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DISTRIBUTION OVER THE ACADEMIC YEAR II SEMESTER

EDUCATIONAL OBJECTIVES AND EXPECTED RESULTS
The Digital Cultures course will focus on video game art and new media art, examining their emergence and development through the activities of their principal exponents.
Through the design of interactive cultural maps developed with the yEd Graph Editor software, the Instructor will facilitate the students' understanding of the design and
aesthetic significance of various interactive works in video game art and new media art. In a similar vein, students will be required to develop an interactive cultural map on the
artists designated by the Instructor, to be presented at the examination and monitored by the Instructor throughout the Course, with up to 5 (five) design assessments.
Furthermore, students will be expected to study the reference bibliography in conjunction with the instructional materials uploaded to the designated institutional portal. In
accordance with the specificities of the Course of Study, the Instructor aims to achieve the following educational objectives through the teaching of Digital Cultures: 1.
Proficiency in the design and aesthetic characteristics of new media art and video game art; 2. Design of cultural maps to provide tools for the analysis and understanding of
artistic and aesthetic phenomena in a visual and interactive manner; 3. Development of analytical skills and understanding of the differences between aesthetic-cultural
production through video games and communication through gaming experiences.

K n o w l e d g e  a n d
understanding

Through the exploration of the most significant aesthetic and cultural phenomena associated with new media art and video game
art, the course will provide the necessary tools to understand the distinction between graphic production and aesthetic-cultural
production utilizing multimedia languages.

A p p l y i n g  k n o w l e d g e
and understanding

Contemporary practice necessitates a degree of diversification in the application of acquired knowledge across various
professional domains. In a graphic design studio and/or artistic context, students will be able to discern the different production
types and, consequently, adapt their expertise to diverse application contexts.

Making judgements
By adapting to various production contexts, students will acquire the necessary autonomy of judgment to comprehend the diverse
methodological, organizational, and critical perspectives of artistic-aesthetic and production phenomena.

Communication skills
The student, having acquired the knowledge described above, will be able to engage with the production system and/or the artistic-
cultural system and contribute effectively in various contexts.

Learning skills
The student will have developed the necessary skills to understand the evolution of artistic and/or purely productive phenomena and
will be able to disseminate them accurately, utilizing traditional and/or technological systems.



CONTENTS

The following list of lessons may be subject to modifications and adjustments as necessary: 1. Course Presentation; 2. yEd Graph Editor; 3. New
Media Art; 4. Machinima; 5. Game Modifications; 6. Video Game Festivals and Museums; 7. The Italian experiences of new media art; 8. The
Italian experiences of video game art; 9. Art in Augmented Reality (AR); 10. Communication through gaming experiences; a maximum of 5 design
assessments of the interactive cultural maps created by students for the final examination. The contribution of one or more 'industry professionals'
may be anticipated through webinars.

ADOPTED
METHODOLOGY

[X] In Person
Lectures and potential support from one or more sector professionals through webinars. A maximum of 5 (five) design reviews of the interactive
cultural maps created by the students for the final examination

ASSESSMENT
METHODS

Students will be required to develop an interactive cultural map of the artists designated by the instructor, which will be presented during the
examination. The assessment during the Course will be instrumental in facilitating the evaluation of the Candidate during the final examination,
accounting for one third of the final grade. Furthermore, students will be required to study the reference bibliography in conjunction with the
educational materials uploaded to the designated institutional portal. During the final examination, the student will be required to respond to the
Instructor's inquiries regarding the studied bibliography and the educational materials uploaded to the institutional portal. Each of the two
aforementioned parties constitutes an additional third (1/3) for the final vote.
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