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1. GENERAL DETAILS OF THE SUBJECT

Name: AUDIOVISUAL CULTURAL INDUSTRIES

Level: FOUR  Term: First

Type:  Basic  Compulsory                                 Elective subject
Credits (LRU / ECTS): 6 Theoretical credits: 4 Practical credits: 2
Year: fourth

Lecturer: CONCEPCIÓN GIL DÍAZ

E-mail:cgil@eusa.es

2. DESCRIPTION

Course descriptor: This eminently practical course has been analytically designed better than descriptive
and is intended to help you analyze and think creatively and critically about the audiovisual media industries.
The skills you will develop in this course focus on the structural analysis of the audiovisual industries, the
critical analysis of the audiovisual industry discourse, and the habit of staying updated with the audiovisual
industries news; these skills will be helpful for you in a career in the audiovisual media industries. The course
is intended to provide a foundation of the audiovisual industries as an economic and social factor. We will
focus particularly closely on the interrelated industries of television, motion pictures, and new media, as well
as  the  tensions  between  “old  media”  and  “new  media.”  This  course  will  concentrate  on  the  current
contemporary  issues  associated  with  audiovisual  media  industries.  The  key  areas:  television  (“free”  or
broadcast, basic cable, pay cable, satellite and the like), film (cinema and “ancillary” markets – DVD’s, etc.),
“new media,” (including the Internet), media ownership, and government regulatory legislation in different
countries.  Contents: Mass Culture and Culture Industries, the Audiovisual Industry as a cultural industry,
Economic characteristics of audiovisual products, Market structure of the audiovisual industry, Budget and
Financing, and Fan Phenomena and Mass Culture.    

3. SITUATION

PREVIOUS KNOWLEDGE AND SKILLS:

There are no prerequisites for this course.

COURSE REQUIREMENTS:

You are required a professional conduct at any time of the course. 

This course is designed to be interactive and requires the full and active participation of all students,
including: assuming full responsibility for your performance in the course. Coming to class on time and fully
prepared. “Prepared” means that you are expected to have done the assigned reading and reviewed your
notes from the last class before coming to class, apart from following all instructions, including the first one:
read the syllabus carefully.

It is also means fully  participating in all activities and discussions during the class duration in an
active way while being respectful and tolerant toward others. Regular attendance (75% minimum). Keeping
up with the activities in and out class. Reading the due texts. Turning in assignments by the designated time.
Attending tutorials.  Using the new information and Communication Technologies applied to the learning
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process (Therefore, it will be essential for the students to use the Virtual Platform EUSA 2.0.). Presenting
work in class and participating actively in discussions of the work of your classmates. 

Please turn off your cell phones and other electronic devices before entering the classroom.

Remember that you are much more likely to succeed in the course if you start working as soon as
possible.

In exchange for all that, there will be no exams. 

*Important note: This syllabus is subject to change at any time during the semester.

RECOMMENDATIONS:

If you do not understand assignments, readings, etc., it is your responsibility to inform the lecturer. If
you are having difficulty, please contact the instructor early so that you can resolve problems before your
final grade is unchangeable.

ADAPTATION FOR STUDENTS WITH SPECIAL NEEDS (FOREIGN STUDENTS, STUDENTS WITH SOME
KIND OF DISABILITY)

Exceptional situations will be contemplated with prior approval of the Head of Studies.
4. SKILLS
Generic transversal competences
G04. Decision-making: ability to choose right in situations of uncertainty, assuming responsibilities.
G06. Order and method:  ability  for  the organization and timing of  tasks,  performing them in  an orderly
manner, adopting with logical priority decisions in the different audiovisual production processes.
G07. Solidarity consciousness:  solidarity with the different people and peoples of  the planet, as well  as
knowledge of the great cultural currents in relation to individual and collective values and respect for human
rights.
G08. Encouragement of the entrepreneurial spirit.
G09. Promotion of guarantees of equality.

