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Description

This course focuses on the technical expertise and business components of print and
digital production. Students create production-ready files across various analog and
digital ecosystems—including mobile and/or print devices—using project management
protocols and industry-standard software. The course provides a profound study of new
design-driven business ideas spurred by evolving technologies in the graphic design
industry. Students learn why collaborative thinking is the new competitive advantage in
global business. In addition, they discover how to use the latest communication tools to
streamline their business models—from financing and pitching ideas to marketing and
manufacturing.

Justification

When discussing digital ecosystems, we enter a wide range of possibilities for
marketing products, brands, or companies. The development of a digital ecosystem
allows users to effectively position their projects against the competition. It is therefore
essential that the contemporary graphic designer acquire the basic skills necessary to
engage in the digital and aesthetic development and creation of brands, products,
companies, projects, etc. With the help of a plan, creativity, and proficiency in digital
media, this course provides aspiring graphic designers with the tools to collaborate on
coordinating the best strategies and, in turn, effective marketing, advertising, and visual
communication campaigns for each project, tailored to the needs of diverse users.

COMPETENCIES

The course develops the following competencies in students:



Communication
Innovation and Entrepreneurship
Ethical Reflection

OBJECTIVES

Upon completion of the course, students will be able to:

1.

Develop a vocabulary that allows them to describe and contextualize global
graphic productions aimed at a variety of cultures through infographics.

2. Apply creative solutions using various graphic and digital media to streamline
business models.

3. Apply their knowledge to different digital ecosystems.

4. Demonstrate the ability to create designs and graphic productions that effectively
meet users’ needs.

5. Develop a comprehensive understanding of the competencies common to digital
expression, including flexibility in responding to feedback and respect for diverse
corporate identities in the digital world.

6. Be familiar with graphic files that contain transparency information (alpha
channels), topography (normal mapping), and distortion (“displacement
mapping”).

Content:

Theory and Context

A. Graphic design applied to conceptual creation and representation

1. Functional and practical considerations in graphic design,
content strategies, and relevance

Infographics

Website

Branding

Digital media

Digital channels: blogs, websites, social media, apps
SEO structure and SEM strategy
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g. Usability testing

h. Designing for the digital ecosystem. Identifying
needs.

i. Project management and customer service

I. Design and creation of digital ecosystems

A. Types of Digital Ecosystems
1. Businesses
2. Products or services
3. Segments or customers

I. Research and integrated practice
A. Research for graphic production within the digital ecosystem
1. Concept, aesthetics, and content development.

Research on ecosystems
Transdisciplinary research
Consumer characteristics
Ethical and Legal Issues: Plagiarism, copyright,
trademarks, errors, and misleading information
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2. Identification and selection of design process alternatives.

Contextual research: concept, users, clients.

Research, analysis, and experimentation in graphic design
to meet the needs of clients and/or users within the
established ecosystem.

Description and analysis of needs and/or users

Functional considerations

e. Specifications, attributes, and limitations
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[l. Practical workshops and individual creation

1. The graphic design process for the digital ecosystem, from needs
assessment, conceptualization, and visualization of ideas to
development

Idea, concept, aesthetics, visual communication, and creation
Usability testing

Visual documentation

Consistency and effectiveness
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2. Final proposal of graphic design concepts for a business idea
or startup project.

a.
b.

C.

d.

METHODOLOGY

Design development.

Business model development

Management and presentation of designs and proposals -
Pitching the proposals

Drafting of supporting materials: Title, concept, potential
market, etc.

Presentation of business model concept(s),

supporting designs, and financing proposals

Content portfolio development

The following active learning strategies are recommended:

Seminars

demonstrations
e Presentations

Challenge-Based Learning (CBL)
Collaborative learning

Coaching or modeling for learning procedural content and audiovisual

ASSESSMENT
Compositions 5%
Participation 30%
Midterm exams 40%
Oral presentations 5%
Project or Exam (Final Assessment) 20%
TOTAL 100%

Student Learning Assessment

The institutional assessment rubric is applied to the core activity of the course.
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Reasonable Accomodation

For detailed information on the process and required documentation, please visit the
appropriate office. To ensure equal opportunity, in compliance with the ADA (1990) and
the Rehabilitation Act (1973), as amended, any student who requires Reasonable
Accomodation or special assistance must complete the process established by the
Vice-Presidency for Academic Affairs.

ACADEMIC INTEGRITY

This policy applies to all students enrolled at the Universidad del Sagrado Corazén to
take courses with or without academic credit. A breach of academic integrity is any act
or omission that fails to demonstrate the honesty, transparency, and responsibility that
should characterize all academic activity. Any student who violates the policy on
honesty, fraud, and plagiarism is subject to the following sanctions: a grade of zero on
the assessment and/or having to redo the seminar assignment; a grade of F(*) in the
seminar; or suspension or expulsion, as established in the Academic Integrity Policy
document effective November 2022.
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