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Module organization

Subject Matter ECTS Subject ECTS

HISTORY AND PHILOSOPHY

Year/semester

PHILOSOPHY  6,00 Philosophical 

Fundamentals of 

animation and video 

games. Society and 

culture

 6,00 2/2

HISTORY  18,00 Historical Documentation  6,00 1/1

History of animation, 

video games, comics, 

fantasy and fiction 

cinema

 6,00 1/1

History of literature and 

the audiovisual area

 6,00 1/2

Recommended knowledge

No prior knowledge is necessary, but reading and writing comprehension skills are.
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Learning outcomes

At the end of the course, the student must be able to prove that he/she has acquired the following 

learning outcomes:

R1 To identify the main literary works and its social influence among those worked in the study 

program.

R2 To analyse critically a literary work or audio-visual in such a way that be identified why it is a 

remarkable cultural work.

R3 To list main authors and works of the history of the cinema, literature and animation, work in 

the subject.

R4 To elaborate a chronogram of the historical evolution of the literary and audio -visual world 

referencing their main works.

R5 To differentiate the narrative forms according to the supports and changes of structure 

according to if these are literary, audio-visual or videogame work.

R6 To analyse critically a literary or audio-visual source from the narrative perspective.

R7 To read critically literary works and to reason about their content , expressing these 

reasonings in a written, graphic or oral manner.

R8 To evaluate an audio-visual work from a narrative perspective.
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Competencies

Depending on the learning outcomes, the competencies to which the subject contributes are 

(please score from 1 to 4, being 4 the highest score):

BASIC Weighting

1 2 3 4

Students to be able to gather and interpret relevant data (normally 

within their area of study) to make judgements including a reflection 

about relevant topics of social, scientific of ethic nature.

B3 x

SPECIFIC Weighting

1 2 3 4

To gather information form cultural sources (art, history, cinema, 

literature, …) that can be used as inspiration and contextualization in 

animation and videogames.

E1 x

To apply different aesthetic patterns to the elaboration of animation 

and videogames projects to generate new ideas based upon them.

E3 x

To apply the principles of audiovisual narrative to elaborate different 

plots applicable to animation and interactive products.

E8 x
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Assessment system for the acquisition of competencies and grading 

system

Assessed learning outcomes Granted 

percentage

Assessment method

Written tests R1, R3, R4, R5, R8 50,00%

Reflection papers (essays, text comments, etc) R2, R5, R6, R8 30,00%

Oral tests R2, R5, R7 20,00%

Observations

Attendance and participation will be evaluated through small oral tasks in class, included in the 

20%of the global mark corresponding to this evaluation system.

The exam must be passed (5) in order to have an average mark and pass the subject.

The lack of linguistic correction will be penalized with failure and repetition of that evaluation 

instrument.

 

MENTION OF DISTINCTION:

According to Article 22 of the Regulations governing the Evaluation and Qualification of UCV 

Courses, the mention of "Distinction of Honor" may be awarded by the professor  responsible for 

the course to students who have obtained, at least, the qualification of 9 over 10 (“Sobresaliente”). 

The number of "Distinction of Honor" mentions that may be awarded may not exceed five percent of 

the number of students included in the same official record, unless this number is lower than 20, in 

which case only one "Distinction of Honor" may be awarded. 

M1 Flipped classroom

M2 Participatory master class

The following methodologies will be used so that the students can achieve the learning outcomes of 

the subject:

Learning activities
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M3 Cooperative learning

M6 Project-based learning
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IN-CLASS LEARNING ACTIVITIES

LEARNING OUTCOMES HOURS ECTS

 R2, R4, R7  1,32Active listening, summaries, concept maps 

and/or notes organizing the information and work 

in small groups (Kagan structures) to process 

the received information.
M2, M3

 33,00

 R5, R6, R7  0,76In the flipped classrooms the student will 

undertake video viewing, web browsing, 

readings, questions elaboration and class 

preparation in general, etc (non-on-site work) as 

well as presentation and debates with all the 

participants in the class and doubt solving 

(on-site work).
M1

 19,00

 R3, R8  0,16Task elaboration of tasks, in small teams, 

bearing a common objective with individual and 

collective responsibility learning from each other.
M3

 4,00

 R1, R6, R8  0,16The student, individually or in a group, leads their 

action to the elaboration of a tangible final result 

(product) in which process knowledges and 

needed competences are incorporated.
M6

 4,00

 60,00  2,40TOTAL
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LEARNING ACTIVITIES OF AUTONOMOUS WORK

LEARNING OUTCOMES HOURS ECTS

 R3, R4, R5  1,08Autonomous work. Study, memorization, test 

preparation, practical abi l i t ies dri l l ing , 

elaboration of works, essays, reflections, 

metacognitions, portfolios elaboration, …
M1, M2

 27,00

 R1, R6, R8  0,52The student, individually or in a group, leads their 

action to the elaboration of a tangible final result 

(product) in which process knowledges and 

needed competences are incorporated.
M6

 13,00

 R5, R6, R7  1,36In the flipped classrooms the student will 

undertake video viewing, web browsing, 

readings, questions elaboration and class 

preparation in general, etc (non-on-site work) as 

well as presentation and debates with all the 

participants in the class and doubt solving 

(on-site work).
M1

 34,00

 R3, R8  0,64Task elaboration of tasks, in small teams, 

bearing a common objective with individual and 

collective responsibility learning from each other.
M3

 16,00

 90,00  3,60TOTAL
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Description of the contents

Theoretical contents:

Content block Contents

Description of the necessary contents to acquire the learning outcomes.

Fundamentals of classical narratology In this block, we will deal with the most classic theories on 

narratology.

Texts, hypertexts and intertexts In this block, the different relationships that texts maintain 

with each other will be addressed, in order to explain the 

links of textual interdependence.

The great topics and their representation 

in literature and cinema

This block addresses the film and literary milestones that 

allow us to understand the influence of these founding 

languages ??and myths, not only in the videogame universe 

but in our own cultural configuration.

 

A round trip path: narratological 

mechanisms of the videogame

This block consists of identifying those influences of the 

literary and film world in videogames, as well as the reverse, 

which also occur.
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Temporary organization of learning:

Block of content Number of sessions Hours

Fundamentals of classical narratology  6,00  12,00

Texts, hypertexts and intertexts  4,00  8,00

The great topics and their representation in literature and 

cinema

 15,00  30,00

A round trip path: narratological mechanisms of the videogame  5,00  10,00
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