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Learning Outcomes of the Curricular Unit

At the end of the course the learner is expected to be able to:

- Problematize the use of computing in today's society;

- Describe the main types of computer equipments;

- Describe the structure and operation of a computer;

- Describe the functionalities of the main types of software;

- Work in an operating system with the main tools available;

- Use the various Internet services;

- Working with an HTML Editor in order to build websites;

- Define styles in the composition of websites;

- Develop problem solving skills;

- Understanding a programming language;

- Build E-R diagrams (Entity-Relationship);

- Normalise data;

- Use in an effective way of a data interrogation language (SQL);
- Adapt the use of IT to their needs as a professional and as a citizen.

Learning Outcomes of the Curricular Unit (Lim:1000)

At the end of the course the learner is expected to be able to:

- Problematize the use of computing in today's society;

- Describe the main types of computer equipments;

- Describe the structure and operation of a computer;

- Describe the functionalities of the main types of software;

- Work in an operating system with the main tools available;

- Use the various Internet services;

- Working with an HTML Editor in order to build websites;

- Define styles in the composition of websites;

- Develop problem solving skills;

- Understanding a programming language;

- Build E-R diagrams (Entity-Relationship);

- Normalise data;

- Use in an effective way of a data interrogation language (SQL);
- Adapt the use of IT to their needs as a professional and as a citizen.
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Syllabus (Lim:1000)

1. Potential and limitations of information technology in today's society

1.1.The global effects of contemporary technology
1.2 Security in the digital world

1.3. Proprietary and open source software

2. Computer hardware and software

2.1 Hardware

2.2. Software

3. Programming Notions

3.1. Natural language algorithms for problem solving
3.2 Introduction to programming

4. Notions on databases

4.1. ER Modelling

4.2. SQL language

5. Construction of pages for the web: HTML and CSS
5.1 Introduction to the construction of pages for the web: notions and concepts
5.2 HTML language

5.3. Style sheets (CSS)

Demonstration of the syllabus coherence with the curricular units' learning objectives

The UC seeks to develop skills in students that allow a comprehensive view of the area but that go beyond a
simpler perspective of use in the user's perspective. With the work in this curricular unit, the students have
the possibility to reflect on the use of informatics in the present society, thinking about its potentialities and
limitations. Students also have the opportunity to know basic notions of hardware and software,
understanding the structure of a computer and developing skills in various types of tools. The initiation to
programming, through the resolution of problems and the creation and analysis of algorithms, the
development of basic notions of computational logic, the work with databases and the construction of web
pages are topics of the curricular unit that allow training professionals in the field of plastic arts and
multimedia capable of adapting Computer Science to their personal and professional needs.
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Teaching Methodologies (Including evaluation; Lim:1000)

The curricular unit is developed in articulation between the work done in the presential lessons and the work
done by the students in the hours of autonomous work.

Thus, in the contact hours, the themes will be presented and discussed, and the student will have the
opportunity to do exercises to explore several programs and tools. These activities will be continued
autonomously by the student, according to the proposals made during the contact hours.

A Normal assessment
- Realization of a theoretical and practical test (50%)

- Development, presentation and defence of a practical project, in group (50%)

B Special assessment
- Realization of a theoretical and practical test (50%)

- Realization, presentation and defense of a practical project, in group (50%)

C Assessment by Examination, Appeals and Improvement
- Theoretical-Practical Test (50%)

- Presentation and defence of a practical project, individual (50%)
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Demonstration of the coherence between the teaching methodologies and the learning outcomes

The individual work of the students, in this curricular unit, seeks for them to be critical concerning Informatics
in today's society, to know and mobilize problem-solving techniques in contact with the computer and
associated tools, and to be able to create and use databases, using appropriate languages for that purpose.

The exploration of resources and tools, in groups, intends to create learning scenarios that stimulate students
to design and conceive projects in the multimedia area, namely through the creation of simple programs and
web pages, promoting work on contexts close to their future professionals.

These learning paths are developed between the face-to-face lecture space, exposition and debate, students'
autonomous work and reading and deepening of the topics.
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