
I. WEEKS 1–3: FOUNDATIONS OF ART 
1. What is Art? 

• Art is a form of creative expression used to communicate ideas, emotions, experiences, and perspectives. 

• It may use visual, musical, literary, performance, craft, design, film, or digital media. 

• Art can have expressive, communicative, cultural, educational, social, spiritual, and aesthetic purposes. 

2. Why Study Art? 

• Art helps us understand people, cultures, history, beliefs, values, and different perspectives. 

• It develops observation, interpretation, creativity, critical thinking, and appreciation. 

• Art also shows how visual, verbal, and sensory forms can communicate meaning. 

3. What is Design? 

• Design is the intentional planning and organization of elements to solve a problem, communicate a message, or create 
auseful experience. 

• Design balances function and aesthetics and appears in graphics, products, architecture, websites, interfaces, 
andpublications. 

4. What is Craft? 

• Craft involves making objects through skilled techniques, often by hand and with materials such as wood, fiber, clay, 
metal,paper, or other media. 

• Craft emphasizes skill, process, material knowledge, function, decoration, and cultural tradition. 

II. MULTIMEDIA ARTS 
Definition: Multimedia arts is a dynamic and innovative field of creative expression that merges traditional artistic practices with 
modern technology. 

• It brings together artistic mediums such as visual arts, music, video, and digital graphics to create engaging experiences. 

• Its core is interdisciplinary: it can blend text, images, animation, video, audio, and interactivity to communicate messages,tell 
stories, or evoke emotions. 

Example: Augmented Reality (AR) 
• The lesson uses IKEA's 3D room planner as an example of multimedia art/AR, showing how digital content can be overlaid or 

experienced in relation to a real environment. 

III. KEY FEATURES OF MULTIMEDIA ARTS 
1. Interactivity 
Allows audiences to actively participate or influence the outcome, experience, or appearance of the artwork. Common in 
interactive installations and virtual reality projects; each audience experience can be unique. 

2. Navigation 
Includes elements that let users move through content or environments. Examples include clickable menus in digital exhibits and 
virtual tours in 3D environments. Navigation enhances user control and personalizes engagement. 

3. Hyperlink 
A mechanism that connects different elements or sections of digital artwork. It allows users to jump from one section of content to 
another, enabling non-linear exploration. Useful in web-based multimedia projects, digital publications, and educational modules. 



4. Integration of Multimedia Forms 
Combines several media—such as images, sounds, video, animation, and text—working together to create a richer, more 
immersive experience. 

5. Use of Technology 
Digital tools, software, and platforms are central to creating and presenting multimedia art. Examples in the lesson include Adobe 
Creative Suite, 3D modeling and animation software, and interactive design applications. 

IV. SCOPE OF MULTIMEDIA ARTS 
1. Graphic and Visual Design 

Creation of digital illustrations, branding materials, and promotional graphics. 

2. Animation 

Both 2D and 3D animation for entertainment, education, or marketing purposes. 

3. Web and App Design 

Designing and developing interactive web pages and mobile applications. 

4. Video Production 

Storytelling through filming, editing, and post-production for films, advertisements, and online content. 

5. Sound Design 
Incorporating and manipulating audio elements, creating soundtracks, and designing sound effects. 6. 

Interactive Installations 

Creating immersive art experiences using sensors, projections, VR, and AR. 

7. Game Design 

Developing interactive environments for entertainment, learning, or simulation. 

8. Digital Publishing 

Producing e-books, digital magazines, and online educational resources that combine media types. 

V. MULTIMEDIA ARTS SUMMARY 
• Multimedia arts stretches beyond traditional boundaries by engaging multiple senses and encouraging active participation. 

• Its broad scope spans graphic design, animation, video, sound, interactivity, and other digital practices. 

• Because technology continually evolves, multimedia arts is a vital and constantly changing area of today's digital world. 

VI. TYPES OF MULTIMEDIA 
Multimedia integrates multiple forms of content to enhance communication, learning, entertainment, and presentation. 
Understanding the different types is essential for designing effective digital content. 

1. TEXTS 
Definition: Refers to any form of written content that conveys information through characters, words, and sentences. 

Importance: One of the most fundamental forms of communication; often used to provide explanations, descriptions, labels, and 
instructions. 

Characteristics: 



• Can be formatted in various fonts, sizes, colors, and styles. 

• Supports hyperlinks, bullet points, and headings for better organization. 

Usage: Books, websites, captions, menus, and dialogue boxes. 

2. GRAPHICS 
Definition: Visual representations such as drawings, illustrations, photographs, and charts. 

Types: 

• Raster graphics — made up of pixels; examples include JPEG and PNG. 

