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Prerequisites

To attend these studies, the general prerequisites of the MA degree on Humanities and Digital Heritage are
necessary. In general, the student should have already some studies at BA-level on Humanities and / or Social
Sciences disciplines. The course can also be useful to computer science graduates who want to specialize in
the use of digital technologies in the field of Humanities and cultural studies, although they do not have
previous experience on Humanities nor Cultural studies. Familiarity, at use level, with computers and standard
office software is required. Although not mandatory, prior training, at a basic level, in the use of computerized
databases, computer-assisted cartography, digital photography and statistics is recommended. The basic and
reference bibliography is in English, as well as the software to be used. Knowledge of English at the level of
specialized reading is therefore recommended.

Objectives and Contextualisation

This module pretends to enter to the alumnado in the integral planning of projects of cultural innovation and of
humanities in some fully digital surroundings. They provide the materials and the methods that allow to
schedule the project using digital tools, determining the potential public, the accessibility to the cultural data,
humanistic, patrimoniales for all the population, his territorial and institutional field and the social agents
involved. Special emphasis loans in the budgetary part, possibilities of public finance and/or private, in the
strategies of communication and juridical frame, in management of human and political resources of marketing.

The ultimate goal is for students to be able to design a viable digital cultural project, structured in all its
aspects, as well as to implement it in the form of a formal proposal and public presentation.



Learning Outcomes

1.

2.

10.
11.

CAO01 (Competence) Explain the technology on which a digital project of cultural interest is based that
solves a specific sociocultural problem or challenge.

CAO02 (Competence) Solve the technical problems that may arise in the digital implementation of a
cultural project.

CAO03 (Competence) Evaluate the information content of the digital project so that it fits the learning
needs of different types of audiences.

KAO01 (Knowledge) Indicate the legal and regulatory framework in terms of heritage and intellectual
property that a digital project must comply with.

KAO02 (Knowledge) Identify the most appropriate and efficient digital technologies to solve a given
problem and match budget availability.

SAO01 (Skill) Analyse the regulatory requirements (UNESCO and ICOMQOS) for the virtual reconstruction
of heritage elements.

SAO02 (Skill) Design prototypes of digital projects in cultural matters adapted to needs, regulations and
budgetary availability.

SAO03 (Skill) Calculate the costs of designing and implementing a digital cultural project from an initial
prototype.

SA04 (Skill) Design objective methodologies for the evaluation of the benefits of the introduction of
digital applications in museums and cultural centres.

SAO05 (Skill) Identify the drawbacks that digital technology may have when used in the digital project.
SA36 (Skill) Develop digital projects that integrate the gender perspective in all phases, from
conceptualisation to implementation and evaluation.

Content
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Typology of digital cultural projects

Prototyping cultural and humanistic products: design thinking

Success models of digital cultural projects

Financing and sustainability of digital cultural projects.

Legal conditions of digital cultural projects: copyright and reproduction rights
Marketing and branding of digital cultural products

Evaluations of digital cultural projects

Planning and economic viability of cultural projects

Project structuring, writing and presentation

Activities and Methodology

Title

Hours ECTS Learning Outcomes

Type: Directed

Explanation of the theoretical bases 36 1.44 CAO03, KA01, SA01, SA02, SA04, SA36, CA03

Type: Supervised

Case discussion 12 0.48 CAO01, CA02, KA02, SA05, CAO1

Individual and group tutoring 13 0.52 CAO03, KA02, SA02, SA04, SA36, CA03




Type: Autonomous

Development of the prototype of a cultural 81 3.24 CA01, KAO1, KA02, SA01, SA02, SA03, SA04, SA36,
project CAO01

® Guided activities: theoretical classes with an explanation of the theoretical and methodological
foundations for the creation of a digital cultural project.

® Supervised activities: Seminars of critical discussion of digital projects Individualized and group
monitoring the activities and work entrusted and to apply the knowledge and skills acquired in the final
assignment of the module.

® Autonomous activities: Elaboration of the prototype of a cultural project that uses computer technology
at some point in its design, implementation or evaluation.

Annotation: Within the schedule set by the centre or degree programme, 15 minutes of one class will be
reserved for students to evaluate their lecturers and their courses or modules through questionnaires.

Assessment

Continous Assessment Activities

Title Weighting Hours ECTS Learning Outcomes
Active participation in class 20 1.6 0.06 CAO01, CAO03, SA05, SA36
Final project report 40 3.2 0.13 CA02, KAO1, SA01, SA02,

SA03, SA04, SA36

Project development (proposal, monitoring and oral 40 3.2 0.13 CAO01, KA02, SA02, SA05, SA36
presentation)

1. Participation and attendance in class, tutorials (20% of the final grade)

2. Development of a digital-based cultural prototype (project) (40% of the final mark) It will consist of the
presentation and discussion of the initial idea, follow-up in seminars of the realization of the different
aspects of the project and final oral presentation in class. Each step in the development of the project
will require the preparation of files and follow-up reports. The project may be a prospective study that
assesses the need to apply any digital technology in the field of humanities or cultural heritage studies
or a practical application of one or more of the techniques explained throughout the Master's with the
students' own data . The project can be developed exclusively within the framework of the module or,
after assessment by the teaching staff of the module, it can be related to the activities carried out in the
external practices of the Master's or with the Master's Final Project.

3. Final report of the project (40% of the final mark) The final report model and the guidelines for its writing
will be available on the module's Moodle from the beginning of the course.

At the time of completion/delivery of each assessable activity, the teaching staff will inform via Moodle of the
procedure and date of review of the qualifications. The student will receive the grade of Not Assessable as
long as she/he has not delivered the files and follow-up reports or presented the requested cultural project. In
the event that the student commits any irregularity that could lead to a significant variation in the grade of an
assessment act, this assessment act will be graded with 0, regardless of the disciplinary process that may be
instituted. In the event that several irregularities occur in the evaluation acts of the same subject, the final
grade for this subject will be 0.

This subject/module does not incorporate single assessment.
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Software treated and recommended throughout the different modules of the Master.

Groups and Languages

Please note that this information is provisional until 30 November 2025. You can check it through this link. To
consult the language you will need to enter the CODE of the subject.

Name Group Language Semester Turn

(SEMm) Seminars (master) 1 Catalan/Spanish annual afternoon
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