Common courses for all Erasmus students

*While care has been taken to ensure the accuracy of this Catalogue, courses may be changed
subsequently.

PRACTICAL CREATIVE GEOMETRY FOR DESIGNERS

Lecturer: Senior Lecturer Ziva Slavec

Objectives and Competences

e Upgrading geometry as a foundational subject of artistic creation.

e Practical application of creative geometry in design fields (interior, visual communications,
fashion).

e Connecting abstract geometric principles with concrete spatial and product solutions.

Intended Learning Outcomes

e Mastering constructive and descriptive geometry for design purposes.
e Understanding geometric logic in patterns, structures, and product development.
e Ability to solve complex spatial problems using geometric methods.

Content (Syllabus)

Advanced projection methods (monge, axonometry, perspective).
Geometric transformation and deformation in creative processes.
Symmetries and modularity in product and pattern design.
Origami and folding logic in design.

Application of geometric structures in various materials and scales.

COMPREHENSIVE PRESENTATIONS IN OUTDOOR AND
INDOOR PUBLIC SPACE

Lecturer: Asst. Prof. Inge Kalan Lipar

Objectives and Competences

e Developing the ability to present complex design and architectural concepts in public
environments.

e Mastering the relationship between content, technology, and spatial context.

e Understanding the psychological and sociological impact of public presentations.

Intended Learning Outcomes

e Ability to design effective presentation strategies for large-scale public settings.



e Proficiency in integrating multimedia elements into physical spaces.
e Understanding of technical requirements for public exhibitions and installations.

Content (Syllabus)

Strategic planning of presentations in the public domain.

Selection of technologies (lighting, digital media, interactive elements).
Spatial dramaturgy and the viewer's journey.

Temporary architecture as a medium for presentation.

Materiality and durability of presentation elements in different environments.

ARTIFICIAL INTELLIGENCE IN DESIGN

Lecturer: Senior Lecturer Hana Nekrep

Objectives and Competences

e Introducing students to Al tools and their transformative role in the creative industry.
e Critical evaluation of Al-generated content and its ethical implications.
e Integrating Al workflows into the traditional design process.

Intended Learning Outcomes

e Familiarity with current generative Al models for image, text, and 3D.
e Understanding prompt engineering and its impact on creative output.
e Ability to critically analyze the boundary between human and machine creativity.

Content (Syllabus)

Evolution and basic principles of Al in art and design.

Tools and platforms for generative design (Midjourney, Stable Diffusion, etc.).
Al in visual communications, fashion, and spatial planning.

Ethical issues: Copyright, authenticity, and the future of the design profession.
Practical project: Integrating Al into a comprehensive design solution.

INTERIOR DESIGN

STUDIO FOR INTERIOR DESIGN DEVELOPMENT lII

Objectives and Competences

The course aims to develop the student's ability to plan demanding residential and public



spaces. Students learn to upgrade and coordinate furniture design and equipment within
complex architectural spatial contexts. Key competences include:

e Understanding the design process for complex interior environments.

e Developing conceptual solutions that integrate functional, aesthetic, and ergonomic
requirements.

e Mastering technical planning and material selection for custom interior elements.

Content (Syllabus)

e The methodology of interior design for complex residential units and public facilities.

e Analysis of spatial contexts and user needs.

e Development of a detailed interior project (conceptual design, floor plans, sections, and
3D visualizations).

e Integration of lighting, acoustics, and sustainable materials.

Learning Outcomes

Students will be able to independently design comprehensive interior solutions, prepare
professional technical documentation, and justify their design choices based on contemporary
trends and user-centric requirements.

STUDIO FOR ARCHITECTURAL AND SPATIAL
ENGINEERING

Objectives and Competences

Focuses on the technical realization of architectural ideas. Competences include:

e Detailed planning of structural elements and spatial modules.
e Applying advanced engineering principles to interior and spatial design.
e Managing the transition from conceptual design to executable technical documentation.

Content (Syllabus)

e In-depth study of materials, construction methods, and building physics relevant to
interior architecture.

e Preparation of PZI (Project for Execution) level documentation.

e Sustainability in engineering: energy efficiency and ecological building materials.



