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School of Education 
Course Unit Syllabus 	
 
Level of qualification:  
First cycle (EQF level 6) - Bachelor  
Study cycle:  
Audiovisual and Multimedia 
 

Course Unit: 901032 – Innovation and Creativity Project 
Year 3 Semester 6 ISCED Code: 213 ECTS: 7 
 
Tipe of Course Unit: Compulsory 
 

 
Delivery Mode: Face-to-face 

 

 
Language of Instruction: Portuguese  

 
COURSE COORDINATOR: Carlos Manuel Luzia Alcobia 
HOURS OF WORK 

TOTAL 
HOURS 

Contact Hours 
Hours in 

autonomous 
work Theory Theory and 

practice  

Practical 
and 

laboratory 
work 

Field 
work Seminar Internsh

ip 
Tutorial 

guidance  Other 

175       15 30                               80 
 
Prerequisites (if applicable): n/a 
 
LEARNING OUTCOMES (knowledge, skills and competence) 

This CU aims to establish the adequacy and application of the BA training contents to the innovation requirements 

that exist in the Audiovisual and Multimedia sector. 

In this sense the learning objectives of this UC are: 

a) Enable an in-depth understanding of the current positioning of organizations operating in this sector, and 

challenges and opportunities they face; 

b) Establish State of the Art analysis regarding innovation in the AV and Mult. sector; 

c) Develop a project oriented culture that enables students to intervene on the needs framework in existence within 

the sector; 

d) Application of the academic, technical, and scientific knowledge obtained previously and through real events 

simulation, and following the same approach "Learning by doing" that constitutes the methodological matrix of this 

course; 

e) To channel the learning developed in the CU for the preparation of the curricular internships that follow, constituting their 
preparatory anteroom. 

CONTENTS 

The programmatic contents that constitute this CU shall be developed in a "Learning by doing" approach, and in 

order to guarantee a closer proximity to the reality that organizations face. The following topics are the 

programmatic contents of this CU: 

a) Innovation models and cycles; 

b) Innovation in the Audiovisual and Multimedia Sector - Analysis and discussion of national and international case 

studies; 

c) Qualitative research - Ethnographic research and Grounded theory; 

d) Identification of explicit and latent needs; 
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e) Forecast models and trend analysis; 

f) Interpretation, ideation, and communication in an organizational context; 

g) Prototyping, iteration, and validation of concepts; 

h) Systematization and documentation of innovation processes; 

i) Communication and leadership in the organizational context; 

j) Dissemination of innovative practices within the organization - constraints and implementation strategies; 

k) Preparatory seminar for curricular internships 

DEMONSTRATION OF THE CONTENTS COHERENCE WITH THE COURSE UNIT’S LEARNING OUTCOMES 

The proposed program contents aim to provide students with analysis tools and for intervention within the 

organizational context. Built around a project based approach, where case studies are the starting points for 

solving proposed problems, the program contents seek to address the various stages of the innovation cycle within 

organizations, providing a set of relevant competencies for students' affirmation in organizational contexts. 

Leadership, intrapreneurship, and communication are examples of these skills that aim to qualify students' entry 

into the job market. 

Focusing on innovation processes within the Audiovisual and Multimedia sectors, this discipline contents provides 

a matrix of useful knowledge in other areas of activity. Finally, these contents aim to prepare the student for the 

curricular internship, adapting their expectations and competences to the constraints and opportunities that exist 

within the organizations. 

TEACHING METHODOLOGIES 

The methodological devices foreseen for this CU privilege cohesion with the overall purposes of the degree. The 

"Learning by doing" approach is reinforced by the laboratory structure of the CU, a practice and project based 

attitude that focuses on students' simulation of real problems and knowledge application within the organizational 

context. 

The "Learning by doing" methodology is complemented by ethnographic research and grounded theory, which 

aims to provide students with an in-depth understanding of the mechanisms underlying the innovation process 

within the organization. 

Projects wich act as learning laboratories, combining the acquisition of knowledge by practice, encourage 

experimentation, and encourage the use of abductive reasoning. 

According to the Internal School Regulations of the 1st Cycle Courses of Instituto Politécnico de Beja, Article 9 (b), 

(d), (g) and (i), evaluation elements will be individual and / or collective projects. 

DEMONSTRATION OF THE COHERENCE BETWEEN THE TEACHING METHODOLOGIES AND THE LEARNING 
OUTCOMES 
Recent economic, social and technological transformations have reinforced the role of higher education 

institutions as knowledge and skills producers aimed to respond to the needs of innovation in companies, 

organizations and Society in general. These transformations, however, pose new challenges to HEIs on how to 

position themselves in relation to their environment, with the need to adapt the training offer in order to respond the most 
pressing needs of their students' future employers. This repositioning allows for the creation of a laboratory 

dedicated to the experimental training in Audiovisual and Multimedia. 

Taking as a starting point the processes of innovation and the organizational culture, this CU privileges the training 

of abductive reasoning ("design thinking"), promoting the balance between analytical and intuitive thinking, and 

stimulating the continuous formulation of hypotheses and the synthesis of solutions in the constant search for 

validation to solve concrete problems. 

Within a project design methodology, based on the "Learning by doing" approach, which enables CU and the 

course to better adapt to the pace of contextual change, better prepare students for a qualified entry into the job 

market, and by offering approximations to real situations and understanding how they can bring added value to the 
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organizations where they are inserted. Such way of teaching, based on the practical application of concepts and 

theoretical frameworks, is the best response to the preparation of these students in the framework of 

transformation mentioned above. 

A strong qualitative methodological component, centered on the teachings of Grounded Theory and Design 

Thinking, constitute the backbone of this design practice that addresses "real life" issues that affect the process of 

innovation within organizations. In addition, it is intended that the methods that complement and implement this 

methodological approach accompany the most current models of training in entrepreneurship and softskills, 

focused on the test, validation and acceleration of ideas and business (Eric Ries), customer development ( Steve 

Blank), user experience (Donald Norman), business model design (Alex Osterwalder and Yves Pigneur), focused on 

the continuous iteration and test value propositions based on the validation next to the user's 

In summary, this CU of Innovation and Creativity Project applied to Audiovisual and Multimedia, is a space for 

learning and testing of professional practice. Based on a learning by doing project methodology, the UC provides 

students a deep understanding and involvment in issues related to innovation development within organizations, 

from ideation, prototyping, validation and subsequent communication and intra-organizational acceptance. It also 

provides the link between the knowledge, skills and other content acquired during the degree to the requirements 

and expectations of the curricular internship and future professional challenges. 

EVALUATION METHODS 

According to the Internal School Regulations of the 1st Cycle Courses of Instituto Politécnico de Beja, Article 9 (b), 

(d), (g) and (i), evaluation elements will be individual and / or collective projects. 
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