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Experience
2017 - 2018
Special
Projects
Freelancer

July - August
2017
Special
Projects
Internship

Product Design

2015 - 2016
Bologna
Design Week

2010 - 2016
Scout Leader
CNGEI

Videomaker
Graphic Designer

Volunteering
Team Leader

Product Design

My name is Matteo Bandi. I have
graduated from the MA Design
Products at the Royal College of
Art, London. There, I developed my
skills with all the passion I have
for product design and interaction
design. I am looking forward to
strengthen my knowledge and learn
new skills with challenging work
experiences.

Nationality / Italian
Date of Birth / 22 September 1994
Mobile / +44 7392983225
E-mail / matteo.bandi@network.rca.ac.uk
Italian / Mothertongue
English / IELTS - 7.5/9
French / Basic

Education
2016 - 2018
MA Design Products
Royal College of Art
London

2013 - 2016
BSc Industrial Design
Alma Mater
Studiorum
Bologna

2008 - 2013
Scientific School
A. B. Sabin
Bologna

Softwares
Rhinoceros
CREO Parametric
VRED Pro
Keyshot
Alias Design

Adobe Illustrator
Adobe InDesign
Adobe Photoshop
Adobe After Effects
Adobe Premiere Pro

Microsoft Word
Microsoft Power Point
Final Cut Pro X
Logic Pro X

Product
Graphic
Video

I believe design is able to
create new languages and
experiences, using creativity as
a powerful tool. Through the
union of different disciplines, I
try to explore and discover things
around me.
Hope you enjoy.

Sidekicks
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Sidekicks

Let the Moment Happen
2018

Graduation project from MA Design Products
at the Royal College of Art, London.
 collection of objects that aim to help us
A
reduce the amount of phone usage. The
objects live in the domestic environment,
and are interventions in moments when
smartphones are particularly distracting for
us: a desk lamp for working, a speaker for
leisure time, an alarm clock for the end of
the day and a projector for watching a movie
with someone.
Rather than creating a new device or
establishing a new behaviour to keep us
away from the phone, existing objects were
re-designed with a particular feature: none
of them has on/off buttons; instead, they
can only function whenever we physically
leave our phone to them.

Lathe
3D Printer
CNC Mill
Lasercut
Arduino
Rhinoceros
Keyshot
Adobe Suite

Chemiwood
Acrylic
Alluminum
Pink foam
Blue foam
SLA

Workshop organised
to test early
prototypes and
discuss the topic of
phone usage and its
effects.
5

6

More and more people everyday are
willing to reduce the impact phones have
on them, but it often turns out to be
harder than expected. In this scenario, my
goal is to reflect on the role interactive
objects can play for and with us.

Overview of the
application. After
the initial pairing
with each object,
the app breaks
down with specific
functions for each
product.

The system combines the four objects
with an app, which has no function until
the moment our device is plugged into the
objects. Such action activates both the
objects and the app, which will show us
our phone screen-time amount until that
moment. If such time meets the threshold
we set for ourselves through the app, each
object will “reward” our self-control with
a special function. Whenever we haven’t
met our goals, instead, the objects will
function in a standard way.

4a

High usage

1

Stand-by

2

Activation

Standard function

3

Phone usage
time is shown

4b

Low usage

Reward function
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Toti
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TOTI

London
2017

Exploring the new relationships between
food and technology, TOTI is the result of 3
months research and prototyping.
TOTI is an educational device for primary
school children, which aims to save waste
parts from vegetables we consume daily.
The great majority of them are “totipotent”,
meaning that their cells can regrow into the
original plants, starting from a small part of
them (i.g. the carrots’ caps we usually throw
away).

Paper games for the first week
of the process, designed
specifically for each year basing
on the National Curriculum
requirements.

The experience will take the children
from regrowing the roots in water to help
the plant grow when trasported into soil,
using an interactive approach and a playful
language.

Lathe
3D Printer
CNC Mill
Lasercut
Vacuum Form
Vinyl Cut
Arduino
Processing
Rhinoceros
Keyshot
Adobe Suite

Birch Ply
PLA
Clear acrilyc
PETG
Acrilyc paint
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3D Print
Lasercut

Lathe
Vacuum
form
3D Print

3D Print

CNC Mill

CNC Mill
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Interviewing teachers from primary school,
when it comes to growing plants children
often experience boredom due to the
long-term nature of the experience.
TOTI offers students an interactive and
direct involvement in the growth of
the plant, thanks to a digital platform
providing games to play, with the goal of
ensuring the right amount of light to the
plant.
The prototype was realised using a
different range of techniques and
materials, featuring the use of Arduino
and Processing, which allowed me to
start discovering the world of coding and
digital protyping. I also had the chance
to strengthen my technical skills using
several model making techniques and
machines.

