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Get into
geometry
Our surroundings are a constant source of
shapes that fit together to form structures,
such as the petals that make up a flower or
the cogs that make up a machine. Within
this immense variety of shapes, geometric
shapes are particularly interesting.
There are plenty of geometric shapes in
nature, but they can be seen best in manmade objects. Bear in mind that curves,
polygons and other geometric shapes are
abstractions that we use not just to build,
but also to interpret the reality that surrounds us. Throughout history, many people from many different professions have
made use of geometric shapes.

Unit introduction

WORKSHEET

Theoretical contents are presented at an easy reading level by always offering
images, illustrations, suggestions and examples that can help you understand the
concepts. We want to teach you how ‘to look’ and how ‘to express yourself’ better
in the world of images.

Throughout history, humans have drawn space and the objects in it on the basis of our visual experience.
Everything around us – streets, parks, our homes – and the things we find in these spaces – people, objects,
furniture, cars – are three-dimensional: They have shape, texture, colour and volume. We see them in different sizes, whether that is because some are closer than others or because they really are smaller or larger.

Some images can be used to document reality. For
instance, the case with newspaper photos that
show us what has happened in a particular place,
or science magazines which show us aspects of reality. These images have referential value.

3.3 Modes of expression

3.1 Representing spaces and objects
People have used a range of resources to represent spaces and objects, enabling us to convey the illusion
of three dimensions on a two-dimensional support, such as paper, canvas or a wall.
Such procedures are based on visual experience and the principles of perspective, which you will study
in the next section of this book.
Mankind’s arrival on the Moon.

Complementary activities distributed
throughout the different sections of
each unit. Download the worksheets
from the Online Learning Center.
YOUR TURN

3 Space and depth

We can find images in our surroundings that have
different uses and respond to different interests.

A. Oblique perspective

Photojournalism.

As you have seen, images can be similar to reality or quite different. They can also have different visual styles. Here are some examples. You can install an app
on your mobile phone or tablet that lets you apply different artistic styles to images.

GIOTTO, THE LIBERATION OF THE
HERETIC PETER, 1295.

FRANK O. GEHRY, GUGGENHEIM MUSEUM. BILBAO.

Content development

Others have expressive value. This means they try
to touch our emotions or make us identify with what
is happening in the image.

Before you begin, you will explore
the key concepts of the unit through
a warm-up activity. Go to the Online
Learning Center (OLC) to download
the worksheets for this section.

Before you begin, download and print
the worksheet 'Get into geometry' from
the OLC. Through this warm-up activity,
you will explore the unit's key concepts.
Also download this unit's worksheet and
do the proposed activities as you work
through the topic. This will help consolidate your knowledge and your can-do
abilities.

An image and a text introduce the contents
in all units

3.2 Expressive and referential context

WARM-UP ACTIVITY

This technique consists of using oblique parallel
lines to draw shapes and objects, giving them a
sensation of depth in space.

This method of representation has been used for
centuries. Picasso, for example, used this technique to represent the shapes in his painting
Bread and Fruit Dish on a Table. This allows us to
quickly understand his idea of space and volume.

YOU TURN
4. Have a go at using this technique with an
image that you like. Draw a grid over the
image. Copy the image onto a rectangular
grid with the same number of rectangles
as the original grid on your image. When it
is finished, find the point of view where it
does not appear to be distorted. If you are
working in groups and drawing on the floor,
use coloured chalk or the technique recommended by your teacher. You will create a
really fun example of anamorphosis.

You will find different types of activities to develop different skills as well
as consolidate your knowledge.

B. Distortion through anamorphosis
This is the temporary distortion of an image
produced by an optical or mathematical effect.
In art, this effect has been used to attract attention to the artwork’s message or to create
spatial illusions. To use this effect, you can start
with a drawing on a grid, and then recreate the
drawing on a distorted grid.
ÉDOUARD MANET, PORTRAIT OF A
HORSEWOMAN, 1882.

EDVARD MUNCH, THE SCREAM, 1893.

JEAN-HONORÉ FRAGONARD, THE
SWING, 1767.

FERNAND LÉGER, THE THREE
COMRADES, 1920.

Primitivism is defined by the Classicism is rational and Expressionism exaggerates Decorative art aims to en- Functional art favours utilsimplicity of the shapes, flat logical. It is a style found in shapes found in reality and hance the artwork’s visual itarian shapes in a visual
structure.
representations and basic art and design.
effects.
tries to provoke emotions.
colours.
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PABLO RUIZ PICASSO. BREAD AND FRUIT DISH ON A TABLE, 1909.
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VALS/OVOIDS

End of unit
LOOK AROUND YOU

MIND MAP

SPIRALS

Flat,
a

Now you know how to draw, modify and compose with geometrical shapes. You are going to
apply all these concepts as architects do when
they present their projects.

.

and continuous
or

that use arcs to expand from
nucleus.

I’M AN ARCHITECT

.

A smooth
between two curves or between a curve and a straight line,
and depends on tangency. The blend occurs in the
between layouts.

BLENDING

It has a centre, and an amplitude of 180°
AXIAL

The axis is the middle point of the segment AA’.

ROTATIONS

An element is
around the centre point O
with an angle α. (OA=OA’)

SYMMETRY

An element is moved a certain distance.

Same shape, different sizes.
SIMILARITY
METRIC
RELATIONS

COMPOSING

Same

THALES’ THEOREM

and proportional

The most

SCALES

Scales can be:

Creating patterns with

,

,

ORTOGRAPHIC SYSTEM

The projecting planes are

REPRESENTING

OVALS/OVOIDS
ORTHOGONAL
AXONOMETRIC

SYSTEM

SPIRALS

.

