POLITECNICO MILANO 1863

SCUOLA DEL DESIGN

CALL FOR WORKSHOP PREFERENCES OPEN
INTERDISCIPLINARY WORKSHOP
June 8 to 12, 2026
BACHELOR’S DEGREE (CdL) IN INDUSTRIAL PRODUCT DESIGN

From May 22 to 27, 2026, students enrolled in the Bachelor's Degree in Industrial Product Design
who have the 2nd-semester Interdisciplinary Workshop in their study plan can submit their
workshop preferences.

Running Period: June 8 to 12, 2026

The proposed workshop themes are as follows:

WORKSHOP 1

Prof. Enrico Bassi From Brief to Box: Prototyping Packaging & Display Systems

How is a truly feasible packaging solution born? What dynamics govern the dialogue between a
brand and the production chain? This workshop proposes a real-world development process for
corrugated cardboard packaging, starting from an actual brief provided by a major company: a real
client, real needs, real constraints. Packaging is not a minor detail—it is an integral part of the
product itself: it protects the product during transit, captures attention on the shelf, and tells the
story of its identity and brand. Through rapid prototyping and an iterative approach, students will
work on logistical, functional, and usability aspects—exploring solutions ranging from packaging to
display systems, leading to the creation of physical models where creativity and industrial
feasibility meet.

e Number of students: Min 20; Max 30

WORKSHOP 2

Prof. Vincenzo Castellana and Marinella Ferrara HUMANS CONNECTED: Furniture, objects
and devices for indoor & outdoor relationships

HUMANS CONNECTED explores the role of design not merely as the production of objects, but
as a relational infrastructure to create connections between individuals, space, and the
environment. The workshop invites students to design furniture systems and devices for
contemporary living (indoor/outdoor objects and micro-architectures) capable of triggering
relationships: encounters, sharing, proximity, pauses, dialogue, collaboration, and collective care.
In an increasingly hybrid context—between the physical and digital, private and public, indoor and
outdoor—design becomes a social mediator and a tool for human interaction. The goal is not to
design "shapes," but to build relational conditions.

e Number of students: Min 20; Max 30



WORKSHOP 3

Prof. Bernardo Corbellini Playing smart: Narrative pre-logic in constructive play for
preschool children, between the Montessori approach and structured challenges

The workshop aims to design a system of physical toys intended for children aged 3+ to
accompany them on a path of progressive cognitive development through constructive play and
storytelling. In the toy market, the supply of cognitively challenging products dedicated to the
preschool segment (3-6 years old) is currently undersized compared to the great importance of
this aspect of child development. In this context, the challenge for a brand like Chicco, which over
the decades has earned the trust of parents across generations, is to build an original language: a
play system that guides children in exploring their own thoughts without measuring their
intelligence, using narrative as a motivational engine.

e Number of students: Min 20; Max 30

WORKSHOP 4

Prof. Mattia Italia Wear and grow: Emotional durability as a key to designing furniture and
accessories that accompany changes in clothing, care, and identity, from childhood to
adolescence

In a world increasingly attentive to the environment and the well-being of new generations, design
must take on social and environmental responsibility. The workshop invites students to design a
piece of furniture or an accessory for the company Nidi, intended for children starting from age 3,
but capable of evolving and adapting to the needs of teenagers up to age 17 and beyond. The
design object is linked to a specific action—getting dressed—which accompanies us throughout
our growth with constantly shifting meanings; for a child, it means autonomy; for a teenager,
identity. Products may include wardrobes, valet stands, coat hangers, sideboards, and other
accessories that interact with the child/teenager and their clothes/accessories. The workshop aims
for products with a strong focus on environmental sustainability and ergonomics, carrying
educational value for younger children, while stimulating an emotional connection capable of
appealing to older youth, meeting their need for organization and desire for customization. Simple
yet brilliant, fresh, functional, and adaptable ideas are required.

