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Learning Outcomes of the Curricular Unit

- Apply canons of representation and formal organization schemes in the composition of a digital discourse
through incursions, in the aesthetic-visual context, in the domain of graphic programs.

- Master the processing of digital images and the creation of synthesis (2D and 3D), animation of still and
interactive images.

- Have skills a critical knowledge that formulates an enlightened, safe and solid judgment about the most
diverse aesthetic tendencies of digital art and its most plural and diversified modes and expressions.

- Promote the component of visual expression and communication as a form of creative intervention, a factor
of human development in the cultural practice of everyday life.

- Mobilize theoretical and practical knowledge capable of responding to the application of interdisciplinary
practices and the aesthetic rigor of interfaces in the construction of interactive multimedia installations,
performances and happenings.

Learning Outcomes of the Curricular Unit (Lim:1000)

- Apply canons of representation and formal organization schemes in the composition of a digital discourse
through incursions, in the aesthetic-visual context, in the domain of graphic programs.

- Master the processing of digital images and the creation of synthesis (2D and 3D), animation of still and
interactive images.

- Have skills a critical knowledge that formulates an enlightened, safe and solid judgment about the most
diverse aesthetic tendencies of digital art and its most plural and diversified modes and expressions.

- Promote the component of visual expression and communication as a form of creative intervention, a factor
of human development in the cultural practice of everyday life.

- Mobilize theoretical and practical knowledge capable of responding to the application of interdisciplinary
practices and the aesthetic rigor of interfaces in the construction of interactive multimedia installations,
performances and happenings.
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Syllabus (Lim:1000)

| - Avant-garde manifestations of digital representation and their implications in the artistic environment.
1.1 The context of digital culture.

1.2 Connections between art, technology and science.

1.3 Cybercultures, manifestos and metaphors.

Il - Scenarios, systems architectures and representation theories.

2.1 Treatment (2D)

2.1.1 Software as an artistic creation tool. Language affinities and correlation of aesthetic tendencies.
2.1.2 Creative randomness in the machine-man partnership.

2.1.3 The concept of crowdsourcing art in the development of collaborative network works.

2.1.4 Figurative Plasticity: collage and digital painting.

2.2 - Treatment (3D)

2.2.1 Creation and Three-dimensional Design of artistic projects: Hyper-realism.

[l Interdisciplinary practices: artistic interventions and their relationships with space and time.

3.1 The interdisciplinary convergence of digital art based on the fusion of the most diverse fields, languages
Jéand media.

3.1.1 Non-linear narratives.
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Demonstration of the syllabus coherence with the curricular units' learning objectives

In structuring the contents, there was a concern to guarantee internal coherence with the various constituent
parts of the curricular unit's program. In this sense, the content approach includes a theoretical aspect
centered on the acquisition of knowledge and on the satisfaction of the objectives that guided the integration
of the curricular unit in the study plan: digital literacy focus on the search for renewed artistic discourses.
There is also a practical aspect focused on the development of skills in artistic creation and intervention using
digital technologies in the context of the training profile of the study cycle.

Teaching Methodologies (Including evaluation; Lim:1000)

Classes take place in two weekly sessions, totaling 06h00. Theoretical-practical exposition of the syllabus
and consequent practical application, exploring the issues and themes addressed. Appreciation of
technical-aesthetic-artistic work, properly guided in face-to-face sessions, in close interaction with creative
practices of digital representation. Interconnection of contents and practices with the elucidation of aspects of
visual discourse in different works, through multimedia presentations, the use of video documents, as well as
complementary readings or research on the Net (compulsory or suggested).

Continuous Assessment (AC) weighting 20% of the final grade. Partial Assessments (AP) 50% of the final
grade. Assessment of Group Work (ATG) weighting 30% of the final grade.

The Final Assessment (AF) has the following formula: AF = ACx20%+APx50%+ATGx30%.
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Demonstration of the coherence between the teaching methodologies and the learning outcomes

In the theoretical sessions, diversified teaching/learning strategies are developed, interspersing expository
presentations with the exhibition of works of art that can be problematized. In this context, the enrichment of
the student's visual culture is encouraged through the deepening of the knowledge of the vocabulary of the
new artistic media with a particular focus on digital environments; and, above all, the capacity for critical
reflection is stimulated, refining the aesthetic judgment and the intensity of the informational content in view of
the purpose of the work and its artistic concept. The practical sessions are intended for the knowledge and
handling of representation platforms and their creative potential. In the initial approach, the expression line is
made known, the representation potential and its flexibility in the form of use are explored. Subsequently,
students consolidate their knowledge more persistently in the digital laboratory by exploring a wide range of
exercises that evoke the applicability of multiple techniques of artistic creation. At the same time, students are
invited to carry out group work throughout the semester. In a first phase, the outlines of the work are made
known, the references that ensure sustainability and the vocabulary to be used. Then, several experiments
are carried out in order to speed up the knowledge of the artistic discourse and its potential. The progress of
the work is monitored during the semester, culminating in its public presentation.
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