• Vector graphics — composed of paths and shapes; example: SVG. Vector graphics can be scaled without losing resolution. 

Importance: Enhance understanding, attract attention, and simplify complex information. 

Usage: Icons, logos, infographics, diagrams, and photos. 

3. ANIMATION 
Definition: The process of creating the illusion of movement by displaying a sequence of images or frames. 

Types: 

• 2D animation — flat, two-dimensional images shown in sequence. 

• 3D animation — three-dimensional models that move realistically. 

• Motion graphics — animated graphic design elements. 

Importance: Engages viewers, explains processes dynamically, and adds interactivity. 

Usage: Educational presentations, advertisements, games, and user interfaces. 

Examples shown in the lesson: Burger King video, Intel video, and medical animations. 

4. AUDIO 
Definition: Includes all sound elements such as music, speech, sound effects, and ambient sounds. 

Importance: Adds emotional impact, reinforces messages, and improves accessibility. 

Formats: MP3, WAV, AAC. 

Usage: Podcasts, voice-overs, background music, alerts, and narrations. 

5. VIDEO 
Definition: Video combines moving images with audio to create a rich, dynamic multimedia experience. 

Importance: Effective for storytelling, demonstrations, and live recordings. 

Formats: MP4, AVI, MOV. 

Usage: Movies, tutorials, webinars, commercials, and video blogs. 

VII. FAST COMPARISON — TYPES OF MULTIMEDIA 
Type Definition / Key Idea Remember 

Texts Written content using characters, words, sentences Information & instructions 

Graphics Visual representations Images, logos, charts 

Animation Illusion of movement through sequential frames 2D, 3D, motion graphics 

Audio Sound elements Music, speech, effects 



Video Moving images + audio Storytelling & demonstrations 

VIII. HISTORY OF WESTERN ART — WEEK 4 
Study each movement by remembering: Period → Key Figures → Main Characteristics. 

1. Classical Antiquity (c. 800 BCE–400 CE) 
Key Figures: Phidias, Polykleitos, Praxiteles 

Greek and Roman art emphasized proportion, harmony, and idealized human forms. Greek art laid a foundation for Western 
aesthetics through sculpture and architecture. 

2. Byzantine Art (c. 330–1453) 
Key Figures: Unknown / religious iconography 

Religious iconography, mosaics, divine figures, gold backgrounds, and flat/stylized forms emphasized spiritual transcendence 
rather than realism. 

3. Gothic Art (c. 1100–1500) 
Key Figures: Cimabue, Giotto, Nicola Pisano 

Towering cathedrals, pointed arches, stained glass, and increasingly expressive painting with experiments in naturalism. 

4. Renaissance (c. 1300–1600) 
Key Figures: Leonardo da Vinci, Michelangelo, Raphael, Titian 

Revived Classical ideals; perspective and chiaroscuro; balance, harmony, proportion, and realistic human bodies. 

5. Baroque (c. 1600–1750) 
Key Figures: Caravaggio, Peter Paul Rubens, Rembrandt, Bernini 

Drama, movement, elaborate detail, intense contrasts, dynamic compositions, emotion, grandeur, religion, and royal themes. 

6. Rococo (c. 1700–1770) 
Key Figures: François Boucher, Jean-Honoré Fragonard, Antoine Watteau 

Ornate, playful, light-hearted style; pastel colors, delicate forms, and romantic/frivolous subjects, especially in France. 

7. Neoclassicism (c. 1750–1850) 
Key Figures: Jacques-Louis David, Jean-Auguste-Dominique Ingres 

Revived Classical forms as a reaction to Rococo excess; orderly, simple, heroic subjects inspired by Greece/Rome and 
Enlightenment values. 

8. Romanticism (c. 1800–1850) 
Key Figures: Francisco Goya, Eugène Delacroix, J.M.W. Turner, Caspar David Friedrich 

Emotion, individualism, and the sublime in nature; reaction against Enlightenment rationalism; dramatic and turbulent scenes. 

9. Realism (c. 1840–1880) 
Key Figures: Gustave Courbet, Jean-François Millet, Édouard Manet 

Truthful depiction without idealization; ordinary people, working class, rural life, social themes, and harsh realities. 

10. Impressionism (c. 1860–1886) 
Key Figures: Claude Monet, Pierre-Auguste Renoir, Edgar Degas, Mary Cassatt 

Focused on light and movement, outdoor painting, loose brushstrokes, spontaneity, and fleeting moments. 



11. Post-Impressionism (c. 1886–1905) 
Key Figures: Vincent van Gogh, Paul Cézanne, Georges Seurat, Paul Gauguin 

Built on Impressionism while adding structure, form, emotional depth, individual styles, color exploration, and abstraction. 