¢ Number of students: Min 20; Max 30

WORKSHOP 5

Prof. Ernesto Lavedaia (Sovrappensiero Design Studio) Refill, Reuse, Redesign: the bottle
of the future

How can a water bottle become a truly iconic, functional, and desirable object? The workshop
invites students to design a new water bottle tailored for digital sales channels, capable of
responding to emerging behaviors related to hydration, daily mobility, and sustainability. No longer
a simple water container, today’s water bottle is a personal, visible object tied to identity: it
accompanies studying, working, commuting, sports, travel, and home life. Its meanings and
behaviors shift across cultural contexts—from the habit of refilling to the option of always having
one’s favorite beverage on hand, alongside a focus on quality, hygiene, aesthetics, lifestyle, and
usage performance. Through a specific focus on materials, reuse, disassembly, compatibility with
accessories, and replaceable components, students will work on a water bottle designed to last



over time, adapt to different ages and users, and build a daily relationship with its owner. The goal
is to design a product capable of merging habits and behaviors, cultural values, sustainability,
hygiene, customization, and symbolic value into one essential gesture: drink, refill, restart.

¢ Number of students: Min 20; Max 30

WORKSHOP 6

Prof. Kazunari Suzuki Material Experiences for Generation Z: Designing products between
performance, identity and everyday rituals

How can a material transform from a purely technical choice into a meaningful user experience?
The workshop invites students to design new product scenarios for Panasonic, starting from the
relationship between materials, surfaces, finishes, and Generation Z values. The starting point is
not just what a material "is" or "does," but what it communicates, how it makes people feel, and
the behaviors it can trigger: security, desire, care, efficiency, identity. Through an analytical path
covering textures, eco-compatible, recycled, translucent, soft, technical, and high-quality materials,
students will explore how CMF (Color, Material, Finish), details, grip, feedback, protection, and
affordance can build a contemporary product language. The challenge will be to interpret the
needs of a generation focused on self-expression, sustainability, domestic aesthetics,
performance, and the continuity between the physical and digital worlds. The goal is to develop
product concepts capable of combining material innovation, usability, and emotional value,
imagining Panasonic objects that fit closer to the daily rituals, spaces, and aspirations of young
users.

e Number of students: Min 20; Max 30

WORKSHOP 7
Prof. Aldo Faleri Mon*Talent — Mountain & Talent Hub: Design and Outdoor

What happens when mountain culture enters the School of Design and becomes a testing ground
for project experimentation? Mon*Talent transforms the Politecnico di Milano into an alpine design
base camp: an educational-experiential laboratory where students, companies, and iconic outdoor
brands meet to envision new products, services, and languages for sports, leisure, and work in the
mountains. The workshop invites students to tackle contemporary challenges in sports equipment
and technical apparel through design activities, material testing, and product evaluation. The
objective is to build a co-design ecosystem between academy and industry, where design
becomes a tool to interpret sustainability, innovation, performance, safety, and new user
experiences in the alpine environment. Not just a workshop, but a platform for visibility and
dialogue where design talent meets the mountain, its products, and its cultures.

¢ Number of students: 20



Application Procedure & Important Information

Students can submit their application and express their interest through the Online Services
(Servizi on line) from May 22 to May 27, 2026, at 12:00 PM (noon):

Admission Requests (Richiesta di ammissione) — Admission to selection procedures (Amissione
a procedure di selezione) — Interdisciplinary Workshop (Workshop interdisciplinare).

o Language of Instruction: Italian
« Ranking Criteria: To draw up the merit-based ranking list, the weighted GPA (Media
ponderata) will be taken into account.

Important Recommendations:

o ltis highly recommended to rank all 7 options in order of preference to avoid automatic
placement.

« Students who have the Interdisciplinary Workshop in their Study Plan and do not express
any preference will be automatically assigned to a workshop by the administration.

« Forinformation regarding the submission of the application: programmazionedidattica-
scdes@polimi.it

o For educational/academic inquiries, please submit a Ticket by selecting the section
OPTIONAL COURSES-WORKSHOP (CORSI OPZIONALI-WORKSHOP) at:
http://www.design.polimi.it/richiestadiassistenza/
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