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Course purpose and 
objectives 

The main objectives of the course are to: 
 Introduce the student to Digital art, focusing on the computer or any 

other technological usage as a medium for artistic expression by 
discussing and viewing the works of historical and contemporary digital 
artists. 

 Appraise the principles and practices that such artists must master to 
take full advantage of the emerging and dynamic visual medium. 

 Develop an understanding of the hype surrounding digital culture and 
where radical rethinking is required. 

 Enhance the knowledge on the artistic aspects of virtual reality and the 
tele-body extension of the human senses. 

 Examine the artistic aspects of digital artworks. 

Learning outcomes 

On completing the course, students are expected to be able to:  

1. Identify the three digital art periods.  
2. Recognize the characteristics of the three digital art periods. 
3. Develop critical thinking and be capable to compare the three digital art 

periods. 
4. Understand and appreciate digital art pieces and identify their 

characteristics. 
5. Analyze the role of the artist in the digital age.  
6. Analyze and discuss terms such as: Cyberspace - cyberpsycological 

feature, human   computer interaction, artificial intelligence, virtual 
reality, telepresence and cyborg. 

7. Generate new ideas (creativity) using Multimedia software and 
techniques. 

8. Present their own digital art piece and identify it as equal as any other art   
medium. 

9. Apply knowledge in practice. 

Prerequisites BIMA-250 Required  



Course content 

Introduction to History of computing and digital Media. The hype surrounding 
digital culture. The characteristics of the three digital art periods through 
representative digital artworks. Artist in nowadays. Cyberspace, human 
Interaction, Cyborg. The role of the artist in the digital age. Artificial intelligence, 
virtual reality, telepresence. The basic artistic applications of thinking and the 
creative process. The relevance of the technological usage compared to the 
conceptual references of an artwork. Creative practice concept and technology. 

Teaching 
methodology 

Lectures, lab presentations, lab tutorials, individual/group tutorials, practical 
exercises, assignments and projects. 
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Assessment Class attendance and performance, assignment, mid-term (written), project 
(practical) 
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