
 
 

 

 
 
 

Center: BAU College of Arts and Design of Barcelona 

Course: Art and Technology 

Programme: Arts and Design 

ECTS credits: 6 

Duration: 45 hours 

Language of Instruction: English 

Instructors: 

 
Course Description 
This course delves into the historical and contemporary role of technology in shaping 

artistic practices and consumption. It examines key technological innovations and their 

impact on how art is created, distributed, and experienced. Students will engage with 

theoretical concepts, analyze case studies, and develop their own projects inspired by 

the fusion of technology and art. 

 
Prerequisites 
None 

 
Attendance policy 
Attendance is mandatory for all classes, including study visits. Any exams, tests, 

presentations, or other work missed due to student absences can only be rescheduled 

in cases of certified medical or family emergencies. If a student misses more than three 

classes in the course half a letter grade will be deducted from the final grade for each 

additional absence. Seven absences from the course will result in a Fail grade. 



 
 

 

 
 
 

Course Objectives 
By the end of this course, students will: 

• To understand the historical evolution of technology's influence on art and design. 

• To explore the integration of digital tools, media, and platforms in contemporary 

art practices. 

• To critically evaluate the impact of technological advances on the creation and 

consumption of art. 

• To equip students with the skills and perspectives necessary for producing 

technologically integrated art projects. 

 
 

Learning Outcomes 
Upon completing this course, students will be able to: 

• Trace the historical milestones of technology's role in art and design. 

• Critically assess the ethical and creative challenges posed by emerging 

technologies in art. 

• Create original artworks or projects that incorporate contemporary technologies. 

• Demonstrate an understanding of how digital platforms and tools are 

transforming audience engagement. 

• Articulate informed perspectives on the future of art and technology integration. 
 

 
Method of Presentation 

• Lectures: Provide historical and theoretical context. 
 

• Case Studies: Examine key technological innovations and their artistic 

implications. 

• Workshops: Hands-on sessions with digital tools and platforms. 
 

• Class Discussions: Foster critical thinking through group debates on 

contemporary issues. 



 
 

 

 
 
 

• Project-Based Learning: Encourage practical application of course concepts in 

individual and group projects. 

Field of Study 
This course is interdisciplinary, combining elements of: 

• Fine Arts 
 

• Digital Media 
 

• Design and Technology 
 

• Art History 
 

• Cultural Studies 
 

 
Required Work and Assessment Methods 

• Weekly Reflections (20%): Short essays or visual responses to course topics. 

• Research Paper (25%): In-depth analysis of a technological innovation's impact 

on art. 

• Creative Project (30%): Develop and present an artwork or experience that 

integrates technology. 

• Participation and Discussions (15%): Active engagement in class debates and 

group activities. 

• Final Presentation (10%): Public showcase of the creative project, explaining 

process and insights. 

 
 

Course Contents 

 
Week 1: Introduction to Technology and Art 

 
• Overview of the relationship between technology and art throughout history. 

• Key themes: innovation, disruption, and accessibility in artistic practices. 



 
 

 

 
 
 

• Class activity: Brainstorming session—how technology influences our perception 

of art today. 

 
Week 2: Early Innovations: The Printing Press 

 
• Impact of the printing press on the visual arts and cultural dissemination. 

• Exploration of printmaking techniques (woodcuts, engravings). 

• Hands-on activity: Create a simple monoprint inspired by historical practices. 

 
Week 3: Photography as an Artistic Medium 

 
• The invention of photography and its artistic and cultural significance. 

• Photography’s role in documenting reality and inspiring abstract movements. 

• Class exercise: Analyze iconic photographs and their technological contexts. 

 
Week 4: Film and Motion Pictures as Art 

 
• Evolution of cinema and its role as an art form. 

• Technological advancements: sound, color, and special effects. 

• Screening and discussion: Excerpts from influential films that shaped artistic 

storytelling. 

 
Week 5: The Digital Revolution in Art 

 
• Introduction to digital tools, from early computer graphics to present-day 

software. 

• Case studies: Iconic digital artists and their works. 

