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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 

What forms of art are you acquainted with?  Have you heard of technology-based 

art?  Today, many traditional disciplines are often pooled with technology-based 

art. 

Technology-based art tools keep generating fresh ways of producing, editing and 

creating the inventive vision of an individual who must keep in touch with the 

latest updates in order to use the all-out potential of machines.  Both art and 

technology delineate and endure to redesign the world we live-in. 

With new discoveries and research, both the mind and the body, the language, and 

the world itself seems to be making room for a different range and new rules.  

Directed by the new aesthetics, the simulated, the systematic and the sensibleness 

that is beyond belief, technology in art defies our sensitivities and that is what 

creativity and science are all about. 

The modification of artworks’ nature along with the alteration into the public 

interaction and the redesigning of the museums and exhibition spaces are making 

new room today than ever before for some of the most remarkable examples of art 

and technology. 

Most Essential Learning Competencies (ELC) Day 6-8, Q2 

1. Discusses the concept that technology is an effective and vibrant tool for 

empowering a person to express his/her ideas, goals, and advocacies, which 

elicits immediate action A10PL-IIh-1 

2. Explains the role or function of artworks by evaluating their utilization and 

combination of art elements and principles A10PL-IIh-2 

3. Uses artworks to derive the traditions/history of a community (e.g., A10PL-IIh-

310 landscapes, images of people at work and play, portrait studies, etc.) 

A10PL-IIh-3 

4. Compares the characteristics of artworks in the 21st century. A10PL-IIh-4 

Learning Objectives 

1. Enumerate the concept that technology is an effective and vibrant tool for 

empowering a person to express his/her ideas, goals, and advocacies, which 

elicits immediate action 

2. Analyze the role or function of technology-based artworks by evaluating their 

utilization and combination of art elements and principles 

3. Show appreciation of technology based art by choosing an artworks to derive 

the traditions/history of a community 

4. Differentiate the characteristics of artworks in the 21st century 
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What I Know 

 

Technology-based art is the manipulation and application of programs to 

create expressive artworks. Let us now test if you can still remember your previous 

lesson on this topic. You will identify the differences and manipulations done to the 

following pictures based on your observations. 

Sample photos Give your 

observations from 

the given images? 

What are the 

technology-based 

art manipulations 
done in each 

sample? 

 

A 

 

B 

  

  

  

  

  

 

 
 

 

Lesson 

2 Technology-Based Art 

In the 21st century, technology is parting in every aspect of life.  It brings 

out a more ample opportunity and a promising platform for many artists. The level 

of artistry is now on its most remarkable transformation.  Cellular phones, 

Computer-Generated Images, Digital Photography, Video Games, Digital Painting, 

and Imaging Videos; these are the creations that we are keen on nowadays.  

In this module, you will explore how Technology-Based Art transformed its 

creation to its manipulation, reproduction, and even distribution. 
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What’s In 

 Art may inspire an artist to take steps into discovering a new form.  Young 

generations are much more oriented to technologies that led them to aspire to be 

discovered or be some well-known artists. Now, you will describe an artwork on 

how technology is made, and continue to create digital art possible. What can you 

say about the following principles of art presented in each artwork? And how about 

the device used by the artist to create such a work of art? 

 

 
Focus: 

 

 

Forms: 

 

 

Patterns:  

Cityscape 
Antonio Gorordo, 2010-2012 

Digital Art 
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What’s New 

Nam Juke Palk is one of the 
pioneering artists to dedicate time and 

effort to new technology. He was 
captivated by the television and its 

impact on people.  TV Buddha is one of 
his finest works, an installation which 

was a result of his observation on how 
from ancient times, the sculptures of 
Buddha were made, placed, and 

meditated.   
Indeed, technologies nowadays 

significantly transformed our world. Although it was not created because of 
art, artists have produced new art forms and a promising way of living 

through life for us with the hard work of artists. 