12. Symbolism (c. 1880–1910) 
Key Figures: Gustave Moreau, Odilon Redon, Edvard Munch 

Mysticism, dreams, subconscious, symbolism, rich colors, mythological/esoteric subjects, and darker psychological themes. 

13. Art Nouveau (c. 1890–1910) 
Key Figures: Gustav Klimt, Alphonse Mucha, Antoni Gaudí 

Organic flowing lines and decorative details inspired by nature; influenced architecture, graphic arts, and applied arts. 

14. Fauvism (c. 1905–1910) 
Key Figures: Henri Matisse, André Derain 

Bold, non-naturalistic colors and strong brushwork; expressive color and painterly qualities over realistic depiction. 

15. Cubism (c. 1907–1920s) 
Key Figures: Pablo Picasso, Georges Braque, Juan Gris 

Geometric forms, multiple perspectives on one plane, rejection of traditional perspective and realism. 

16. Surrealism (c. 1920s–1950s) 
Key Figures: Salvador Dalí, René Magritte, Max Ernst 

Dreams, unconscious mind, irrationality, unexpected juxtapositions, symbolic images, and bizarre/dream-like compositions. 

17. Abstract Expressionism (c. 1940s–1960s) 
Key Figures: Jackson Pollock, Mark Rothko, Willem de Kooning 

Spontaneous expressive brushwork and abstract forms; personal expression, large canvases, and immersive emotional 
experiences. 

18. Pop Art (c. 1950s–1960s) 
Key Figures: Andy Warhol, Roy Lichtenstein, Claes Oldenburg 

Popular culture, advertising, mass media, consumerism, celebrity culture, irony, humor, and questioning high/low art boundaries. 

19. Minimalism (c. 1960s–1970s) 
Key Figures: Donald Judd, Agnes Martin, Frank Stella 

Simplicity, geometric shapes, limited color palettes, essential forms, space, and viewer perception. 

20. Contemporary Art (c. 1970s–present) 
Key Figures: Jeff Koons, Damien Hirst, Yayoi Kusama 

Diverse and evolving; includes digital art, installation, performance, varied media, and social/political/environmental or conceptual 
themes. 

IX. QUICK-MEMORY GUIDE 
Movement Keyword(s) 

Classical Antiquity Ideal proportions + harmony 



Byzantine Mosaics + gold + divine figures 

Movement Keyword(s) 

Gothic Pointed arches + cathedrals + stained glass 

Renaissance Classical revival + perspective + chiaroscuro 

Baroque Drama + movement + contrast 

Rococo Pastel + playful + ornate 

Neoclassicism Order + heroism + Classical revival 

Romanticism Emotion + nature + sublime 

Realism Ordinary life + truth 

Impressionism Light + fleeting moments + loose brushwork 

Post-Impressionism Structure + color + emotion 

Symbolism Dreams + mysticism + subconscious 

Art Nouveau Organic flowing lines + decoration 

Fauvism Bold unnatural color 

Cubism Geometric forms + multiple viewpoints 

Surrealism Dreams + unconscious + irrational 

Abstract Expressionism Spontaneous abstraction + emotion 

Pop Art Mass media + consumer culture 

Minimalism Simple geometry + essentials 

Contemporary Diverse media + current issues + experimentation 

X. PRACTICE TEST — 40 ITEMS 
1. Which multimedia type refers to written content using characters, words, and sentences? A. Texts B. Graphics C. 

Audio D. Video 

2. Which is a type of graphic made of pixels? A. Vector B. Raster C. Motion D. Audio 

3. Which graphic type is composed of paths and shapes? A. Raster B. Vector C. Video D. Text 

4. Which multimedia type creates the illusion of movement using a sequence of images or frames? A. Animation B. Audio 
C. Text D. Graphics 

5. Which is NOT listed as an audio format in the lesson? A. MP3 B. WAV C. AAC D. MP4 

6. Which is a video format listed in the lesson? A. SVG B. MP4 C. PNG D. AAC 

7. Podcasts, voice-overs, alerts, and narrations are uses of: A. Audio B. Graphics C. Text D. Animation 

8. Movies, tutorials, webinars, commercials, and video blogs are uses of: A. Text B. Video C. Audio D. Graphics 

9. Which key feature allows audiences to actively participate or influence an artwork? A. Hyperlink B. Interactivity C. 
Navigation D. Technology 

10. Which feature lets users move through digital content or environments? A. Navigation B. Audio C. Raster D. Craft 

11. Which feature connects sections of digital artwork and enables non-linear exploration? A. Hyperlink B. Video C. 
Typography D. Realism 