• Workshop: Introduction to basic digital design tools (e.g., Photoshop, Illustrator). 

 
Week 6: Art on the Internet and Global Platforms 

 
• The rise of online platforms (DeviantArt, Behance, Instagram) in showcasing art. 



 
 

 

 
 
 

• Discussion on NFTs and blockchain as tools for digital art monetization. 

• Activity: Create a simple digital portfolio to share online. 

 
Week 7: Artificial Intelligence and Generative Art 

 
• Understanding AI and its role in artistic creation (e.g., DALL-E, DeepDream). 

• Ethical questions surrounding AI-generated art. 

• Workshop: Experiment with generative art tools (e.g., Runway ML or DALL-E). 

 
Week 8: Immersive Art: VR, AR, and Beyond 

 
• Exploration of virtual reality (VR) and augmented reality (AR) as artistic mediums. 

• Case studies: Immersive installations and interactive art. 

• Activity: Design a concept for an AR/VR-based art experience. 

 
Week 9: Technology for Accessibility in Art 

 
• How technology enables participation for artists and audiences with disabilities. 

• Assistive tools: adaptive devices, screen readers, and haptic feedback. 

• Class discussion: Accessibility challenges in current artistic practices. 

 
Week 10: Critical Perspectives on Technology in Art 

 
• Discussion of key criticisms: dependence on technology, loss of the "human 

touch," and digital divides. 
• Debate: "Does technology enhance or diminish artistic authenticity?" 

• Reading assignment: Analyzing a critical essay on the ethics of technology in art. 

 
Week 11: Sustainability and Technology in Art 

 
• Environmental impact of technological art (e.g., e-waste, energy consumption of 

NFTs). 



 
 

 

 
 
 

• Exploring sustainable practices in digital and physical art. 

• Activity: Brainstorm eco-conscious approaches for future artistic projects. 

 
Week 12: Curation and Consumption of Digital Art 

 
• The role of curators and galleries in a digital age. 

• Discussion: How audiences consume art differently in digital spaces. 

• Exercise: Design a digital exhibit layout for a chosen theme. 

 
Week 13: Project Ideation and Development 

 
• Students present preliminary ideas for their final projects. 

• Workshop: Peer feedback and refinement of project concepts. 

• Individual consultations with the instructor for detailed project planning. 

 
Week 14: Final Project Development 

 
• In-class work on final projects with access to tools and instructor guidance. 

• Peer collaboration and sharing of progress. 

• Preparation for final presentations. 

 
Week 15: Final Project Presentations and Reflections 

 
• Showcase of final projects to the class (and optionally an invited audience). 

• Peer and instructor feedback on projects. 

• Reflection discussion: Course takeaways and future exploration of art and 

technology. 



 
 

 

 
 
 

Required Reading 

 
• Benjamin, W. (1936). The Work of Art in the Age of Mechanical Reproduction. 

Penguin. 

• Paul, C. (2015). Digital Art (3rd ed.). Thames & Hudson. 
 

 
Recommended Reading 

 
 

• Manovich, L. (2001). The Language of New Media. MIT Press. 

• Shanken, E. A. (2009). Art and Electronic Media. Phaidon. 

• McLuhan, M. (1964). Understanding Media: The Extensions of Man. MIT Press. 
 

 
Additional Resources 
Articles and Essays: 

• Grau, O. (2003). Virtual Art: From Illusion to Immersion. MIT Press. 

• McCoy, K. (2017). "Blockchain: A New Medium for Artists?" Art in America. 
 

 
Online Resources: 

MoMA Learning: www.moma.org/learn 

Artnet News: www.artnet.com/news 
Digital Art History Lab: www.digitalarthistory.org 

 
 

Documentaries and Films: 

• Tim’s Vermeer (2013) – Explores the intersection of art, technology, and human 

ingenuity. 

• PressPausePlay (2011) – Investigates how the digital age is reshaping creative 

industries. 

http://www.moma.org/learn
http://www.artnet.com/news
http://www.digitalarthistory.org/