Specific competences
E05.  Ability  to  join  and  adapt  to  a  professional  audiovisual  equipment,  making  compatible  and  even
synergistic their own particular interests and those of the collective project in which it has been incorporated.
E06.  Ability  to  perceive  critically  the  new visual  and  auditory  landscape  offered  by  the  communicative
universe that surrounds us, considering the iconic messages as a result of a determined society, product of
the socio-political and cultural conditions of a determined historical epoch.
E25. Ability to design and communicate own ideas, as well as to work in team and to be able to integrate in a
common project destined to obtain results
E76 Ability to apply techniques and procedures of the composition of the image to the different audiovisual
supports, based on the knowledge of the classical laws and the aesthetic and cultural movements of the
history of the image.
E77 Ability to analyze and define personal creation topics in an innovative way in the field of image that can
contribute to the development and knowledge of audiovisual languages and their interpretation.
E78 Capacity for the use of techniques and processes in the organization of photographic production, as well
as techniques and processes of creation in the field of fixed image in general, in both analog and digital
environments.
E79 Skill  in the application of specific technologies and tools to the development of personal or custom
projects so that the students express themselves through images or audiovisual speeches with the essential
quality, as well as to work in equipment and to be integrated in a common project destined to the obtaining of
results.
                           GENERAL SKILLS AND LEARNING OUTCOMES
- Demonstrate capacity for analysis and synthesis.
- Demonstrate application of theory to practice.
- Demonstrate information literacy skills.
- Demonstrate effective written, oral, and visual communication skills and sensitivities.
- Demonstrate effective critical thinking /problem solving skills.
- Demonstrate life-long learning ability.
- Demonstrate information/technology abilities.
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- Demonstrate ability to act in freedom and responsibility.
- Demonstrate leadership qualities.
- Demonstrate effective citizenship skills.
- Demonstrate reflexive attitude in the exercise of your future work activity as producers, managers or

trainers in the audiovisual media industries.
- Demonstrate capacity building of understanding and intercultural dialogue.
- Demonstrate capacity building of co-operative teamwork and interpersonal relations skills.
- Demonstrate capacity for analysis the different methodologies for studying the media industry: 

structural analysis of industries, cultural discourse analysis, and data visualization. 
- Know how to effectively identify and communicate your understanding of the audiovisual industries

in broader social contexts.
- Be equipped to critically engage with audiovisual industries and intercultural communication and

become more informed consumers of audiovisual products.

TRANSVERSAL COMPETENCES
- Act with freedom and responsibility, assuming ethical standards, values and consistent principles. 
- Develop a critical stance on society to which we belong.
- Being able to apply theoretical and methodological knowledge to own professional practice.
- Identify the main factors involved in the processes of the audiovisual industries.
- Decision-making: ability to hit when choosing under uncertainty, assuming responsibilities.
- Order and method: the ability for the organization and scheduling of tasks, performing them in an

orderly manner with logical priority adopting decisions in the different processes of programming.
- Sense of  solidarity:  solidarity  respect  for different  people  and peoples of  the planet,  as well  as

knowledge of the great cultural currents in relation to individual and collective values and respect for
human rights.

- Knowledge  and  study  of  psychosocial,  cognitive  and  emotional  processes  of  communication.
Knowledge and theoretical analysis of different communication phenomena, with special attention to
its relations with business communication.

- Ability to manage public and organizations and their characteristics.
- Knowing how to relate to the media for better performance.

DISCIPLINARY SKILLS PROFESSIONAL SKILLS
C1. Distinction between the concepts of cultural and
creative  industries,  the  types,  the  relationship
between culture and economy and the way in which
cultural industries conform and affects culture, apart
from the  structural analysis of cultural industries.

C1.  Understanding  of  the  role  of  the  Audiovisual
Sector  as  a  Culture  and  Creative  Industry
contributing to Cultural  Economics and conforming
Culture.   Critical  analysis  of  cultural  industries
discourse.

C2.  Understanding of  the concerns relating to  the
audiovisual  sector  and  the  different  audiovisual
subsectors,  including  the  interrelated  industries  of
television,  motion  pictures,  technology  and  digital
media.

C2. Critical analysis of the audiovisual products as
well  as  the  current  position  of  the  audiovisual
industry  and  its  new  business  model  based  on:
leisure, culture, entertainment, and value chain, and
the role of creativity and innovation.

C3. Study of the various economic features of the
audiovisual  industry  on  the  supply  and  demand
sides.

C3. Analysis  of  the cost  and market  structure,  the
technological  evolution,  intellectual  property  rights
and (de) regulation, the behavior of demand, and the
consumption patterns.