STUDIO FOR DEVELOPMENT OF ARCHITECTURE OF
INTERIORS DESIGN

Objectives and Competences

The goal is to understand the evolution of interior architecture and apply historical and
contemporary theories to modern design challenges. Competences include:

e Critical analysis of spatial structures.
e Synthesis of architectural form and interior function.
e Developing innovative spatial concepts for heritage or modern buildings.

Content (Syllabus)

e Typological analysis of interior spaces.
e Reconstruction and renovation of existing architectural structures.
e Developing comprehensive design strategies for large-scale interior projects.

HUMAN CENTERED DESIGN FOR SPATIAL
EXPERIENCE

Objectives and Competences
Focuses on the psychological and sensory impact of space on humans. Competences include:

e User experience (UX) design for physical environments.
e Understanding environmental psychology and human behavior in space.
e Designing for accessibility and emotional well-being.

Content (Syllabus)

e Principles of Human-Centered Design (HCD).

e Sensory design: light, color, sound, and touch.

e Methods for user research, empathy mapping, and persona development in a spatial
context.



STUDIO FOR SCENOGRAPHY

Objectives and Competences

Introduces students to the creation of narrative and performative spaces. Competences
include:

e Translating a script or concept into a visual stage environment.
e Understanding the relationship between space, lighting, and movement.
e Technical knowledge of stage machinery and temporary structures.

Content (Syllabus)

History and theory of scenography.

Design for theatre, film, and television sets.

Concept development: sketches, scale models, and digital visualizations.
Exhibition design and temporary event spaces.

STUDIO FOR SPATIAL HOTEL ENGINEERING -
DIPLOMA THESIS SEMINAR

Objectives and Competences

A capstone course focused on hospitality design and diploma preparation. Competences
include:

e Designing complex hotel environments (lobbies, guest rooms, wellness areas).
e Understanding hospitality industry standards and workflows.
e Scientific research methodology for the diploma thesis.

Content (Syllabus)

e Analysis of hotel typologies and guest demographics.
e Furniture and equipment planning for high-traffic public use.
e Thesis development: from research question to final design solution.



STUDIO FOR CONCEPTUAL AND AMBIENTAL DESIGN

Objectives and Competences

Focuses on the "atmosphere" (ambiance) of a space and experimental design. Competences
include:

e Developing strong conceptual narratives.
e Using art and philosophy to inform spatial design.
e Creating immersive environments.

Content (Syllabus)

e Experimental approaches to materials and lighting.
e Artistic installations and their role in interior design.
e The concept of "Gesamtkunstwerk" in modern interior architecture.

STUDIO FOR OPEN URBAN SPACES DESIGN

Objectives and Competences
Extends interior design principles to the urban scale. Competences include:

e Designing urban furniture and streetscapes.
e Understanding the dynamics of public social spaces.
e Integrating landscape elements with urban architecture.

Content (Syllabus)

e Urban analysis and revitalization of public squares or parks.
e The role of "urban interiors" in city life.
e Sustainability and resilience in outdoor spatial design.



VISUAL COMMUNICATION

UX and Ul Design |

Course Title: UX and Ul Design |

Content (Syllabus outline):

Definition of UX (User Experience) and Ul (User Interface).
User-centered design (UCD).

Understanding the user (Personas, User stories).

Information Architecture (IA).

Interaction Design.

Visual Design principles in the digital context.

Tools and techniques for UX/UIl (e.g., prototyping, wireframing).
Usability testing and accessibility.

Objectives and Competences:

The student learns about the basics of UX and Ul design, the importance of user experience in
the design of digital products, and the design of user interfaces. They gain the ability to plan
and design simple digital interfaces based on user needs.

Intended Learning Outcomes:

Understand the core differences and overlaps between UX and UL.
Ability to research and define user needs.

Knowledge of how to create wireframes and interactive prototypes.
Understanding of visual hierarchy and responsive design.

Photography Il

Course Title: Photography |l



Content (Syllabus outline):

Advanced techniques of studio lighting.

Professional product and fashion photography.

Creative approach to narrative photography.

Digital post-production and professional workflow.
Preparation of photography for different media (print, digital).

Objectives and Competences:

The objective is to deepen the technical and creative knowledge of photography. Students
learn to handle complex lighting situations and develop their own visual language through
project work.

