, Poliarte 
can monitor employment opportunities and prepare students to take advantage of them. 
Thanks to our privileged contacts with the commercial and professional world (more than 
2.000 companies/studios), Poliarte has an employment rate of 98% within 6 months of 
completing Bachelor studies.

Part of the Rainbow Group: European excellence
Since 2022, Poliarte has been part of the Rainbow Group, European point of reference 
in the audiovisual supply chain. Creator of the famous Winx, Rainbow includes the film 
production company Colorado Film and the training institute in Computer Animation, 
Rainbow Academy. This synergy adds value to the educational path, projecting students 
into a network of excellence in the field of creativity and innovation
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Italian Exhibition Group

Italian Exhibition Group S.p.A. is one of Europe’s leading companies in the trade 
show and meeting industry, with offices and venues both in Rimini and Vicenza, and 
is constantly expanding on the international level. Active for over 70 years in the 
organisation of trade shows, events, and conferences, IEG represents a reference 
platform for businesses, professionals, and communities, fostering the development of 
relationships, content, and business opportunities globally.
Thanks to its experience in planning events and complex environments, IEG is a dynamic 
ecosystem where innovation, creativity, and expertise meet.

IEG Academy is the training division of Italian Exhibition Group, created to enhance 
and develop skills through experiential and shared paths. It is not simply a place for 
training, but a space for growth where learning, experimentation and collaboration are 
integrated, transforming knowledge into action and generating value for people and the 
local economy. IEG Academy is the evolution of the Group’s training activities and today 
represents a benchmark for continuous skills development, integrating internal training, 
institutional projects and externally oriented programmes.
The educational offer is developed through programmes, master’s degrees and initiatives 
developed in collaboration with universities and centres of excellence, with a strong focus 
on practice, innovation and a direct connection to business needs. A training ecosystem 
that combines content, experience and relationships, with the aim of enhancing talent 
and supporting professional growth in an ever-evolving context.
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Master in Digital Scenography and Live Set Design

An international program that combines creativity, digital technologies, and stage 
design to train professionals capable of conceiving and producing immersive spaces, 
live scenography, and innovative experiences for entertainment, events, and cultural 
contexts.

Target Audience
The Master’s program is designed for graduates and professionals in the following fields:
•	Scenography, architecture, design, cinema
•	Communication and media (with a portfolio and at least 2–3 years of professional 

experience)

Admission Requirements
•	Bachelor’s degree or documented equivalent professional experience
•	Certified basic skills in: 3D modeling, rendering, mapping/videomapping
•	English language proficiency (minimum level B2)

Learning Objectives
•	Acquire advanced skills in digital scenography for live performance, events, and 

exhibition spaces
•	Learn to use leading professional software (modeling, rendering, game engines, 

videomapping, motion graphics)
•	Develop concrete projects through labs, workshops, and company internships
•	 Integrate creativity, construction techniques, and digital innovation with a focus on 

cultural heritage and museum design
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Key Strengths
•	Over 60% of the program dedicated to hands-on workshops
•	 Integration of live entertainment, commercial events, and cultural heritage
•	Two intensive workshops in Rimini
•	Guaranteed internships in Italy and Europe
•	Final project presented to industry stakeholders

Schedule
•	October–February: 300 hours of online teaching + on-site workshops
•	February–July: 430 hours including classes, internship, and final project

Costs and Scholarships
•	Tuition fee: €7,500
•	8 scholarships available, each worth €2,500
•	Target enrollment: minimum of 15 students, with international networking opportunities

Program Structure
•	Duration: 2 semesters (October–July)

•	 1st semester: October–January
•	2nd semester: February–July

•	Format: Blended (online + on-site workshops in Rimini)
•	Total coursework: approx. 480 hours
•	 Internship: 150 hours
•	Final project: 100 hours
•	Overall total: approx. 730 hours

MASTER - Digital scenography e live set design.
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1st SEMESTER – Foundations and Techniques

Total: approx. 300 hours
Module 1 – Theories and History of Digital Scenography
•	Hours: 40
•	Area: Cultural–critical
Contents
•	Evolution of scenography: from traditional theater to digital environments
•	Scenography for live entertainment, events, and exhibition spaces
•	Contemporary visual languages in performance
•	 Immersive and interactive environments
•	Analysis of international case studies
Skills Acquired
•	Critical analysis of scenographic projects
•	Awareness of contemporary visual languages
•	Historical and theoretical grounding in digital scenography
Output
•	Presentation or written analysis of a case study

Module 2 – Modeling, Rendering, and Scenic Previsualization
•	Hours: 100
•	Area: Technical–digital
Internal Breakdown
•	Scenic 3D modeling
•	Materials, lighting, and rendering
•	Scene workflow and organization
•	Real-time previsualization (Unreal / Unity)
Contents
•	3D modeling for scenic environments
•	Scene organization and management
•	Materials, textures, and lighting
•	Rendering for concepts and presentations
•	Asset optimization for real-time use
•	 Introduction to scenic previsualization
•	Scene sequences and simulations