 

COMPUTER/DIGITAL ART 

Origin and Early Stages 

• Digital art started in the early 1960s. It is an art that uses a computer 
that focuses on the process and not on the product. The early 

experimenters were scientist and engineers and not an artist. They 
recognize that through scientific and mathematical principles, there 

will be a potential for artistic expression. Sample artworks of digital 
art are more of geometric forms, and patterns were done through 

repetitions. Landscape and still-life elements are incorporated as part 
of those forms and designs rather than the main focus. 

Philippine Scene 

• The trend of technology-based art also influences of our Filipino 
artists. Their computer-generated works were mainly geared 
concerning international comic books. The talents of our Filipino 

illustrators were highly in demand and received reasonably a 
reputation. Primary film production in the United States equally 

sought Filipino animators. To view works of our Philippine artists who 
are into digital art techniques, you may visit the following websites: 

o The center for Art and Thought – 

http://www.centerforartandthought.org/ 

o Deviant art – http://www.devianart.com/browse/all/digitalart/ 

o The Ateneo Art Gallery – http://www.ateneoartgallery.org/ 
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Digital Art in the Hands of Everyone 

• The invasion of computer technology is evident in every aspect of our 

modern life. There is wide accessibility of forms and devices that make 
anyone capture, create, manipulate, edit images/videos, compose 

music, and share artworks. Anybody can be a digital artist in your 
own creative ways. 

 

MOBILE PHONE ART/ COMPUTER-

GENERATED IMAGES 

Mobile Phone Art 

• The mobile phone that you 
frequently used is a tool of 

communication and a creative device 
that will help you create original 

works of art. From personal use to 
school projects or reports, you can 

manipulate with various special 
effects.  

Combine images, incorporate text, and simple animations were some 

of the manipulations you can do right on your mobile phone. With just 
a click, drag, and taps of your finger on a screen, you can perform 

many editing effects. 
  

The following are image manipulation programs and applications that run 
on android devices: 

o Pixar     Pic Collage 

o Photo Grid    Doodle Booth 

o Photo Booth   Magic Mirror Booth 

o Pic Monkey    Flip gram 

o Pics Art    Snapseed 

o Instagram 

There are new and exciting programs and applications constantly 

developed that we will surely explore. 

  

COMPUTER GENERATED IMAGES 

It is access to a larger and more complex device like computers and 

laptops. It is making illustrations or original images from scratch using 

specialized programs for generation and manipulation.  Your tablet or 

android phone are scaled-down versions of such programs that enable 

performing virtually all the tasks through the palm of your hand. 
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Among such programs are: 

o Gimp (GNU Image Manipulation Program) 

o Paint.net    Inkscape 

o Xara Extreme   Art weaver 

o Draw plus    Pencil 

o Picasa     Paint Star 

o Smooth Draw   Spray 

o Karbon    Adobe Photoshop Express 

o Corel Paint shop Pro X5 

 

DIGITAL PHOTOGRAPHY 

• Capturing a digital file is another means of generating original images. 

Using a digital camera or device with a built-in camera, like your 

mobile phone, android device, or tablet, you can record ideas. Before 

developing digital photography, people use a film, and will find a long 

time to process the pictures. On digital photography, you will press 

the button; your device will do the rest. 

  

THE FOLLOWING ARE THE BASIC CONCEPTS OF PHOTOGRAPHY: 

1. How to make use of the digital camera 

         Find time to read first the camera’s user guide for you to be familiar 

with each icon or setting and the purpose of those modes. The photographer 

should be familiar with the ISO settings, shutter, aperture, and depth of 

field. 

2. Proper handling of digital camera 

         Before taking any shot, make sure that your camera is steady to 

achieve quality photos. To avoid blurred photographs, you can make use of 

a tripod or any stable improvised platform. 

3. Pay attention to the subject 

         This part has something to do with what we call the “rule of thirds.” In 

this process, you will divide the screen into 9. The main point of interest is 

placed on these lines or junctions, resulting in more pleasing and exciting 

photographs. 

