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Course Title SCENOGRAPHY 

Course Code SCN 301 

Course Type Compulsory 

Level Undergraduate 

Year / Semester Year 4 / Semester 8 

Teacher’s Name Christina Skouloudi 

ECTS 6 Lectures / week 3 Laboratories / 
week 

 

Course Purpose 
and Objectives 

Scenography course offers an open environment for interdisciplinary 
exploration in the realms of art, technology and society. The course 
emphasizes the continuum between physical and virtual spaces, and fosters 
exploratory work that seeks to exhibit innovative visual and audio 
expression, along with conceptual clarity and technological skills and 
insights. 

 

Learning 
Outcomes 

At the core of the course students come to realise how analogical and digital 

media create new dynamics for a theatrical text -a play- to be experienced 

by the viewer. Hence, in each class-session we deal with the relevant 

theory, problems in meaning and communication, identity and signification, 

conceptual invention and creativity, critical analysis. 

 

Prerequisites - Required - 

Course Content Traditional Technology on Stage: Explores Stage using traditional tools and 
mechanisms as the means of creating Innovating Scenic Environments.  

New Technology on Stage: Explores New Media as the exclusive tools of 
creating Digital Scenic Environments.  

Computer Aided Scenography: Presents audiovisual experimental 
applications, produced by softwares, involving graphics and effects on the 
level of aesthetic elaboration. Explores audiovisual construction made for 
the set design of contemporary plays.  
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Expanded Scenography: Explores the emerging agencies and the involving 

spatial practices, such as artistic, material, theoretical, in a variety of 

theatrical contexts. It focuses on new kinds of immersive, participatory and 

mediated environments using a number of digital aparatuces. 

Teaching 
Methodology 

•Reading and resolving problems •Working on problem-solving •Attendance 
and participation in class •Monitor discussions •Writing and reply on 
objective type questions •Solving unstructured questions and case studies 
•Brief oral presentation before starting a new chapter and reply to queries 
from students •Homework for revision purposes •Interaction and 
collaborative learning •Simulation and role Playing •Video Watching 
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Assessment Participation               10% 

Midterm Exam           30% 

Project                       20% 

Final Exam                40% 

Language English 

 

  

https://www.amazon.com/s/ref=dp_byline_sr_book_1?ie=UTF8&text=Julia+Thomas&search-alias=books&field-author=Julia+Thomas&sort=relevancerank