C4. Explanation of the value chain in the audiovisual
industry, including: creation, production, distribution
and exhibition, as well as diffusion.

C4. Critical analysis of the relationship between the
audiovisual  industry  structure  and  cultural
production. Analysis of the relationship between the
producers and audiences.

C5.  Overview  of  the  various  sources  of  funding:
financing  of  the  production  of  films  and  TV
programmes.

C5.  Comparative  analysis  between  the  European
and the U.S financing systems

C6.  Exploration  of  the  proliferation  of  digital  fan
culture as a mediated element of popular culture and
study of the interest of advertisements to the target
audience due to the popularity of actors / celebrities

C6. Critical analysis of television, cinema and music
stars  and fans.  Emphasis  on the celebrity  culture,
the fan culture and fandom, and the role of social
media in fan communities and participatory culture.
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engaged.

                                                        
ATTITUDINAL SKILLS

- Assessment of the audiovisual media and productions and their incidence in the audiovisual industry
in today's society inside and outside Spain.

- Reflection on the context of the current audiovisual industry and its socio-cultural effects on the local,
national and international contexts.

- Deploy a set of critical tools to assess audiovisual productions in its cultural, sensory, technological,
metaphysical, ideological, and industrial intercultural contexts.

- Critique discourses of the audiovisual industries.
- Promotion  of  an  intelligent,  responsible  and  conscientious  production  in  the  audiovisual

consumption. 
- Promotion  of  an  ethical  and  accountable  commitment  in  the  exercise  of  the  audiovisual

communication activity.
- Promotion of initiative and entrepreneurship within the audiovisual communication industry.
- Promotion of intercultural dialogue through the audiovisual industries.

5. OBJECTIVES

             General
- To  prepare  students  to  become  effective  audiovisual  communicators  in  their  personal  and

professional lives.
- To help students better understand the global-local connection in the audiovisual industry.
- To help students understand how culture influences and is influenced by the audiovisual industry. 
- To introduce students in the investigation of the phenomena related to audiovisual industries and

media culture.
- To analyze the interdependencies that occur between media, society and culture, under the contexts

generated by the transformations of contemporary capitalism in mass culture.
- To upgrade the commercial communication baggage of students as future professionals in the field

of audiovisual communication through the information and especially the interpretation, analysis and
critical thinking in relation to the intercultural dialogue culture in today's global society.

- To develop a language related to the relationship between the audiovisual industries phenomena
and mass culture through readings, videos, discussions and the viewing of work.

- To promote a  reflective,  analytical  and critical  thinking in  terms of  the aesthetic,  economic and
industrial dimensions of audiovisual productions in the context of the industrialized, commodified and
globalized culture.

- To value the importance of creativity and innovation in audiovisual languages in order to understand
the manifestations and formats of commercial communication in mass culture.

Specific teaching objectives
Training in the field of emerging audiovisual cultural industries that serves for the development in the
cultural and creative industries sector, as well as the exploration of professional outlets that start
from  the  research  and  the  implementation  of  generated  ideas,  such  as  those  that  may  need
institutions, schools, film libraries, art centers, festivals or publishing companies in relation to the
audiovisual sector.

             Specific

Unit 1
- O1. Understand the meaning and types of cultural and creative industries and the impact of culture
on economy and society.
      Unit 2
- O2. Approach the audiovisual  sector  as  a  cultural  industry, its  subsectors,  media  sources,  new
business model and the importance of creativity and innovation in the sector.
Unit 3
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- O3. Overview the economic characteristics of the audiovisual products focusing on the supply-side
factors and the demand-side factors.
Unit 4
- O4. Understand the market structure of the audiovisual industry.

Unit 5
- O5. Explain the financing of the audiovisual industry, including film and broadcasting finance.

Unit 6
- O6.  Understand  Media  Fan  Culture  and  Celebrity  Culture,  the  creation  of  the  audience  and
participatory cultures.

6. METHODOLOGY AND TEACHING TECHNIQUES 

METHODOLOGY
This course is an  inquiry-based course and has no mid-term or final exam. To a large extent,

students are responsible for their own learning, although we have informal in-class tests to make sure the
reading is not too much for you and that you have been able to both do it and make sense of it.

Attendance  and  full  participation  in  class  are  both  essential  in  order  to  develop  an  active
methodology.