4. Capture photos from unique angles 
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THE FOLLOWING ARE THE TECHNIQUES IN CAPTURING A PHOTO 

Tilt shot – is a shot used for dramatic effects and 

to convey feelings of uneasiness or intoxication. 

In this technique, the camera angle is slanted to 

one side. 

 

 

 

Soft focus – shots appeared to be blurred while 

retaining sharp edges.  If you want a dream-like 

image, then make use of this technique. 

 

 

 

 

 

Framing shot – it focuses on the image that you 

want. 

 

 

 

 

 

Backlighting shot – it is where the source of light 

is behind the subject. 

 

 

 

 

Eye-level – you and your subject is on the same 

height. 

 

 

 

Panning shot –it is showing speed, blurring the 

backgrounds and the camera follows the subject 

from left to right 
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Freeze-frame shot – the camera captures 

fast movement. 

 

 

 

High-angle shot – it looks down on the 

subject. 

 

 

 

 

 

Bird’s eye-shot – object is on its elevated 

view from above. 

 

 

 

 

 

Zoom shot – it is moving the camera into the 

subject. 

 

 

 

 

 

 

Close-up or macro shot – it helps you see 

the subject closely. 

 

 

 

Wide-angle or panoramic shot – it is 

capturing a sweeping view of your subject. 
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5.  Be active 

Make observations on how professional photographers do their craft. 

Read more books about photography.  Explore and do not be afraid of taking 

creative shots. 

6. Join a photography club 

No man is an island.  We cannot learn alone.   A person must 

learn to collaborate and work with others.  To become an effective 

photographer, consider joining workshops, clubs and classes about 

photography 

VIDEO GAMES 

Video games are one of the significant 

components of entertainment nowadays. It is a 

vast selection of educational, mind twister, war, 

science fiction, and a mythical world that 

brought the players into amazing graphics, 

sound, motion, and other special effects.  Video 

game fans can also become video game creators 

through online tutorials and guides available 

online—no prior knowledge needed in coding 

and web development. 

 

DIGITAL PAINTING 

• It uses computer to create an artwork.  

Traditional mediums and surfaces are still used 

but manipulated by a computer software or an 

office machine instead of an artist’s hand. 

 

 

 

VIDEO TECHNOLOGY/IMAGING VIDEOS 

Social Media Purposes 

• Devices like tablets and android phones 

can capture and edit your self-made videos.  

Anyone can choose a theme of your videos from 

food, travel, dance, and music.  Such videos can 

be uploaded to any online platforms targeting 

the “netizens” of today.  Creating and presenting 

videos is another tremendous powerful and 

innovative field that digital technology has 

revolutionized. 
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Medical/scientific purposes 

• Imaging videos has its valuable use 

in medicine and science.  It helps to 

provide proper diagnosis and treat 

diseases since medical machines like 

Magnetic Resonance Imaging (MRI), 

Computerized Tomography (CT scans) can 

create and record visual images to the 

internal anatomy of the patient.  Early 

discovery of a baby’s development and 

malformations can be done through the 

use of ultra sound tests or sonograms. 

 

 

What is It 

 Whether we realize it or not, art is everywhere, influencing us daily.  It 

affects our mood and emotions, be it a video, music, a simple photograph, or 

inspirational art. Let us now go deeper by doing a visual analysis as you will look at 

the following works of well-known digital artists.  

 

 

 

 

 

 

Olga Kisseleva-ArtSlant 

Rhythm/Melody Balance Emphasis Harmony, 

Unity & 

Variety 

Proportion 
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Jean Pierre Hebert-Squarwz 

Rhythm/Melody Balance Emphasis Harmony, 

Unity & 

Variety 

Proportion 

     

     

     

     

     

 

Great job! You can present well your visual analysis.  Your recognition and 

reflection of the visual choices of the artists will come to a better understanding of 

the art as a whole.   Now that you are good at providing visual details, start 

gathering your work of arts, label it, and prepare for your online exhibit at home.  
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 Art gives a particular place a unique identity. Museums, monuments, 
art galleries, and public arts defined great cities. Art not only provides 

beautification, but it also gives value to the assets of our surroundings. If we 
take art as a part of our lives, it will help us better appreciate ourselves and 

our community and enrich us culturally. The next activity will let you work 
and discover your community.   

