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Caraterização da Unidade Curricular / Characterisation of the Curricular Unit

Designação da Unidade Curricular / Curricular Unit:
[3181200373] Laboratório Arte e Multimédia II 
[3181200373] Art and Multimedia Laboratory II

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, Multimédia

Ano Curricular / Curricular Year: 3

Período / Term: S1

ECTS: 6

Horas de Trabalho / Work Hours: 0162:00

Horas de Contacto/Contact Hours:

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

(TP)
Teórico-Práticas/Theoretical-Practical:

0000:00
(OT) Orientação Tutorial/Tutorial
Orientation:

0000:00

(P) Práticas/Practical: 0090:00 (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

[2057] José Manuel De Almeida Pereira [2175] Pedro Manuel Dos Santos Neves Rito ;

Outros Docentes / Other Teaching

[2057] José Manuel de Almeida Pereira 

[2175] Pedro Manuel dos Santos Neves Rito 
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Learning Outcomes of the Curricular Unit

Learning outcomes of the course unit At the end of this course unit the student should be able to: Apply
interactive narrative development models and techniques to various artistic contexts; 
Mobilize production methodologies and other technical and technological knowledge necessary for the
production of projects in the area of digital narratives; 
Proficiently use tools and platforms suitable for the development of digital narratives (interactive books,
mobile applications, video games, etc.); 
Develop the artistic creation of multimedia installations relating projection devices and display features with
space / context; 
Harmonize the use of technologies for artistic purposes in the configuration of participatory works and the
space for the intervention of the spectator.  
 

Learning Outcomes of the Curricular Unit (Lim:1000)

Learning outcomes of the course unit At the end of this course unit the student should be able to: Apply
interactive narrative development models and techniques to various artistic contexts; 
Mobilize production methodologies and other technical and technological knowledge necessary for the
production of projects in the area of digital narratives; 
Proficiently use tools and platforms suitable for the development of digital narratives (interactive books,
mobile applications, video games, etc.); 
Develop the artistic creation of multimedia installations relating projection devices and display features with
space / context; 
Harmonize the use of technologies for artistic purposes in the configuration of participatory works and the
space for the intervention of the spectator.  
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Syllabus (Lim:1000)

1. Digital narratives 
1.1 Characteristics and potentialities 
1.2 Transmediation 
1.3 Interactivity 
1.3.1 Traditional Formats and Interactivity 
1.3.2 Interactive digital narratives 
1.3.3 Video Game Narratives 
1.4 Tangible Interfaces 
1.4.1 Current programming trends in the field, including video games and other creative uses 
2 Interactive Installations 
2.1 Installation Context in New Media Art. 
2.2 Interactive multimedia installation as a multidisciplinary approach in creating of an immersive
environment: multi-projection structures, projection mapping, nonlinear narratives, and creative database
access. 
2.3 Tangible interfaces and open hardware: principles of safety and ergonomics; electronics principles
(concepts, laws, diagrams, variables, conditional causes); physical computing (integrated circuits,
microcontrollers, devices); analog inputs and outputs; device programming (concepts, structures); motors;
communication procedures. 
 

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

In structuring the contents, there was a concern to ensure an internal consistency with the various constituent
parts  of  the  curricular  unit's  syllabus.  In  this  sense,  the  content  approach  contemplates  a  theoretical
perspective 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 with a view to seeking renewed artistic
discourses.  There  is also a practical  aspect  focused  on the development  of creative  skills  and artistic
intervention using digital technologies in the context of the training profile of the study cycle. 
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Teaching Methodologies (Including evaluation; Lim:1000)

The contents and skills will be worked on based on a design methodology, valuing research, technical and
artistic work, properly guided in face-to-face sessions, in close interaction with presentation, discussion and
reflection on digital representation practices. In autonomous work, students must deepen concepts, ideas and
techniques that enhance the development of a collaborative project. It is intended to provide the student with
a close dialogue with significant learning contexts, which may involve sessions outside the school or with
guests. 
Evaluation: 
Proposal for a pre-project for a digital narrative (25%) Continuous assessment (35%). Development of
interactive installations (40%). 
Assessment in Special Regime and by Exam 
50% - delivery of a project, integrating product/work and report. 
50% - proof of presentation, discussion and demonstration of skills associated with the development of the
project.

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

In the sessions, diversified teaching/learning strategies are developed, interspersing expository presentations
with the exhibition of works that can be problematized and experimentation in laboratory practices. In this
context, the enrichment of the student's visual and technological culture is fostered through the deepening of
knowledge  of  the  vocabulary  of  new  technological/artistic   means  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 or device. The laboratory
sessions are aimed at experimenting and handling representation platforms in order to explore their creative
potential. Students consolidate their knowledge more persistently in the laboratory with research practices
and their application in the execution of a group project and subsequent public presentation. 
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