MASTER - Digital scenography e live set design.
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Software
•	3ds Max / Maya / Cinema 4D
•	Unreal Engine or Unity (applied level)
Skills Acquired
•	Modeling of complex scenic spaces
•	Production of professional renders
•	Creation of digital scenic previsualizations
Output
•	Complete scenic set:

•	3D model
•	Renders
•	Short previsualization

Module 3 – Visual Content and Digital Dramaturgy
•	Hours: 100
•	Area: Digital scenic language (core module of the semester)
Internal Breakdown
•	Visual languages for live performance
•	Motion graphics for scenography
•	Generative and interactive content (introductory)
•	Technical workflows and live formats
Contents
1. Visual Languages for Live Performance

•	Contemporary performance aesthetics
•	Relationship between performer, space, and content
•	Rhythm, timing, and visual dramaturgy

2. Motion Graphics for Scenography
•	Visual loops and animations for LED walls and projections
•	Typographic and abstract animation
•	Short narrative structures for live shows

3. Generative and Interactive Content
•	 Introduction to reactive content
•	Synchronization with music and stage action
•	 Introduction to TouchDesigner

4. Technical Formats and Workflows
•	Resolutions, mapping, and non-standard surfaces
•	Coordination between content and scenic space
•	Collaboration between content designers and scenographers

MASTER - Digital scenography e live set design.
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Software
•	After Effects
•	Cinema 4D
•	Photoshop / Illustrator
•	 Introduction to TouchDesigner
Skills Acquired
•	Designing content aligned with a scenic concept
•	Creating animations for digital scenography
•	Understanding workflows between content, space, and technology
Output
•	Visual content package for a live show:

•	Animated loops
•	Scenic sequences
•	Content for non-conventional surfaces

Module 4 – Design Workshop 1: Scenography for Live Entertainment
•	Hours: 60
•	Area: Integrated design
•	Format: Lab + intensive on-site workshop
Contents
•	Real or simulated project brief
•	Development of the scenic concept
•	 Integration of space, performers, and content
•	Coordination between modeling, motion, and previsualization
•	Preparation of the final presentation
Skills Acquired
•	Management of a complete scenic project
•	Multidisciplinary teamwork
•	Professional presentation of a concept
Output
•	Complete scenographic project for live entertainment:

•	3D models
•	Renders
•	Animated content
•	Previsualization
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2nd SEMESTER – Applications and Internship
Total coursework: approx. 180 hours

Module 5 – Digital Scenotechnics and Innovative Materials
•	Hours: 60
•	Area: Technical–construction
Contents
•	Scenotechnical principles for events and performances
•	Scenic structures and assembly systems
•	 Integration of physical and digital elements
•	 Innovative materials and temporary solutions
•	Safety and production processes
Skills Acquired
•	Technical evaluation of a scenic project
•	Collaboration with technicians, service providers, and production teams
Output
•	Technical drawings and construction schematics of the set

Module 6 – Digital Cultural Heritage & Immersive Spaces
•	Hours: 40
•	Area: Cultural applications
Contents
•	 Immersive scenography for museums and exhibitions
•	Spatial storytelling and interactivity
•	Technologies for cultural heritage
•	 International case studies
Skills Acquired
•	Design of immersive cultural experiences
•	Adaptation of scenic language to exhibition contexts
Output
•	Concept design for an immersive exhibition space
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Module 7 – Design Workshop 2: Events, Trade Fairs, and Exhibition Spaces
•	Hours: 80
•	Area: Applied design
Contents
•	Project brief based on a real case (trade fair, convention, museum)
•	Scenic design for exhibition spaces
•	 Integration of architecture, communication, and digital content
•	Full project development
•	Preparation of the final presentation
Skills Acquired
•	Design for commercial and cultural contexts
•	Professional presentation of projects to stakeholders
Output
•	Complete scenographic project for an event or exhibition space

Module 8 – Professional Internship
•	Hours: 150
•	Period: February–July
Objectives
•	Placement in real production environments
•	Participation in scenographic or event projects
•	Development of operational and interpersonal skills
Output
•	 Internship report
•	Documentation of activities carried out

Module 9 – Final Project
•	Hours: 100
Contents
•	Definition of the concept
•	Full development of the scenic set
•	Visual content and previsualization
•	Presentation to a committee of companies and stakeholders
Final Output
•	Complete scenographic project
•	Public presentation
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Reference Software
Required Entry Skills:
•	3D modeling and rendering (Autodesk 3ds Max / Maya, Cinema 4D, or equivalent)
•	Basic knowledge of videomapping
Software Taught During the Program:
•	Autodesk 3ds Max / Maya
•	Cinema 4D
•	Unreal Engine / Unity
•	TouchDesigner
•	Adobe Creative Suite (After Effects, Photoshop, Illustrator)
•	MadMapper, Resolume Arena
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Poliarte – Design Academy
via Miano 41 a/b
60125 Ancona - Italy
erasmus@poliarte.net
 
poliarte.net

For more details:

Diego Giacchetti
Head of International Affairs 
& Special Projects
diego.giacchetti@poliarte.net
+39 351 0522629

Marussa Cuttin
Rimini Branch Coordinator
marussa.cuttin@poliarte.net
+39 335 7768628