 
An Online Exhibit of Technology-Based Art 
Direction: The theme of artworks has something to do with the culture and 

traditions/history of your community.  
Select from your works, as well as a source photo, magazine or calendar 

cutouts, internet images of at least one to two artworks for each of the 
following categories: 

1.  Mobile Phone Art 

2. Digital Photography 

3. Digital Painting  

Evaluation:  

An Online Exhibit of Technology-Based Art 

Evaluation Form 

INDICATORS VERY GOOD 

(5) 

GOOD 

(4) 

FAIR 

(3) 

POOR 

(2) 

Selection of 

artworks to 

exhibit (theme 

& message) 

    

Completeness 

of exhibit 

    

Presentation 

on (display, 

mounting and 

labelling of 

works) 

    

 

Excellent! The works that you presented shows how acquainted you are with 

digital technology.  As you listen to the different perspectives, views, and 

interpretations it helps you to open up your mindset and develop your sense of 

appreciation.  I hope that through our online exhibit, your visual understanding 

broadens and your thoughtful conversation with your classmates developed.  Not 

only that, may this activity strengthen your cultural orientation and of the 

community where you belong. 
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What I Have Learned 

This time, let us see if you be able to comprehend what we read a while ago.  As a 

young citizen, do you think digital technology affects the following aspects below?  

Write your answers on a sheet of paper. 

THE INDICATORS ANSWERS 

Art 

 

 

 

 

Media 

 

 

 

 

Entertainment/VIDEO 

Games 

 

 

 

 

 

Amazing! Your organized thoughts signify that you truly understand our lesson. Be 

ready for our next activity young artists for you will truly enjoy this!  Have fun! 

 

 

What I Can Do 

 

In module 1, you are asked to apply the manipulation programs using your mobile 

phone. How is your experience? I hope you are ready to submit your project. That 

will be enough performance output for this quarter in Arts. Leave this part and 

proceed to the assessment. 
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Assessment 

According to research, the most important characteristic of a human being is to be 

creative.  It is one of the main traits that make us become a successful individual.  

Now, let us check how far you reach your understanding of technology-based art.  

Read and understand each item carefully.  

Test A.  Direction.  Write the letter of the correct answer on a separate sheet of 

paper. 

_____1. Which of the following program that is designed to run on desktop 

computers and laptop? 

 A. Adobe photoshoot express B. Pics art 

 C. Snapseed D. Pic Monkey 

_____2. What communication tool that can be a creative device that allows you to 

generate original works of art to manipulate effects? 

 A. Mobile phone B. Desktop 

 C. DSLR D. Video Camera 

_____ 3. These are created from scratch using drawing or illustration software on 

desktop computers, laptops and tablets.  These can be modified and 

manipulated as well, using image editing programs for these devices. 

 A. Mobile phone art B. Digital painting 

 C. Computer-generated art D. Video games 

_____ 4. How can you transform a raw material in photography into an original 

piece of art? 

 A. By capturing images  B. By developing the images 

 C. By modifying & manipulating D. By experiencing the gadget to edit 

 

_____ 5. Which of the following works of art could considered an example of digital 

art? 

A. A painting of an early apple computer done in oil on canvass with 

paint brush 

 B. A bronze statue with figure famous in television or radio. 

C. An artwork that combines images drawn on the computer with video    

clips. 

D. Art made from recycled pieces of old television, radios and desktop 

computers. 
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_____ 6. If you were asked to take a shot in a landscape area which includes the 

large fields and mountains, what kind of shot you will perform? 

 A. Framing shot B. Eye-level shot 

 C. High-angle shot  D. Wide-angle shot 

_____ 7. This is a free photo editor and drawing application, as well as a social 

network for you to share your art with others. 

