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Introductory Message 

 

 

 

 

 

 

 

This Self-Learning Module (SLM) is prepared so that you, our dear learners, can 

continue your studies and learn while at home. Activities, questions, directions, 

exercises, and discussions are carefully stated for you to understand each lesson. 

Each SLM is composed of different parts. Each part shall guide you step-by-step as 

you discover and understand the lesson prepared for you. 

Pre-test are provided to measure your prior knowledge on lessons in each SLM. This 

will tell you if you need to proceed on completing this module, or if you need to ask 

your facilitator or your teacher’s assistance for better understanding of the lesson. 

At the end of each module, you need to answer the post-test to self-check your 

learning. Answer keys are provided each activity and test. We trust that you will be 

honest in using these. In addition to the material in the main text, Notes to the 

Teachers are also provided to the facilitators and parents for strategies and 

reminders on how they can best help you on your home- based learning. 

Please use this module with care. Do not put unnecessary marks on any part of this 

SLM. Use a separate sheet of paper in answering the exercises and tests. Read the 

instructions carefully before performing each task.  

If you have any questions in using this SLM or any difficult in answering the tasks 

in this module, do not hesitate to consult your teacher or facilitator. 

Thank you. 

 



 

 

 

What I Need to Know 

Are images made through technology considered as art? Yes, they are 

considered as an art and we call them as Technology-based Arts. This 

module will help you understand what technology-based arts, are where we 

can see them, and how they are used nowadays.  

Most Essential Learning Competencies: 

1. The learner identifies art elements in the technology-based production 
arts. A10EL-IIb-1 

2. The learner identifies distinct characteristics of arts during in the 21st 
century in terms of: 1.1 productions 1.2 functionality range of audience 

reach. A10EL-IIb-1 

3. The learner identifies artworks produced by technology from other 

countries and their adaptation by Philippine artists. A10EL-IIb-1 

After going through this module, you are expected to: 

1. identify art elements in the technology-based production arts. 

2. identify distinct characteristics of arts during in the 21st century in 

terms of production and functionality range of audience reach. 

3. identify artworks produced by technology from other countries and 

their adaptation by Philippine artists. 

 

First, we are going to check what you know about our topic. Here, you are 

going to identify to what category every picture belongs.  

Activity 1: Identify Me! 

Direction: Select the letter of correct answer and write it in the line below 

the box. 

a. Mobile Phone Art 
b. Digital Photography 

c. Digital Painting and Imaging 
d. Computer-generated Images 
e. Imaging Videos  

 

What I Know 

1  
 



 

 

 

 

 

 

 

 

1.________________       2.________________         3.________________ 
 

 
 

 
 

 

 
 

 
  4.________________          5.________________ 

 

Activity 2: Where do I belong? 
 

Directions: Identify where the following pictures belong. If the picture 

belongs to Modern Art, write the letter in Column A, if it belongs to Digital 

Art, write the letter in Column B. 

 

A.                              B.      C.  

 

 

 

D.     E.     F.    

 

 

                        G.         H.  
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I.                              J.           

 

 

 

 

 

 

COLUMN A (Modern Art) COLUMN B (Digital Art) 

  

  

  

  

  

 
 

Lesson 

1 Technology-Based Arts 

 

In your First Quarter modules, you have learned that there 7 elements in 

arts – line, shape, color, value, form, texture and space. You have to answer 

the questions below before you are going to proceed to this quarter’s lesson. 

Activity 3: Notice me! 

 

Directions: Describe the technology-based artwork below by answering the 

questions in relation with the elements in arts. 

 

 

What’s In 
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1. What have you observed with the movements of the lines? 

________________________________________________________________________ 

________________________________________________________________________ 

2. What shapes do you see? 

________________________________________________________________________ 

________________________________________________________________________ 

3. What dominant color/s do you see? 

________________________________________________________________________ 

________________________________________________________________________ 

 

4. With the colors that you see, how do they contrast from one another? 

________________________________________________________________________ 

________________________________________________________________________ 

5. Does the artwork still look the same even if viewed on the other side? 

How? 

________________________________________________________________________ 

________________________________________________________________________ 

6. What texture can you imply with this artwork? 

________________________________________________________________________ 

________________________________________________________________________ 

7. Are the spaces balanced or unbalanced? Why? 

________________________________________________________________________ 

________________________________________________________________________ 
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What’s New 

 

Technology has literally taken over every aspect of life in the 21st century, 

and the creative and visual arts have not been spared. In fact, for the 

younger generations, art as you know it is defined by technology – from its 

creation to its manipulation, to its reproduction, and even to its distribution. 