The class is conceived as a place for activities and learning process for the following reasons:
- To discuss the material, share insights that each of us may have had while working through different

materials.
- To present our research to one another. 
- To review the work of others. 
- To develop our abilities to express our thoughts in real-time, engaging in significant discussion and

inquiry. 
- To collaborate  with  each  other  in  the  creative  process and share  the sense  of  excitement  and

empowerment that comes from collectively producing work that you are proud of.

Engagement in the course includes:
- Preparation. You are responsible for your own learning
- Punctuality. 
- Attendance. 
- Discussion. 
- Research. 
- Collaborative and group work.
- Projects and Assignments
- Participation.

IMPORTANT
- Late Assignments will  not  be accepted,  unless you have made arrangements with the teacher

ahead of time.
- Plagiarism and other forms of cheating will not be tolerated and will result in a failing grade for this
course.  Consequently, all  written or audiovisual tasks and projects submitted in this class must be your
original work. If you have any doubt, consult the lecturer before, not after you have included questionable
material. 

TEACHING METHODS
- Classroom lectures and discussions.
- Guided Readings
- Recordings—listening and analysis, film and video examples, demonstrations.
- Case studies.
- Book, article readings and listening assignments.
- Comments on texts, audiovisuals, music videos or documentary films.
- Critical review of compulsory readings.
- Web site—announcements, course material, links, suggested reading.
- Presentations.
- Academic tutorials (on line and face to face).
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TEACHING MEDIA
- PowerPoint
- Multimedia resources
- Websites
- Handouts.
- Virtual platform EUSA CAMPUS VIRTUAL 2.0. 

Required Readings,  Assignments and Projects:  All  of  the required readings are articles,  book chapters,
together with additional references and multimedia resources referred to on the syllabus and they will be
available on the Virtual Platform EUSA CAMPUS VIRTUAL 2.0. 

TEACHING TECHNIQUES

 Master class and discussion Tutorial session  Practical lessons

Visits and trips        Reading test  Others: _______________________

7. LIST OF TOPICS 

1. Mass Culture and Culture Industries
2. The Audiovisual Industry as a cultural  industry
3. Economic characteristics of audiovisual products
4. Market structure of the audiovisual industry
5. Budget and finance of the audiovisual industry
6. Fan Phenomena and Mass Culture        

1.  Mass Culture and Culture Industries
 1.1. Introduction to Culture and related concepts 
 1.2. Mass Culture and Popular Culture
 1.3. Media Culture: Mass Communication, Mass Media, and Culture
 1.4. The Culture Industries, Creative Industries and Culture Economy 
 1.5. Typologies of Culture Industries and Sectors    

DISCIPLINARY COMPETENCES PROFFESIONAL COMPETENCES
C1. Distinction between the concepts of
cultural  and  creative  industries,  the
types, the relationship between culture
and  economy  and  the  way  in  which
cultural  industries conform and affects
culture,  apart  from  the   structural
analysis of cultural industries.

C1.  Understanding  of  the  role  of  the
Audiovisual Sector as a Culture and Creative
Industry  contributing  to  Cultural  Economics
and conforming Culture.  Critical analysis of
cultural industries discourse.

2. The Audiovisual Industry as a cultural  industry

 2.1. Definition of the sector
 2.2. The audiovisual market and subsectors
 2.3. Consumption of audiovisual products
 2.4. Current position
 2.5. Trends and challenges: Leisure + Culture + Entertainment +Value Chain

DISCIPLINARY COMPETENCES
PROFFESIONAL COMPETENCES

C2. Understanding of the concerns relating to
the  audiovisual  sector  and  the  different
audiovisual  subsectors,  including  the
interrelated  industries  of  television,  motion
pictures, technology and digital media.

C2.  Critical analysis of the audiovisual
products as well as the current position
of the audiovisual industry and its new
business  model  based  on:  leisure,
culture, entertainment, and value chain,
and the role of creativity and innovation.

3. Economic characteristics of audiovisual products
       Supply -side factors
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3.1. Cost structure, quality and market structure
3.2 .Market failures
3.3 .Technological evolution, intellectual property rights and (de) regulation
       Demand-side factors
3.4. Demand uncertainty
3.5. Consumption patterns

DISCIPLINARY COMPETENCES PROFFESIONAL COMPETENCES

C3. Study of the various economic features
of the audiovisual industry on the supply and
demand sides.