8:15 am

10:30 am

Play

Success

Toti
automatically
activates with
a welcoming
sound.

Toti
deactivates
with a sound
that will inform
students they
need to play
to reactivate
the lamp.

The game
will require
a specific
amount
of correct
choices before
reactivating.

When the
right amount
of correct
answers is
reached, Toti
will reactivate
with a sound.
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The Solitude of Creativity
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The Solitude of Creativity
London / Bologna
2017

My MA dissertation explores the relationship
between loneliness and creativity and their
effects on the role of product designer.

My research develops through different scale
analysis, starting from a reflection on cities
and spaces to the values of objects and how
they are designed.
A fundamental step of the process has been
the workshop organised in Bologna, with
24 Industrial Design students, aiming to
investigate the processes of design, and how
their setup affects the outcome.
The three activities proposed focused on the
idea of loneliness over three scales, just as
the dissertation itself.
Interviewing different highly talented
professional designers and artists both from
Italy and United Kingdom, has been highly
inspirationals.

Some pictures taken during
the workshop in Bologna,
showing the participants
at work and some of the
prototypes they realised
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Joy

JOY

London
2016

The project is the result of a collaboration
between Royal College of Art’s courses of
Desing Products, Service Design and Vehicle
Design.
In a group of 5 people, we discovered
that almost 20% of accidents on major
roads are sleep-related. By interviewing
experts ranging from physiotherapists to
psychologists, we identified the need to
have a holistic view over ourselves and our
everyday actions to take care of our
well-being.
The final outcome is a futurstic buttonsized friend that sticks to the chest, to be
the most efficient and less intrusive as
possible. We can set JOY to track different
functions (e.g. heart rate, posture) and let
us know whenever we are not doing it in
the right way. Additionally, you can let her
know wether you feel good or not by gently
tapping her in any given moment.

Adobe Illustrator
Adobe InDesign
Adobe Photoshop

Clay
Paper

Logo for the device and
Mr. Tired, the character my teamate designed to
tell our story.
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8 AM

Mr. Tired has
trouble waking up

7 PM

Mr. Tired relaxes
watching Facebook
and Netflix

2 PM

JOY reminds Mr.
Happy to correct
posture
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8:30 AM

Mr. Tired misses the
bus

8:45 AM

Mr. Tired is
grumpy because of
congestion

1 AM

Mr. Tired goes to
sleep at 1 AM

5 PM

JOY reminds Mr. Happy
to drink water

2 PM

Mr. Tired has a bad
posture and feels tired
even after a coffee

7:30 AM

Mr. Tired
sets JOY,
and after
one
week...
6 PM

Mr. Happy cooks dinner
at home

Mr. Happy wakes up
smiling

7 PM

Mr. Happy relaxes
by knitting

5 PM

Mr. Tired is hungry,
thirsty and stressed

8 AM

Mr. Happy enjoys a
pretzel for breakfast

11 PM

Mr. Happy goes to
sleep at 11 PM

6 PM

Mr. Tired heats
readymade dinner
in the microwave

8:45 AM

Mr. Happy walks
to work

The
storyboard
to explain
our ideas.
All
illustrations
are made by
my teamate.

As a speculative project, we designed
JOY to buzz whenever she detects we
are not doing one action correctly.
After a certain amount of time, the
device will desplay the informations
mixing the times she recorded harmful
behaviours and the times we advised
her we were feeling good or bad.
By doing so, we will be able to connect
the two informations and understand
what is taking us to not feel good, and
start acting to adjust it.
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La Luca

La Luca
Bologna
2016

As my degree project, I have designed a new
lighting system to light up Bologna’s most
characteristic feature: San Luca arcade. The
project was began few months earlier in a
team of three students for a local lighting
firm. Later, I have continued the project on
my own.
San Luca is the most known and
representative arcade in the whole city,
being the longest one all over the world
(with 666 arcades). The project focused
on creating an innovative lamp to light the
ambient without being invasive.
Firstly, I have analysed the existing lighting
system which appears to be ruined by
time and highly consuming due to old
technologies.

