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Caraterização da Unidade Curricular / Characterisation of the Curricular Unit

Designação da Unidade Curricular / Curricular Unit:
[3181200357] Desenho III 
[3181200357] Drawing III

Plano / Plan: 2017/2018

Curso / Course:
Artes Plásticas e Multimédia 
Arts and Multimedia

Grau / Diploma: Licenciado

Departamento / Department: CA - Comunicação e Arte

Unidade Orgânica / Organic Unit: Escola Superior de Educação de Viseu

Área Científica / Scientific Area: Artes

Ano Curricular / Curricular Year: 2

Período / Term: S1

ECTS: 3

Horas de Trabalho / Work Hours: 0081:00

Horas de Contacto/Contact Hours:

(T) Teóricas/Theoretical: 0000:00 (TC) Trabalho de Campo/Fieldwork: 0000:00

(TP)
Teórico-Práticas/Theoretical-Practical:

0030:00
(OT) Orientação Tutorial/Tutorial
Orientation:

0000:00

(P) Práticas/Practical: 0000:00 (E) Estágio/Internship: 0000:00

(PL) Práticas Laboratoriais/Pratical Labs: 0000:00 (O) Outras/Others: 0000:00

(S) Seminário/Seminar: 0000:00

Docente Responsável / Responsible Teaching

[2187] Catarina Antonieta Martins Carneiro De Sousa

Outros Docentes / Other Teaching

[2187] Catarina Antonieta Martins Carneiro de Sousa 
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Learning Outcomes of the Curricular Unit

Know and know how to use specific drawing languages proficiently;
To apply effectively and expressively different means and techniques in the registration of the observed
forms and / or in the creation of original compositions, in the design of spaces and characters and in
the design of visual narratives;
Search, select and organize information according to needs and apply different visual / graphic
solutions to solve situations / problems;
Create narratives based on the image and / or the symbiosis between text and image;
Ascertain aesthetic and creative sensitivity;
Develop a critical sense, the ability to work autonomously and a sense of responsibility in the decisions
taken when conceiving a project;
Have an integrated perception of the theoretical and practical knowledge acquired with the needs of
future professional training.

Learning Outcomes of the Curricular Unit (Lim:1000)

Know and know how to use specific drawing languages proficiently;
To apply effectively and expressively different means and techniques in the registration of the observed
forms and / or in the creation of original compositions, in the design of spaces and characters and in
the design of visual narratives;
Search, select and organize information according to needs and apply different visual / graphic
solutions to solve situations / problems;
Create narratives based on the image and / or the symbiosis between text and image;
Ascertain aesthetic and creative sensitivity;
Develop a critical sense, the ability to work autonomously and a sense of responsibility in the decisions
taken when conceiving a project;
Have an integrated perception of the theoretical and practical knowledge acquired with the needs of
future professional training.
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Syllabus (Lim:1000)

1. Illustration

1.1. Image and Narrative; 
1.2. Brief history and critical analysis of the illustration; 
1.3. Specific illustration languages; 
1.4. Different types of illustration.

2. Forms of representation:

2.1. Design of spaces and characters; 
2.2. Narrative structuring in terms of visual composition.

3. The means / techniques and their expressive qualities:

3.1. Integration of the structural elements of the plastic language and its expressive capacities according to
the materials and techniques (including digital); 
3.2. Use of the expressive potential of the structural elements of plastic language in narrativity; 
3.3. Suitability of supports to the techniques to be used.

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

This course aims to consolidate and develop the skills acquired in drawing in the two previous courses
(Drawing I and Drawing II), mobilising them in the field of visual communication and developing new skills in
the field of illustration.
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Teaching Methodologies (Including evaluation; Lim:1000)

In this theoretical/practical curricular unit it is intended to develop an integrative teaching/learning process of
the two components, through the incorporation of the theoretical contents in the design of the practical works.
The types of learning that will prevail in these classes will be the learning by discovery, so the student must
investigate autonomously and promote the construction of his learning in an intervenient way; and the
experiential learning, being privileged a project-based methodology. 
Evaluation 
Work process: 10%. 
1st Project: 60%. 
2nd Project: 30%. 
Process evaluation criteria 
- Participation in class 
- Interest shown in carrying out the proposed tasks 
- Spirit of initiative 
Project evaluation criteria 
- Technical execution of the proposed work 
- Aesthetic concept of the proposed work 
- Communication function of the proposed work 
- Creativity 
- Ability to solve problems

Demonstration of the coherence between the teaching methodologies and the learning outcomes

The curricular unit of Drawing III has a theoretical and practical character and aims to guide the student
towards a systematic practice of drawing in the context of illustration. The skills to be developed imply an
integrating capacity of the two components, incorporating theoretical content in the design of practical work.
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