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Learning Outcomes of the Curricular Unit

Discuss contemporary concepts and issues in the field of digital multimedia;

Analyse and describe several types of digital multimedia applications;

Know methodological approaches of multimedia products research and design;

Creatively develop processes for integrating knowledge and methodological practices in the design of
multimedia products;

Address the main stages of designing multimedia products;

Use tools to support the design of multimedia products;

Prototype multimedia applications;

Develop evaluation skills of processes, prototypes and products.

Learning Outcomes of the Curricular Unit (Lim:1000)

Discuss contemporary concepts and issues in the field of digital multimedia;

Analyse and describe several types of digital multimedia applications;

Know methodological approaches of multimedia products research and design;

Creatively develop processes for integrating knowledge and methodological practices in the design of
multimedia products;

Address the main stages of designing multimedia products;

Use tools to support the design of multimedia products;

Prototype multimedia applications;

Develop evaluation skills of processes, prototypes and products.
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Syllabus (Lim:1000)

Introduction to research.

Research and Art.

Qualitative and quantitative paradigm.

Research methods in the design of M. P.: Bruno Munari, Design Council and Gui Bonsiepe.
Agile Manifesto and SCRUM and Kanban approaches.

Communicate the investigation.
Structure of a research report.
Citations and bibliographical references.

Tools for design and management of M. P.
logbook; portfolio; Synopsis; Schedule; Team.
Gantt Method PERT/CPM Network M. P.

Definition of the problem space. Concept development.
Literature revision.

Tools for data collection.

Prototyping and iterative evaluation.

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

This curricular unit intends to outline a theoretical and practical methodological framework about
methodological issues related to the development of multimedia products.

In this sense, students go through a conceptual framework, visiting several authors and schools, aiming to
reflect and mobilize knowledge, to adapt and merge these models in the design and development of a
multimedia product. They also explored various techniques and tools to support design and project
management.
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Teaching Methodologies (Including evaluation; Lim:1000)

Theoretical-practical classes with presentation and discussion of ideas articulated with the exploration of
problems, development of concepts and analysis of multimedia products. Practical sessions reserved for
activities and exercises that deepen and apply knowledge about concepts and techniques of design, planning
and assessment addressed.

Assessment in Normal and Special Regime

40% Response to tasks/exercises proposed during the semester, individual work
50% Design project of a multimedia product, developed individually or in groups.
10% Final presentation and discussion.

Exam/Resource/Improvement

50% design project of an individually developed multimedia product.

50% Final presentation and discussion.

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

In this UC students individual work aims that, through knowledge of various methodologies, students mobilize
the most appropriate approaches for themselves and for the context of conception and development of a
M . P

On the other hand, the group work is intended to create teams that simulate a real and significant task,
responding to the challenge of creating a prototype of a multimedia product.
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