CREO Parametric
Keyshot
VRED Pro
Adobe Illustrator
Adobe InDesign
Adobe Photoshop
Adobe After Effects

Geopolymers
Aluminum
Metal
LEDs
Plastic
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The initial research and benchmark showed
how difficult is to find a unique lamp able to
illuminate the arcace in its most important
parts. This is the reason why I have designed
La Luca with six specific oriented LEDs.
LEDs technology prevents the lamp from
consuming a high quantity on energy as
the current technology does (sodium based
lights). Moreover, the movement sensor
represents an additional way to save energy.
Researching for materials, I have discovered
Geopolymers, valid concrete substitutes that
are more resistant and their production has
a reduced environmental impact, since it
happens at ambient temperature.
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Concrete

Geopolymers

Very high
production temperatures
(1500°)

Low production
temperatures
(Room temperature)

Considerable amounts
of CO2 released
(1 Ton = 1 Ton CO2)

Lower amounts
of CO2 released
(1 Ton = 170 Kg CO2)

Raw materials are
not renewables

Renewables raw
materials, such as
fly ashes

Render in the
final environment:
San Luca’s arcade

Detail of the back
wall illumination
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Subsume

Subsume
Bologna
2016

Together with the school of Culture and
Techniques of Fashion in Rimini, we created
a concept for Baume & Mercier, a Swiss
manufacturer of luxury wrist watches.
The project was built around the new figure
of young women, well taught, determined
and strong: it started from a traditionally
masculine watch, revisited and “covered” by
a gold shell, to represent and embrace such
new feminine way to face life.
I have also created the video to present the
works of all students, screened at the award
ceremony.

In collaboration with:

Drawing
SolidWorks
Keyshot
Photoshop

14k gold
Calfskin
Sapphire crystal
Stainless steel
Ceramic

23

The most difficult part has been finding
the right shapes, through which we needed
to express both the female strenght and
the always sharper line between male and
female identity.
We decided to name the watch Subsume, to
represent its being an hybrid, born from the
contamination of one sex on the other.

First sketches
to understand
the shape of the
product
24

25

Niodel

Niodel
Berlin
2016

Niodel is a jazz and electronic duo based in
Berlin, Germany. They asked me to design
their brand identity, website and edit some
of their videos.
The logo represents the fact that band
creates music both from arranged melodies
and improvised beats. That is why I have
used a geometrically built font modified to
create something less strict.
Visuals represents the flow the band creates
from the beginning to the end of their songs.
I have also designed their website as simple
and efficient as possible. You can check my
work at www.niodel.com

In collaboration with:

Illustrator
Photoshop
InDesign
After Effects
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Play Design

Play Design
Bologna
2016

Play Design was an event organized be
the UNESCO City of Music during the
Bologna Design Week 2016. It featured
projects related to the design of musical
instruments, spaces dedicated to musical
practice, objects to enjoy music and sound
design.
I was asked to design the logo for the event
with the goal to represent the interaction
between sound and design.

Up, the full logo,
down one application
of the same

I have focused on the concept of music
represented as an ensemble of sound
waves, mixed with a more materic essence
thanks to its 3D appareance.

In collaboration with:

Illustrator
Photoshop
InDesign
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Bologna Design Week

Bologna Design Week
Bologna

2015 - 2016
I was in the organizing staff of the Bologna
Design Week as a videomaker, sound
designer and graphic designer. During the
first edition my main task was to shoot
and edit the videos for the event and the
audio as well. During the second edition I
was asked to create a video with a team of
young professionals to introduce the second
edition of the event.
Taking part in the event allowed me to
improve my skills in motion graphics
and exhibition curating, realizing from
scratch with other collegues the exhibition
REALMENTE - Project between classroom
and reality, displaying some of the projects
by the Industrial Design course students.
Take a look at my last work here:
bit.ly/2jCdEdS

Canon EOS 700D
After Effects
Final Cut Pro X
Logic Pro X
Photoshop
Illustrator
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Kami
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Kami

London
2017

Freyja Sewell is an English product designer
and researcher, with a high interest in
sustainability and facilitating privacy and
mindfulness with-in our increasingly
hectic and connected world. She designed
KAMI, an automated purification ceremony
designed to start first time meditators down
a new journey of mental wellbeing.

With the music produced by finji, I have
realised and edited the video to present the
project, using the shootings the designer
herself took over her residency in Japan.

Visit Freyja Sewell’s website for more
information about Kami.
Take a look at the video here:
http://bit.ly/2iFjeha

Adobe After Effects
Adobe Premiere Pro
Photoshop
Illustrator
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Thank you
+44 7392983225
matteo.bandi@network.rca.ac.uk