 A. Flip gram B. Instagram 

 C. Snapseed   D. Pics art 

_____ 8. Andreia wanted to take a closer look of a worm on top of the leaf, what 

will be the correct shot that she will do? 

 A. Freeze-framing shot B. Tilt shot 

 C. Soft focus D. Macro shot 

_____ 9. Achilles is on bicycling with her sister Amayah, he requested her sister 

to stop and take a photo of him while doing some bicycling exhibitions.  

What will be the best shot technique that you can suggest to her sister? 

 A. Zoom shot B. Panoramic shot 

 C. Freeze-frame shot D. Eye-level shot 

_____ 10. What will happen to the subject of your photo if there is a low depth of 

field? 

 A. More of the scene will appear in focus 

 B. Everything behind the subject will be out of focus  

 C. The subject of your photo will just appear more natural 

 D. Both the subject and the background will become blurred 

B. True or False 

Directions: Read the sentences carefully. Write TRUE if the sentence is correct and 

FALSE if it is incorrect. 

_____ 11. We can only capture and edit self-made videos using computer desktop 

or laptop. 

_____ 12. Traditional mediums and surfaces are no longer needed in digital 

painting. 

_____ 13. Imaging videos helps the physician in providing correct diagnosis and 

treatment to the patient. 

_____ 14. A young learner like you can possibly create a video game. 

_____ 15. We can generate and manipulate original images from scratch using 

our tablet and android phones. 
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Answer Key 

WHAT I HAVE KNOW… 

Students will give their answers based from their observations. 

WHAT’S IN… 

  

Cityscape 

Antonio Gorordo, 2010-2012 

Digital art 

Mountain and Staurolyte,1997 

Ronald Davis 

Computer-generated 3D art 

Focus:       

Focus is given to the colored 

shapes that resembles city's 

buildings. 

Focus:     

The focus is given to the 

staurolite as seen in its vibrant 

use of color and smooth 

surface.     

Forms:     

Boxes resembling buildings.     

Forms:     

Geometrical     
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Patterns:     

Repeated patterns.     

Patterns:     

Repeated patterns.     

 

WHAT IS IT… 

Digital Artworks Rhythm, 

Movement 

Balance Emphasis Harmon

y, Unity, 

Variety 

Proportio

n 

Olga Kisseleva, 

2012 

No 

movement

& rhythm 

since there 

is no flow 

or 

direction of 

objects 

involved. 

It is 

asymmetri

cal. As 

seen in the 

over 

lapping 

images of 

the outer 

and inner 

working of 

the clock. 

The 

overlapping 

images of 

outer and 

inner 

workings of 

the clock. 

Is seen 

in the 

use of 

different 

shapes 

and sizes 

and 

orientati

on of 

images/s

hapes 

that did 

not 

negate to 

one 

another. 

No size 

compariso

n.  But if 

looking at 

it as a 

whole its 

equal. 

Jean-Pierre 

Hebert, 2007 

It is seen 

in the 

repetition 

of 

orientation 

of the lines 

as though 

imitating 

wave 

movement. 

Asymmetri
cal 

 

Not visible. 

 

Seen 

through 

the use 

of 

different 

orientati

on of 

lines that 

are 

placed in 

a 

manner 

that does 

No size 

compariso
n. 
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not 

contradic

t the 

other.  

Different 

orientati

on of 

lines that 

works 

together 

as one. 

 

WHAT’S MORE…  

 Online Exhibit of Technology-Based Art 

 

WHAT I HAVE LEARNED… 

 Students will answer based from their own experiences and 

perspectives from the learnings that they got. 
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ASSESSMENT 

Test A.                                Test B 

1. A                                   11. False 

2.  A                                   12. False      

3.  C                                   13. True 

4.  A                                    14. True 

5.  C                                    15. True 

6.  D 

7.  B 

8.  D 

9.  C 

10. B 
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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 

suggestions    

 

 

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 
 




