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SYLLABUS
REGARDING THE QUALIFICATION CYCLE FROM 2025 TO 2028
ACADEMIC YEAR 2026/2027

1. Basic Course/Module Information 

	Course/Module title
	Visual Content Creation 

	Course/Module code *
	K12

	Faculty (name of the unit offering the field of study)
	Faculty of Philology

	Name of the unit running the course
	Institute of English Studies

	Field of study
	Media, Visual and Social Communication

	Qualification level 
	Bachelor’s degree

	Profile
	general academic

	Study mode
	full-time

	Year and semester of studies
	Year 2, semester 3 and semester 4

	Course type
	major

	Language of instruction
	English

	Coordinator
	Dr Robert Oliwa

	Course instructor
	Dr Robert Oliwa 


* - as agreed at the faculty

1.1. Learning format – number of hours and ECTS credits 

	
Semester
(n0.)
	Lectures
	Classes
	
Laboratories

	Seminars
	Practical classes
	Internships
	others
	ECTS credits 

	3
	
	30
	
	
	
	
	
	3

	4
	
	30
	
	
	
	
	
	3



1.2. Course delivery methods
- conducted in a traditional way

1.3. Course/Module assessment (exam, pass with a grade, pass without a grade) 
- Semester III: pass with a grade
- Semester IV: pass with a grade

2. Prerequisites 
	Completed module: Design research and Design thinking.




3. Objectives, Learning Outcomes, Course Content, and Instructional Methods

3.1. Course/Module objectives
	O1
	Develop the ability to analyze and create static visual materials (posters, graphics, layouts) through workshop practice incorporating elements of Design Research and Design Thinking, including the use of basic AI tools that support the design process.

	O2
	Foster the capacity to plan and execute the creative process – from concept development to adapting content across different platforms (print, social media) – with an emphasis on balancing individual artistic expression with communication goals.

	O3
	Enhance competencies in producing dynamic visual content (video, animation, motion graphics), with particular focus on AI-driven content creation – e.g., generative tools for image, sound, and narrative.

	O4
	Teach students to integrate AI into the design process in an ethical and responsible way – including evaluating the quality of automatically generated content, recognizing its limitations, and applying it responsibly in marketing and social projects.



3.2. Course/Module Learning Outcomes (to be completed by the coordinator)

	Learning Outcome
	The description of the learning outcome 
defined for the course/module
	Relation to the degree programme outcomes

	LO_01
	The student knows and understands contemporary strategies of visual content creation, including the fundamentals of using artificial intelligence in design and multimedia communication, as well as their ethical and social implications.
	K_W03, K_W04

	LO_02
	The student is able to design and produce both static and dynamic visual content (graphics, animations, video) using traditional and modern tools, including AI solutions that support the creative process.
	K_U04

	LO_03
	The student can plan, organize, and present team projects in the field of visual communication, adapting the creative process to the requirements of different platforms and target audiences.
	K_U04

	LO_04
	The student is prepared to make responsible and ethical decisions regarding the use of AI in visual communication, respecting principles of transparency, copyright law, and responsible use of content.
	K_K06, K_K07




3.3. Course content (to be completed by the coordinator)
A. Lectures

	Content outline

	



B. Classes, laboratories, seminars, practical classes

	Content outline:

	Semester 3

	Introduction to the course and fundamentals of visual communication – the role of visual content in media, marketing, and social communication.

	Case study analysis of well-known brands – exploring strategies and examples of static visual communication (posters, graphics, campaigns).

	Introduction to Design Research and Design Thinking – methods for conceptual development and creative problem-solving.

	Designing static marketing materials – posters, infographics, layouts, and promotional graphics.

	Working with text in visual communication – typography, layout design, and the relationship between image and text.

	AI in static design – introduction to generative AI tools for creating graphics and images, with emphasis on ethics and limitations.

	Adapting static content to different platforms – print, social media, outdoor, and mobile formats.

	Team project workshop – collaborative preparation and presentation of a static visual communication campaign.

	Semester 4 

	Case study analysis of dynamic brand communication – exploring campaigns based on video, animation, and multimedia.

	Conceptualizing video and animation: visual storytelling – scriptwriting, storyboarding, and narrative design.

	Fundamentals of video editing and motion design – rhythm, sequencing, and visual continuity.

	Creating simple animations and motion graphics – 2D animation, transitions, and motion-based visual effects.

	AI in dynamic content creation – generative AI tools for video, animation, voice, and narrative production.

	Adapting dynamic content to multiple platforms – YouTube, TikTok, Instagram Reels, online advertising.

	Team project workshop – collaborative preparation and presentation of a dynamic visual communication project using AI.

	Reflection and evaluation – critical assessment of projects, ethical reflection on AI integration in design.



