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e exigéncia médios.
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academic course as it is

a subject with a mid-range
degree of complexity

and requirement.



PROGRAMA CURRICULAR
COURSE UNIT CONTENT

1 — Objetivos de Aprendizagem
Intended learning outcomes

Em oficina multimédia os alunos irdo adquirir conhecimentos e praticas, questionar conceitos e
tecnologias, e apropriar-se de linguagens para a prototipagem de projectos interativos.

Através de praticas laboratoriais, os alunos aprenderao as nogdes basicas da computacéo fisica
para criar projectos interactivos — utilizando o microcontrolador como input e como output e
trabalhando com artefactos sensiveis lendo dados do mundo exterior e construindo interfaces
tangiveis — possibilitando assim criar objectos expressivos com matéria-prima como som, luz,
cores e temperatura, entre outros. Adicionalmente, os alunos irdo explorar aplicagdes criativas
da fabricagdo digital compreendendo a utilizagdo do computador na fabricagdo de objectos,
recorrendo a tecnologias subtractivas como a CNC e de tecnologias aditivas como a impresséo 3D
para desenhar e fabricar objectos originais no &mbito das artes multimédia.

In this multimedia workshop course students will acquire knowledge and practices, they will
question concepts and technologies, and appropriate languages for prototyping interactive
projects.

Through laboratory practices, students will learn the basics of physical computing to create
interactive projects — using the microcontroller as input and as output and working with sensitive
artifacts reading data from the outside world and building tangible interfaces — making it possible
to create expressive objects with raw material such as sound, light, color and temperature, to name a
few. Additionally, students will explore creative applications of digital fabrication including computer
use in objects fabrication, using subtractive technologies such as CNC and additive technologies
such as 3D printing to design and prototype original objects in the scope of multimedia arts.

2 — Conteudos Programaticos
Syllabus

Na unidade curricular de Oficina Multimédia sdo proporcionadas referéncias e experiéncias
introdutdrias para que os alunos venham a conhecer e explorar praticas criativas emergentes
articulando os conceitos que pretendem implementar nos seus projectos com interatividade,
fabricagdo, computacao e a relagdo com o espacgo.

Serdo explorados cenérios para prototipagem com a utilizagdo de sensores e actuadores para
criar experiéncias interativas e para encontrar recursos e solugdes para diversos tipos de problemas
e propostas, passando pela introdugdo a comunidade dos makers e dos artistas digitais, e as
ferramentas e recursos em crescimento em torno da computagéo fisica, como o desenvolvimento
de competéncias na programacédo do Arduino. Neste sentido, os alunos vao aprender a abordar
problemas de computacao fisica e serdo capazes de continuar num caminho autodidata neste campo.

In this Multimedia Workshop course, references and introductory experiences are provided so
that students can learn and explore emerging creative practices by articulating the concepts they
intend to implement in their projects with interactivity, fabrication, computation and the relation
with space.

Prototyping scenarios using sensors and actuators will be explored to create interactive
experiences and to find

resources and solutions for a diverse problems and proposals, including introduction to the
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makers and digital artists community, and growing tools and resources in physical computing, such
as the development of skills in Arduino programming. In this sense, students will learn to address
physical computing problems and will be able to continue on a self-taught path in this field.

3 — Metodologias de Ensino e Avaliagao
Teaching and Evaluation Methodologies

A concretizagdo do programa faz-se através de praticas laboratoriais com conteutdos teérico-
praticos apresentados nas aulas em médulos de duas sessdes: 1. Conceito — apresentacgéo e
discussdo em torno de exemplos e referéncias de trabalhos de artes digitais e novos media para
estudo; 2. Exploracgdes praticas — demonstragdes, experimentagao das tecnologias — na aula ou
em visitas de estudo.

A avaliagdo sera continua, valorizando a participagdo dos alunos nas aulas, a exploragéo da
prototipagem individualmente e em grupo, e a publicagdo dos seus contetidos numa plataforma
online da unidade curricular, incluindo:

1. Documentacéo das experiéncias realizadas;

2. Ensaio sobre um trabalho seleccionado, com uma perspectiva critica no que respeita ao uso
das tecnologias nas artes digitais e novos media;

3. Participagéo nas discussdes na aula e publicagdo de exploragdes praticas e de comentarios
com fundamentacéo na plataforma online da unidade curricular.

A avaliagdo incide sobre os seguintes componentes (Cf. RACCE):

— Avaliacéo continua (AC) — Constituida pela assiduidade e participagdo nas aulas;

— Avaliagdo periédica (AP) — Constituida pelos trabalhos realizados ao longo do semestre
e pelo projecto final dirigido para as areas de interesse do estudante, integrando os contelidos
abordados acompanhado de dossier e blog;

— Avaliac3o final (AF) — Consiste na apreciagao e discussdo oral do projeto final e dos trabalhos
realizados ao longo do semestre.

Caso o aluno seja dispensado da avaliagdo final, a classificagéo final (CF) sera expressa pela
seguinte formula:
CF=0,20x AC + 0,80 x AP

Caso o aluno nao tenha obtido um minimo de dez valores na sua avaliagéo peridédica devera
apresentar-se a avaliagéo final (AF).

Nesse caso a classificacéo final (CF) sera expressa pela seguinte formula:
CF=0,20 x AC + 0,60 x AP + 0,20 x AF

N&o sdo admitidos a avaliacéo final os estudantes com indicagdo NA (Ndo Avaliado) e com
classificacdo resultante das avaliagdes periddicas e continua inferior ao valor minimo que permita
a obtencéo de 9,5 (nove e meio) valores na classificagdo final.

Assessment

The program is carried out through laboratory practices with theoretical-practical contents
presented in class in modules of two sessions:

1. Concept — presentation and discussion around examples and references of works of new
media and digital arts for study; 2. Practical explorations — demonstrations, experimentation of
technologies — in class or on study visits.

The assessment will be continuous, valuing student participation in class, exploring prototyping
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individually and in groups, and publishing their contents in the course online platform, including:

1. Documentation of experiments done;

2. Essay on a selected artwork, with a critical perspective regarding the use of technology in
new media and digital arts;

3. Participationin the discussions in class and publication of practical explorations and comments
on the course online platform.

The evaluation focuses on the following components (Cf. RACCE):

— Continuous assessment (AC) — Constituted by attendance and participation in class;

— Periodic evaluation (AP) — Consisting of the work carried out during the semester and the
final project focused on the areas of the student interest, integrating the syllabus contents and a
blog;

— Final Evaluation (AF) — Consists of the oral assessment and discussion of the final project
and the work carried out during the semester.

If the student is exempted from the final evaluation, the final classification (CF) will be expressed
by the following formula:
CF=0.20x AC + 0.80 x AP

If the student did not achieve a grade of ten out of twenty (10/20), or more, within his/her
periodic evaluation (PA), he/she must submit to the final evaluation (FA).

In this case the final classification (CF) will be expressed by the following formula:

CF=0.20x AC + 0.60 x AP + 0.20 x AF

Students without class assessment during the semester and with a final grade below 9,5 (nine
and a half) are not admitted to the final assessment.
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