Intended Learning Outcomes:

e Mastery of studio equipment and lighting techniques.
e Ability to conceptually plan a photo session.
e Advanced skills in digital image processing.

Typography lli

Course Title: Typography llI

Content (Syllabus outline):

Micro-typography: precise regulation of text elements.
Structural design of complex publications.

Grid systems and layout principles.

Legibility and readability in various contexts.
Experimental typography.

Objectives and Competences:

Students develop advanced skills in organizing complex information through typographic
means. The focus is on the functional and aesthetic aspects of typesetting for editorial design.
Intended Learning Outcomes:

e Professional level of text formatting and layout.
e Understanding the relationship between content structure and typographic form.
e Ability to create complex multi-page document layouts.

Studio for Visual Communication Planning V -



Information Design

Course Title: Studio for Visual Communication Planning V — Information Design

Content (Syllabus outline):

Principles of Information Design.

Data visualization and infographics.

Wayfinding and signage systems.

Design of complex instructional and educational materials.
Map design and navigation.

Objectives and Competences:

The course aims to teach students how to translate complex data and information into clear,
understandable, and aesthetically pleasing visual forms. It emphasizes clarity and functional
communication.

Intended Learning Outcomes:

e Ability to analyze and structure complex data sets.
e Mastery of visual tools for data representation.
e Knowledge of planning wayfinding systems in physical environments.

Studio for Visual Communications Planning IV -
Packaging and Publications

Course Title: Studio for Visual Communications Planning IV — Packaging and Publications

Content (Syllabus outline):

3D design of packaging.

Materials and printing techniques for packaging.
Branding and visual identity on products.
Editorial design for magazines and books.
Sustainable packaging solutions.

Objectives and Competences:

Students learn the specifics of designing for three-dimensional objects (packaging) and the
planning of complex publications. The course bridges the gap between branding and physical
production.

Intended Learning Outcomes:



e Understanding the technical requirements of packaging production.
e Ability to create cohesive branding across physical products and print media.
e Knowledge of editorial workflows.

Video — Animation in Design
Course Title: Video — Animation in Design

Content (Syllabus outline):

Basics of motion design and timing.

Video editing and production basics.

2D animation techniques.

Use of sound in motion graphics.

Storyboarding and narrative planning for moving images.

Objectives and Competences:

The student gains fundamental knowledge of moving images and their role in modern graphic
design. They learn to bring static elements to life through animation.

Intended Learning Outcomes:

e Creation of short animations and motion graphics.
e Ability to edit video content for promotional or artistic purposes.
e Understanding the principles of animation (squash, stretch, anticipation, etc.).

Typography IV
Course Title: Typography IV

Content (Syllabus outline):

Type design: creating original letterforms.

Digitization of typefaces.

Advanced font technology (variable fonts, OpenType features).
Typographic systems in branding.

Historical and contemporary type design trends.

Objectives and Competences:

This course focuses on the "macro" level of type—the creation of the typefaces themselves.
Students learn the logic behind font construction and the technical aspects of font



development.

Intended Learning Outcomes:

e Ability to design a consistent set of characters.
e Knowledge of font creation software.
e Understanding of typographic personality and its application in branding.

Media in Design
Course Title: Media in Design

Content (Syllabus outline):

The role of media in contemporary society and design.
Media planning and strategy for design projects.
Digital vs. traditional media platforms.

Social media and design communication.

Critique of media messages and visual culture.

Objectives and Competences:

The objective is to understand how design interacts with various media channels. Students
learn to plan communication strategies and analyze the impact of design in the media
landscape.

Intended Learning Outcomes:

e Understanding of media theory applied to design.
e Ability to select appropriate media channels for specific target audiences.
e Skills in writing and designing for different media formats.

FASHION AND TEXTILES

STUDIO FOR INTERIOR TEXTILE DESIGN



Lecturer: Assist. Prof. Jana Mrsnik

Content

Introduction to the principles of textile design for interior spaces.

Exploring the relationship between textile surfaces and spatial volumes.
Research into functional and aesthetic properties of materials for interiors.
Development of concepts for textile products used in private and public spaces.
Prototyping and final presentation of interior textile solutions.