3.4. Methods of Instruction
Presentation of online materials and moderated discussion
Implementation of a practical mini-project in a digital environment
Teamwork using online tools
Computer workshops with the use of software and online applications
Case study 

4. Assessment techniques and criteria 

4.1 Methods of evaluating learning outcomes 

	Learning outcome

	Methods of assessment of learning outcomes (e.g. test, oral exam, written exam, project, report, observation during classes)
	Learning format (lectures, classes,…)

	LO_01
	Knowledge tests – multiple-choice questions, true/false statements, and short open-ended questions to verify theoretical understanding.
Analysis of online materials and moderated discussion – critical evaluation of selected case studies, with guided debate in class.
	classes

	LO_02
	Computer workshops – hands-on practice with professional design software and online applications.
Mini-project – practical assignment such as creating visual marketing materials tailored to a specific brief.
	classes

	LO_03
	Case study – selecting and applying appropriate digital tools to solve a given design or communication problem.
Teamwork exercises – collaborative problem solving and case study analysis using online collaboration tools.
	classes

	LO_04
	Observation of participation – active engagement in group work, discussions, and practical exercises.
Portfolio – compilation of designed visual materials accompanied by project documentation, including a reflective commentary on ethical aspects and digital safety.
	classes



4.2 Course assessment criteria 

	The final grade is based on the total number of points that students earn in the following areas:

Continuous assessment (40% of the total grade):
• Participation in classes and engagement in discussions, teamwork using online tools (15%)
• Completion of practical exercises during computer workshops (15%)
• Observation of activity during classes (10%)

Practical mini-project (30% of the total grade):
• Completion of an individual or group digital project (development of textual and visual materials, use of AI tools, analysis of ethical and cybersecurity aspects).

Knowledge test (30% of the total grade):
• Final test (multiple-choice, true/false, and open-ended questions) assessing knowledge of information technologies and digital tools.

Grading scale:
60–68% – 3.0 (satisfactory)
69–76% – 3.5 (satisfactory plus)
77–84% – 4.0 (good)
85–92% – 4.5 (good plus)
93–100% – 5.0 (very good)



5. Total student workload needed to achieve the intended learning outcomes 
– number of hours and ECTS credits 

	Activity
	Number of hours

	Course hours
	60

	Other contact hours involving the teacher (consultation hours, examinations)
	12

	Non-contact hours - student's own work (preparation for classes or examinations, projects, etc.)
	80

	Total number of hours
	152

	Total number of ECTS credits
	6


* one ECTS point corresponds to 25-30 hours of total student workload

6. Internships related to the course/module

	Number of hours

	

	Internship regulations and procedures
	



7. Instructional materials

	Compulsory literature:
Liu, W., & Kim, H.-G. (2025). The visual communication using generative artificial intelligence in the context of new media. Scientific Reports, 15, 12345. https://doi.org/10.1038/s41598-025-96869-9 
Dykes, J., & Kennedy, J. (2024). Visual storytelling: A methodological approach to designing and implementing a visualisation poster. arXiv preprint arXiv:2408.10439. https://doi.org/10.48550/arXiv.2408.10439
Ambrose, G., & Harris, P. (2019). Design thinking for visual communication (2nd ed.). Bloomsbury Visual Arts.
Norman, D. A. (2013). The design of everyday things: Revised and expanded edition. Basic Books.

	Complementary literature: 
Hettinger, N. (2023). Modern graphic design with AI. Routledge.
McAlhone, B., & Stuart, D. (2015). A smile in the mind: Witty thinking in graphic design (Rev. ed.). Phaidon Press.
McCloud, S. (1993). Understanding comics: The invisible art. HarperPerennial.
McCloud, S. (2006). Making comics: Storytelling secrets of comics, manga and graphic novels. Harper.
Eisner, W. (1985). Comics and sequential art. Poorhouse Press.
Eisner, W. (1996). Graphic storytelling and visual narrative. Poorhouse Press.
Yılmaz, B., & Kaya, M. (2024). Artificial intelligence and visual communication: A review from a student perspective. International Journal of Visual Communication Studies, 12(2), 45–60. https://www.researchgate.net/publication/391986422
Zhang, Y., & Li, X. (2024). Application of artificial intelligence technologies in visual communication design. Journal of Digital Media & Design, 8(3), 101–115. https://stemmpress.com/uploadfile/202406/c2784582ea376.pdf
  Roberts, J., & Chen, M. (2025). Critical design strategy: A method for heuristically evaluating visualisation designs. arXiv preprint arXiv:2508.05325. https://doi.org/10.48550/arXiv.2508.05325
Patel, R., & Nakamura, K. (2025). Augmentation technologies and AI – An ethical design futures framework. arXiv preprint arXiv:2508.16615. https://doi.org/10.48550/arXiv.2508.16615
Kim, H., & Park, S. (2018). A pipeline for creative visual storytelling. arXiv preprint arXiv:1807.08077. https://doi.org/10.48550/arXiv.1807.08077         
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