C3.  Analysis  of  the  cost  and  market
structure, the technological evolution, ,
intellectual  property  rights  and  (de)
regulation, the behavior of demand, and
the consumption patterns.

4. Market structure of the audiovisual industry
       The Film industry

             4.1. Production
             4.2. Film Distribution
             4.3. Exhibitions
             4.4. The Video / The DVD Industry
             4.5. The Fil life cycle

The Broadcasting industry
              4.6. Production
              4.7. Regulation
              4.8. Diffusion and Audience

DISCIPLINARY COMPETENCES PROFFESIONAL COMPETENCES

C4.  Analysis  of  the  value  chain  in  the
audiovisual  industry,  including:  creation,
production, distribution and exhibition, as well
as diffusion.

C4. Critical analysis of the relationship
between  the  audiovisual  industry
structure  and  cultural  production.
Analysis of the relationship between the
producers and audiences

5. Budget and finance of audiovisual products
       Film financing
5.1. Public financing
5.2. Private financing
5.3. Regional / local mechanisms
5.4. National mechanisms
5.5. European mechanisms
       Broadcasting financing

DISCIPLINARY COMPETENCES PROFFESIONAL COMPETENCES

C5.  Overview  of  the  various  sources  of
funding: financing of the production of films
and TV programmes.

C5. Comparative analysis between the
European  and  the  U.S  financing
systems

6. Fan Phenomena and Mass Culture        
5.1. Fan Phenomena and Pop Culture
5.2. Fandom and mass media
5.3. The Celebrity Culture and The Fan Culture    
5.4. Fan Culture, Creation of public and Participatory Culture 
5.5. Fandom, Participatory Culture and Web 2.0

DISCIPLINARY COMPETENCES
PROFFESIONAL COMPETENCES

C6. Exploration of the proliferation of digital
fan culture as a mediated element of popular
culture  and  study  of  the  interest  of
advertisements to the target audience due to
the popularity of actors / celebrities engaged.

C6.  Critical  analysis  of  television,
cinema  and  music  stars  and  fans.
Emphasis on the celebrity  culture,  the
fan culture and fandom, and the role of
social  media  in  fan  communities  and
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participatory culture.

8. REFERENCES

NOTE: 

- Specific literature,  relevant web links and multimedia resources will  be provided in each theme.
Specific  videos  and  web  portals  will  be  adapted  to  the  contents  and  the  characteristic  of  the
students.

- Required  Readings,  Assignments  and  Projects:  All  of  the  required  readings  are  articles,  book
chapters, website links, together with additional references and resources referred to on the syllabus
and they will be available on the platform EUSA CAMPUS VIRTUAL 2.0.

 
GENERAL

BIBLIOGRAPHY

- ARRAZ, V. “Transformación de los modos de consumo audiovisual y de los usos sociales de la
televisión con la aparición de las nuevas pantallas”. (660-670) Actas del II Congreso Internacional
Sociedades Digitales. Icono 14. Revista de Comunicación y Nuevas Tecnologías. Madrid, 2011.

- AULETTA, Ken (2010). Googled: The End of the World as We Know It (New York: Penguin Press,
2010). 

- BARRIOS, L., BISBAL, M., MARTIN-BARBERO, J., GUZMAN, C., AGUIRRE, J. (1999). Industria
cultural: de la crisis de la sensibilidad a la seducción massmediática. (Litterae: Caracas, 1999).

- BUSTAMANTE, Enrique (2002). Hacia un nuevo sistema televisivo: errores y frenos en el camino
digital. (Telos, 2002).

- BUSTAMANTE, Enrique (coor.) Hacia un nuevo sistema mundial de la comunicación. Las industrias
culturales en la era digital. Gedisa, Barcelona. 2008

- BUSTAMANTE, Enrique. (2011). Industrias creativas. Amenazas sobre la cultura digital. (ed. Gedisa,
Barcelona. 2011).

- CAVES, Richard. “Contracts between Art and Commerce” (from Creative Industries, Learn@UW).
- DE  AGUILERA  MOYANO,  Miguel  y  MéNDIZ  NOGUERO,  Alfonso.  La  industria  audiovisual  y

publicitaria  en Andalucía.  Estudios sobre un sector  estratégico.  Servicio  de Publicaciones de la
Universidad de Málaga, Málaga, 2000.