Objectives and Competencies

Understanding the role of textiles in interior architecture.
Ability to develop complex textile structures for specific spatial requirements.
Mastery of professional presentation techniques for interior projects.

STUDIO FOR TEXTILE DESIGN AND PRINTING |

Lecturer: Assist. Prof. Almina Durakovi¢ Korosec, M.A.

Content

Detailed analysis of textile patterns and printing techniques.

Development of a collection of printed textile designs.

Technical preparation of designs for various printing methods (screen printing, digital
printing).

Integration of color theory and material science in textile printing.

Execution of final prototypes on selected textile substrates.

Objectives and Competencies

Development of individual creative expression through textile surface design.
Mastery of technical processes in textile printing.
Understanding the industrial and artisanal contexts of textile production.

STUDIO FOR FASHION DESIGN | & I

Lecturers: Assoc. Prof. Tanja Devetak

Content

Level I: Basics of fashion collection development, silhouette research, and initial
prototyping. Focus on understanding the human body and garment construction.



e Level ll: Advanced collection design focusing on conceptual depth, branding, and
complex garment engineering. Includes market analysis and professional portfolio
development.

e Integration of sustainable practices and innovative material usage.

Objectives and Competencies

e Ability to manage the creative process from initial concept to finished garment.
e Advanced knowledge of draping, tailoring, and garment assembly.
e Critical evaluation of fashion trends and their application in design.

TEXTILE TECHNIQUES

Lecturer: Assist. Prof. Almina Durakovi¢ Korosec, M.A.

Content
e Overview of traditional and contemporary textile production techniques.
e Practical workshops in weaving, knitting, embroidery, and non-woven structures.
e Analysis of physical and chemical properties of fibers and yarns.
e Experimental manipulation of textile surfaces.

Objectives and Competencies

e Fundamental understanding of how textile structures are built.
e Capability to select appropriate techniques for specific design outcomes.
e Developing manual skills and technical precision.

DIGITAL DESIGN |

Lecturer: Senior Lecturer Sabina P. Rogan PhD

Content

e Introduction to professional software for fashion and textile design (Adobe Creative
Suite).

e Creating digital technical drawings and flat sketches.

e Development of digital textile patterns and colorways.

e Digital layout and presentation of design projects.

Objectives and Competencies



e Proficiency in digital tools essential for the modern design industry.
e Ability to translate hand-drawn concepts into professional digital files.

STUDIO FOR SUSTAINABLE DESIGN

Lecturer: Assist. Prof. Almina Durakovi¢ Korosec, M.A.

Content

e Philosophy and principles of sustainable design (Zero-waste, Upcycling, Circular
economy).

e Research into eco-friendly materials and ethical production chains.

e Life-cycle analysis of textile products.

e Design projects focusing on longevity, repairability, and biodegradability.

Objectives and Competencies

e Awareness of the environmental impact of the fashion and textile industry.
e Development of innovative solutions that minimize ecological footprints.

FASHION ILLUSTRATION

Lecturer: Senior Lecturer Sabina P. Rogan PhD

Content
e Drawing the fashion figure and stylized proportions.
e Rendering various textile textures and drapery.
e Exploring different media (analog and digital) for fashion expression.
e Development of a personal illustration style.

Objectives and Competencies

e Visual communication of design ideas through sketching.
e Ability to effectively represent movement and material quality on paper/screen.

CONTEMPORARY FASHION

Lecturer: Assoc. Prof. Tanja Devetak

Content



Analysis of the global fashion system and current industry trends.
Study of influential contemporary designers and fashion movements.
The role of fashion in identity, culture, and society.

Critical reading of fashion media and marketing.

Objectives and Competencies

e Understanding the theoretical background of the fashion industry.
e Developing critical thinking regarding the social impact of design.

MEDIA IN DESIGN

Lecturer: Senior Lecturer Ales Caks

Content

Communication strategies for designers in the digital age.

Writing for design publications and press releases.

Understanding the relationship between design, advertising, and public relations.
Social media management and visual storytelling for brands.

Objectives and Competencies

e Mastery of professional communication and self-promotion.
e Navigating the landscape of contemporary design media.



