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EDUCATIONAL OBJECTIVES AND EXPECTED RESULTS
The Digital Technologies and Applications 1 course is designed to provide skills and knowledge related to the development of vector graphics, integrating it into the more
general context of Graphic Design. In particular we will work with the most widely used applicative software, Adobe Illustrator. Learners will be equipped with the essential
knowledge and technical skills required to effectively utilize the software. A methodological approach will be fostered to address and resolve design's challenges. The trial of
various techniques and graphic styles will enable participants to refine their critical abilities, with focus on addressing complex and articulated requests.

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

The course will enable participants to understand whether and how to utilize solutions that leverage the potential of vector
graphics for the creation of graphic designs, while being aware of the possibilities and limitations it offers.

Applying knowledge and
understanding

In response to complex requests formulated according to professional models, it is anticipated that the acquired knowledge will
facilitate the attainment of an optimal result, both from a technical and aesthetic perspective.

Making judgements
Upon completion of the course, students will be able to independently select the software tools and functions necessary to
achieve the desired outcome. At the same time, they will be able to assess the validity of the design solution undertaken.

Communication skills
The course will provide constant interaction between learners and the teacher and also between learners themself. The graphic
designs will be shared, and the design solutions undertaken will be publicly explained and justified.

Learning skills
The continuous practice and the constant encouragement to find solutions to complex and articulated requests will allow the
participants to deepen the knowledge they have acquired and to implement it through further studies and analyses.



CONTENTS

Introduction to Vector Graphics - Analysis of the software interface - Fundamental geometric elements - Bézier curves - Drawing and coloring
tools (shapes, colors, gradients, patterns, textures) - gradiant mash - Opacity and clipping masks - Creation and utilization of brushes - Text
management - Image tracing - Exporting and sharing vector files (.ai, .pdf, .svg) and their respective differences - Export to raster format -
Abundances and safety margins

ADOPTED
METHODOLOGY

[X] In Person
The course comprises a structured alternation between formal lectures and guided practical exercises. During the exercises, students will
apply the concepts covered in the theoretical explanations.

ASSESSMENT
METHODS

Evaluation of the assigned exercises (maximum score: 16 points) Administration of a written examination during the penultimate lesson of the
course. Pressure test. (Maximum 10 points) During the examination, an interview will further assess the acquisition of the course content.
(maximum 4 points)
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