Sample works of the early digital artists. 

 

 

 

 

 

 

 

     Polygon Drawings     Mountain and Staurolyte     Schrotter 
    Frieder Nake, 1965  Ronald Davis, 1997         George Nees, 1965 

 
 

 

What is It 

Technology-Based Art 

Technology – based art is essentially computer-generated and/or 

manipulated. Through the centuries, visual artists used actual brushes and 

palettes, and a whole array of paints, inks, and natural pigments applied to 

paper, canvas, fabric, stucco walls and ceilings. Today’s computer artists 

employ the ever-expanding powers of image manipulation programs and 

applications to create their works which can appear in an entire range of 

media-whether as a physical or a virtual experience.  

Digital Art 

Computer art or digital art first came on the scene in the early 1960s. 

understandably, this was due to the technology that was constantly 

developing and that became available at the time.  
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Thus, the early experimenters were not the necessarily artists, but engineers 

and scientists who had access to and experience with the hardware needed. 

It was they who began to recognize the potential of artistic expression 

through the application of scientific and mathematical principles. 

In fact, even in the sample works presented here, you will note a strong 

scientific or mathematical look and feel to the creations of many digital 

artists. Geometric forms and repeating patters appear frequently. More 

traditional subjects like human beings, landscapes, animals, and still-life 

elements are simply incorporated as part of those forms and patterns-rather 

than as the main focus. 

Also understandable was the initial reaction of the public to computer-

generated art. There were questions as to whether it was, in fact, “true art” 

since it made use of electronic and mechanical devices, rather than the 

artist’s own hand, to produce the images and effects. Within a few years, 

however, there was a general acceptance of digital art as an exciting and 

thought-provoking form of modern art. Exhibits of computer art became 

highly popular and critically acclaimed, as digital artists or computer art 

masters or “superstars” came to the fore in Europe, Russia, and the United 

States.  

Some digital artists have even used their works to express their views on 

political, social, and cultural issues, as well as to advocate causes that are 

critical to modern life, such as the environment and climate change. Others 

even explore the philosophical relationship between science and technology 

and the arts.  

The Philippine Scene 

In our country, Filipino artists were likewise influenced by the technology 

trend in art. However, this was more in the commercial sphere. From the 

1960s to the 1990s, their computer-generated works were primarily geared 

toward illustrating for international comic books. In fact, Filipino illustrators 

earned quite a reputation for their talents and were highly in demand in this 

field.  

They eventually became equally sought after as animators for some of the 

major film production companies in the United States, as well as animated 

television series produced in different countries.  

Eventually, however, the concept of computer-generated works as a means 

of serious artistic expression gained ground among the younger generation 

of local artists. Today, even the more established names in the field-artists 

and critics alike-have come to accept and recognize digital works as fine art. 
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To view works by Philippine artists employing digital art techniques, you 

may visit the websites of the following museums and art organizations: 

The Center for Art and Thought – http://www.centerforartandthought.org/ 

Deviant Art – http://www.deviantart.com/browse/all/digitalart/ 

The Ateneo Art Gallery – http://www.ateneoartgallery.org/ 

Yuchengco Museum – http://yuchengcomuseum.org/ 

 

 

Technology-Based Art includes: 

1. Mobile Phone Art    4. Video Games 
2. Computer – Generated Images  5. Digital Painting 

3. Digital Photography    6. Imaging Videos 

 

 

 

 

What I Have 
Learned 

 

 

Activity 5: I Have Learned That… 

Directions: Fill in the spaces provided for you to write what you have 

learned in this module. 

I have learned that Technology-Based Art …  

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________ 

 

I have learned that Digital Art … 

___________________________________________________________________________ 

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________ 
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What I Can Do 

Activity 6: Let’s Travel! 

Materials: 

1. Mobile Phone  

2. Any image (yourself, dream place vacation, etc.). 

3. Image manipulation programs or applications. Just use one (Pixlr, Pic 

Collage, Picsart, Instagram, etc.) 

Procedure: 

1. Make sure that your mobile phone has an image manipulation app. 

2. Select images of yourself and your dream destination that you have 

captured and/or downloaded. 