- DURA,  J.  y  SANCHEZ,  L.  (eds.).  Industrias  de  la  Comunicación  Audiovisual.  Universidad  de
Barcelona, 2008.

- FLORIDA,  Richard.  USA  Today  column,  “A  search  for  jobs  in  some  of  the  wrong  places”
(Learn@UW).

- FRANCES,  M.  (coord.  2009).  Hacia  un nuevo  modelo  televisivo.  Contenidos  para  la  televisión
digital. (Gedisa, Barcelona, 2009).

- GIL, J. "Del mundo analógico al digital. (2006).  Posiciones contrapuestas entre industria cultural y
plataformas de usuarios", (en Boletín GC, 15, 2006).

- GITLIN, Todd. “The Problem of Knowing” from Inside Primetime (Learn@UW).
- GITLIN,  Todd.  “Predicting the Undpredictable”  and “The Far Righteous Shake the Temple” from

Inside Primetime (Learn@UW).
- GOLOMBISKY, Kim & HAGEN, Rebecca “What is design?” & “The Scoop on Infographics”.
- GOVIL, Nitin. (2005). “Hollywood’s Effects, Bollywood FX.” In Mike Gasher and Greg Elmer, eds.,

Contracting Out Hollywood: Runaway Productions and Foreign Location Shooting
- GUBAC, Thomas H. (1985).  “Hollywood’s International Market” in Tino Balio (ed.),  The American

Film Industry (Madison: University of Wisconsin Press, 1985), p. 481.
- GUZMAN,  C.  (2012).  Economía  Creativa  e  Innovación.  Industrias  Creativas,  Culturales  y  de

Contenidos Digitales. Las nuevas respuestas. (Saarbrücken: Editorial Académica Española, 2012).
- HAVENS, Timothy and Lotz, Amanda D. (2012). Understanding Media Industries (New York: Oxford

University Press, 2012). 
- HOLT,  Jennifer  “It’s  Not  Film,  It’s  TV:  Rethinking  Industrial  Identity,

http://www.ejumpcut.org/archive/jc52.2010/HoltNotFilmTV/index.htm.
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- HOYT,  Eric.  “The  Future  of  Selling  the  Past:  Studio  Libraries  in  the  21st  Century,”
http://www.ejumpcut.org/archive/jc52.2010/hoytStudioLibraries/index.html

- JOHNSON,  Derek.   “Cinematic  Destiny:  Marvel  Studios  and  the  Trade  Stories  of  Industrial
Convergence”.

- LANHAM (2005). Globalization and Commercial Image Media. (Rowman and Littlefield, 2005). 92-
114.

- LESSIG, Lawrence. (2005) Free Culture: The Nature and Future of Creativity (New York: Penguin,
2005). Downloadable free of cost at http://free-culture.cc/freecontent/

- PORTER, Michael. “The Structural Analysis of Industries,” “Generic Competitive Strategies” (from
Competitive Strategy, Learn@UW).

- STRANGELOVE,  Michael.  (2015).  Post-TV:  Piracy,  Cord-Cutting,  and  the  Future  of  Television.
(University of Toronto Press, 2015). 

- TARAS, Davis. (2015). Digital Mosaic: Media, Power, and Identity in Canada. (University of Toronto
Press, 2015).

-  VV.AA. La industria audiovisual en España 2010. Escenarios de un futuro digital.  Fundación EOI,
Madrid, 20120.

LINKS
-    European Audiovisual Observatory http://publi.obs.coe.int/en/web/obs-portal/publications/2015

9. ASSESSMENT CRITERIA

    Important: These criteria could be eventually modified attending the nature of the group or exceptional
circumstances.

OPTION A

Attendance & Participation (> 75%) (minimum 75%)
(May score up to 10%)

Regular  attendance  (75%  minimum)  and
participation  in  class  discussions  is  the
minimum expectation. Class participation will
be assessed on the basis of engagement with
readings, involvement in discussion and class
facilitation.  Students  will  share  responsibility
for directing discussion of readings.

