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Degree: Audio-Visual Communication

Field of Knowledge: Social and Legal Science

Faculty/School: Communication Science

Course: AUDIOVISUAL EVENT DEVELOPMENT, DIRECTION AND PRODUCTION

Type: Compulsory ECTS credits: 6

Year: 4 Code: 3041

Teaching period: Seventh semester

Area: Production and Applied Communication Techniques

Module: Organisation and Production of Audio-visual Communication and Multimedia

Teaching type: Classroom-based

Language: Spanish

Total number of student
study hours:

150

SUBJECT DESCRIPTION

The organisation of an event requires extensive planning and considerable preparations, because much of the
work is usually carried out within a few months of the celebration of the event. Usually, everything works like
clockwork, and the events happen smoothly and in line with the program. Advance planning, design, and proper
compliance with regulations at each stage of the process are the essential factors to guarantee success.

Each event has a theme and objectives on which the organisation, the target audience or the participants, the
guests and the marketing approach are all based. Generally, an event will attract participants that carry out
specific activities within the specific sector, as well as sponsors who achieve visibility thanks to the distribution of
audiovisual messages.

The evolution of new technologies and the use of social networks in corporate communication are influencing the
way events are planned, executed and evaluated. LED lighting, video mapping, QR codes, apps, electronic
business cards, new technologies at the service of the ROI (return on investment) are just some of the innovations
that have helped professionals in the sector in recent years to organise acts with greater impact in a more agile
and effective way.
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Undoubtedly, all events, whether institutional or private, occupy an industrial framework on the rise, attracting
ever-higher levels of investment and dramatically contributing to increased creativity in a world colonised by
innovation.

Currently, the business environment is changing rapidly. The impact of technological advances, the globalization
of markets, the change in the power balance in favour of consumers, the competitive environment and the growing
loyalty to brands, among other trends, are changing strategies in advertising and marketing, as well as how
products and services are distributed and marketed. Consumers are increasingly demanding and have more
information, so they are very clear about what they want and where to get it.

Excess supply and the difficulty of differentiating between products create a very competitive environment, and
make it increasingly important to focus on the customer.

SKILLS

Basic Skills

Students must have demonstrated knowledge and understanding in an area of study that is founded on general
secondary education. Moreover, the area of study is typically at a level that includes certain aspects implying
knowledge at the forefront of its field of study, albeit supported by advanced textbooks

Students must be able to apply their knowledge to their work or vocation in a professional manner and possess
skills that can typically be demonstrated by coming up with and sustaining arguments and solving problems within
their field of study

Students must be able to convey information, ideas, problems and solutions to both an expert and non-expert
audience

General Skills

To be able to implement and master technology applied to the field of audio-visual and multimedia communication.

Specific skills

To gain theoretical and practical knowledge of the techniques and processes for the various stages of audio-visual
creation, production and broadcasting from the standpoint of organising and managing technical, human and
budgetary resources within their various media platforms (film, radio, television, multimedia, etc.).

To gain theoretical and practical knowledge to create, plan, manage and develop audio-visual projects in the
stages of pre-production, production and post-production in various formats: film, radio, television, interactive
digital or multimedia environments.

DISTRIBUTION OF WORK TIME

CLASSROOM-BASED ACTIVITY INDEPENDENT STUDY/OUT-OF-CLASSROOM
ACTIVITY

60   hours 90   hours
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