3. Edit the photos you have selected that will show you are in your dream 

place destination. 

4. Post in your social media account the edited output, and the raw images 

you used. Use the hashtag #TravelPaMore and tag your teacher. 

Rubric: 

 EXCELLENT 20 GOOD 15 NEEDS FOLLOW-UP 10 SCORE 

Creativity 

Excellent degree of 

creativity can be 
seen in the picture 

and shows 

originality. 

Good degree of 

creativity can be 

seen and has 

originality. 

Poor creativity and no 

originality. 
 

Design 
Balance of colors 
and designs are 

excellent. 

Balance of colors 
and designs are 

good. 

No balance in colors 

and designs. 
 

Description 

Description given is 
fully organized and 

understandable 

emphasizing the 
meaning of the 

artwork. 

Description given 
is organized and 

understandable. 

Meaning of artwork 
is slightly 

emphasized. 

Description given is 

not organized and 
can't be understood. 

Meaning of artwork is 

can't be seen. 

 

Effective Use 

of the 

Tool/App 

The author makes 
use of various 

features of the tool 

or app in an 
engaging way. 

The author makes 
use of some 

features of the tool 

or app in an 
engaging way. 

The author makes 

use of one feature of 

the tool or app. 

 

Time & 

Effort 

Picture was posted 

on time on social 
media. 

Picture was posted 

late on social 
media. 

Picture was posted 

very late on social 
media. 

 

   TOTAL  
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Activity 7: Please Tell Me! 

Direction: Answer the questions briefly. Write your answer on the space 

provided.  

1. As a young citizen of the Philippines and of the world, how do you feel 

about the widespread of digital technology in: 

Media: 

_______________________________________________________________________ 

Entertainment: 

_______________________________________________________________________ 

Education: 

_______________________________________________________________________ 

Communication: 

_______________________________________________________________________ 

2. How do you personally make use of digital technology in each of the 

abovementioned? 

Media: 

_______________________________________________________________________ 

Entertainment: 

_______________________________________________________________________ 

Education: 

_______________________________________________________________________ 

Communication: 

_______________________________________________________________________ 

3. Specifically in the area of technology-based art, what are you able to 

create with the help of the available technology? Cite at least 5 examples. 

________________________________________________________________________ 

________________________________________________________________________ 

________________________________________________________________________ 

________________________________________________________________________ 

4. Do you find yourself exposed to or involved in using digital devices and 

applications in most aspects of your life?  

________________________________________________________________________ 

 

 

 

Assessment 
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5. What is/are the benefit/s of using digital devices and applications? 

________________________________________________________________________ 

________________________________________________________________________ 

6. What is/are the disadvantage/s of using digital devices and applications? 

_______________________________________________________________________ 

______________________________________________________________________________ 
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Answer Key 

  

 

 

 

 

 

 

 

 

 

 

 

Activity 1: Identify Me! 

1. B 

2. D 

3. C 

4. E 
5. A 

 

Activity 2: Where do I 

belong? 

Column A Modern art 

1. A 
2. D 

3. F 

4. H 

5. I 

Column B Digital Art 

1. B 
2. C 

3. E 

4. G 

5. J 
 

11 

 



 

 

References 

  

Horizons Music and Arts Appreciation for Young Filipinos Grade 10 Learner’s 

Material (2015). Department of Education. Pp 236-242. 

 

 National Training of Trainors -Grade 10 VisMin Cluster 

 Instagram - roevette 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

12 

 



 

 

 

 

 

 

 

    

 

 

 

 

 

 

 

 

 

 

 

 

 

DISCLAIMER 

This Self-learning Module (SLM) was developed by DepEd SOCCSKSARGEN 

with the primary objective of preparing for and addressing the new normal. 

Contents of this module were based on DepEd’s Most Essential Learning 

Competencies (MELC). This is a supplementary material to be used by all 

learners of Region XII in all public schools beginning SY 2020-2021. The 

process of LR development was observed in the production of this module. 

This is version 1.0. We highly encourage feedback, comments, and 

recommendations. 

 

 

For inquiries or feedback, please write or call: 
 

Department of Education – SOCCSKSARGEN 
Learning Resource Management System (LRMS) 
 

Regional Center, Brgy. Carpenter Hill, City of Koronadal 
 

Telefax No.: (083) 2288825/ (083) 2281893 
 

Email Address: region12@deped.gov.ph 
  