Activities (Assignments). Individual & Team work.
(30%)

In  class  /  out  class  assignments  both
individual and in pairs or teams. The class will
be divided into  teams that  will  take turns in
presenting and explaining the main arguments
of the day´s readings to the entire class.   

Midterm Project. Team work.  (30%) Team project. 
Final Project. Individual. (40%) Individual project. 
In-class Tests (if required) * * Knowledge and understanding. They can be

eventually  considered  for  some  specific
students, for the final assessment.

Final Project. Individual.  Topic approved by the instructor. Students will prepare a 10 page literature review,
with a minimum of 5 references. A 15 minute presentation is required at the end of the semester.

     OPTION B

Activities (Assignments) (25%) Individual Assignments
Final Project (25%) Individual Project
Final Exam (50%) Knowledge  and  understanding.  Final  test  of  the

contents of the thematic block
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In either case, in option A or in option B, the grade obtained in each of the sections will be considered until
the extraordinary call  for the December (third call)  of the course in question; therefore, in case the
student fails one of the two sections, it would take ALL the theoretical and practical contents of the
subject for successive calls.

In other words, in the SECOND and THIRD calls, the grades of the scheduled tools that have been passed in
previous calls, but in no case a test partial passed will be saved.

NOTES
- At the moment a student who is being evaluated for modality A exceeds 25% of attendance absences, he /

she  will  be  evaluated  by  modality  B,  and  all  the  grades  obtained  in  evaluation  tools  that  are
programmed for modality A and which are not in mode B will cease to be valid.

- It is necessary to pass each of the two parts (theory and practices) to be able to make the average grade
and to pass the subject

- Extraordinary situations or circumstances may be contemplated.
-  The  evaluation  system for  foreign  students  will  be  adapted  to  the  needs  and  requirements  that  are

necessary depending on the duration of their stay and the date of departure to their home universities.
-  Some  components  of  the  evaluation  system  could  be  modified  if  it  becomes  necessary  to  make

adjustments of objectives and / or contents for some reason, depending on the group characteristics, or
due to force majeure reasons.

10. TEACHING ACTIVITIES

ECTS

Lessons (6 * 10)   60
Students´ work (6 * 15)   90
TOTAL (6 * 25) 150

Theoretical
sessions

Practical sessions Activity Exams

Lesso
ns 

Students´
work

Lesso
ns

Students´
work

N
º

Length
Students
´ work

Exams
Students
´ work

Units

Week 1ª 3,0 2,0 1,0 3,0                           Unit 1
Week 2ª 3,0 2,0 1,0 3,0                           Unit 1
Week 3ª 3,0 2,0 1,0 3,0                           Unit 2
Week 4ª 2,0 2,0 2,0 3,0                           Unit 2
Week 5ª 2,0 2,0 2,0 3,0                           Unit 3
Week 6ª 2,0 2,0 2,0 3,0                           Unit 3
Week 7ª 2,0 2,0 2,0 3,0                           Unit 4
Week 8ª 0,0 0,0 0,0 0,0   4,0 16,0             Unit 4
Week 9ª 2,0 2,0 2,0 3,0                           Unit 5
Week 10ª 2,0 2,0 2,0 3,0                           Unit 5
Week 11ª 2,0 2,0 2,0 3,0                           Unit 6
Week 12ª 2,0 2,0 2,0 2,0                           Unit 6
Week 13ª 2,0 2,0 2,0 2,0                           Catch-up
Week 14ª 0,0 0,0 0,0 0,0   4,0                  
Week 15ª 0,0 0,0 0,0 0,0   4,0 16,0            
Week 16ª                    
Week 17ª                                
Week 18ª                                
Week 19ª                                
Week 20ª                                

(A) (B) (C) (D) (E) (F) (G) (H) TOTAL
Horas
Totales

27 24 21,0 34,0 12,0 32,0 150,0

Activities 
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Nº Description
1 Oral Presentation Midterm. Team Project.
2 Oral Presentation Final. Individual Project.
3 Tutorials.
4
5      
6      
7      
8      

Organization 

Theoretical and practical lessons (A)+(C)

Activities developed in the class (E)
48,0
12,0

Exams and test  (G)
Attendance 60
Study (theory and practice) (B)+(D)

Preparation of the activities (F)
58,0
32,0

Study for exams  (H)
Students´ work 90

TOTAL (STUDENTS´ WORK) 150
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