LOOK AROUND YOU

.
the image.

to the picture plane.

CYLINDRICAL

Projections are
to the projection plane.
ISOMETRIC, DIMETRIC, TRIMETRIC.

OBLIQUE
CYLINDRICAL

Projections are
to the projection plane.
CAVALIER, MILITARY PERSPECTIVE.

Unit 1 / Activity 8

Your poster should contain a little introduction about the building, an specific development of the five points above (drawings and
text) and a final conclusion explaining why
this is a good geometrical work.

Advertising spots

BLENDING

LOOK AROUND YOU

2D

Frame no.:

Action:

Action:

Scene no.:

Scene no.:

Frame no.:

Frame no.:

Action:

SPIRALS

Action:

• Post-production: Editing the material.
At this stage, you put the recorded scenes
in order and add the sound, special effects,
a slogan or any text you consider necessary.
Remember that an advert should be short, and
they normally last 30 seconds. It also needs to
be striking and to attract the viewer’s attention.

OVALS/OVOIDS

ROTATIONS

Ask your teacher to upload the final result to
YouTube, Instagram or Pinterest so that you can
watch it with your classmates in the classroom.
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SIMILARITY
BLENDING

METRIC
RELATIONS

SYMMETRY

STRUCTURE

THALES’ THEOREM
GOLDEN
AXIAL
RATIO

2D

SCALES
ROTATIONS

ARABESQUE MOSAIC

RELATIONS

SIMILARITY
THALES’ THEOREM

ORTOGRAPHIC SYSTEM
OBLIQUE

CYLINDRICAL

Unit 2 / Activity 4

Name

Grade

Class

Date

Visual solutions with colour

ORTHOGONAL
CYLINDRICAL
STRUCTURE
METRIC

GOLDEN
RATIO

SCALES
ORTHOGONAL

Download the self-assessment sheet from
the OLC to assess your ‘can-do abilities’.

Colour is one of the most expressive elements of visual art and language. To
understand its visual possibilities, it is necessary to experiment with colours,
tools and materials, applying what you have learned in this unit.

• To lighten an area, mix its colour with white and yellow to brighten it. To darken
or give a colour volume, you can use its complementary hue. The colour black
easily changes the properties of a colour.

Learning certain colour rules and procedures, like the ones listed below, will
give you the visual solutions you need to achieve the effects you want.

Create your own interpretation of this landscape with complementary colours
compared to those in the original image. So, wherever there is green, use magenta; wherever there is yellow, use blue, etc. Use tempera paints and practice
the three visual solutions suggested on this page.

• A colour’s hue increases if we add more of its colour.
• A colour loses saturation when more than two hues are mixed or when we add
white or black. The mixture of two complementary colours means using three
primary colours and, therefore, the result is a slightly saturated, dark grey tone.

CYLINDRICAL
ARABESQUE MOSAIC

AXONOMETRIC

SYSTEM

STRUCTURE

OBLIQUE
CYLINDRICAL

Download the self-assessment sheet from
the OLC to assess your ‘can-do abilities’.

ORTOGRAPHIC SYSTEM
ORTHOGONAL

CYLINDRICAL
MIND MAP

3D

3D

Scene no.:

Frame no.:

Follow the instructions you agreed in the
technical script.

AXIAL

SYMMETRY

RABESQUE MOSAIC

/

Scene no.:

• Production: Recording the material.

GOLDEN
RATIO

/

Date

It is a good idea to write a technical script
alongside the text to define which resources
you need, what you need to record, who will
do each task, which types of frames and so on.

SCALES

/

Each member of the group writes a short
text with a suggestion for an advert. It should
include things like what information we will
provide, who it is aimed at, what it will be used
for, how it will be broadcast, etc.
By pooling your ideas you can come up with
a final idea which will form the basis of the
plot.

THALES’ THEOREM

SYSTEM

Class

• Pre-production: Creating the idea.
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SIMILARITY
MIND MAP

XONOMETRIC

Grade

In groups of five, make a spot for your art course
and the work you do in class. Follow this process:

ROTATIONS

ORTOGRAPHIC SYSTEM

Name

Use this space to write down your ideas and create a simple storyboard as a graphic representation of the scenes and
characters in each frame, so that the action is easily understood. You can add directions to facilitate production (movements of the camera and the actors, lighting, sound, etc.). Include a slogan or the texts you consider necessary.

Making an advertising spot is like making a short
film: You have to follow the same steps.

Download the self-assessment sheet from
the OLC to assess your ‘can-do abilities’.
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METRIC
RELATIONS

The activities in this book allow you to
express you individually and as a group
member. We also provide you with a
space where you can freely develop
your creativity.

• Symmetry.

or

Lines that separate and organize the shapes that

Work in groups of three and explain to your
classmates how the faÇade of this church is
made. Prepare a poster showing:

• Tangencies and blendings.

.

Three dimensional strips with a uniform profile based on
STRUCTURE

Imagine that you are a member of Alberti’s
team of architects. Your task is to convince a
local patron to build this faÇade.

• Main shapes.

proportionate.
,

A research project helps you connect
and apply the unit's contents with your
everyday experience.

• Proportions between elements.

segments.

and

Leon Battista Alberti was one of the most important architects during the Renaissance. He
designed the faÇade of Santa Maria Novella
in Florence. This faÇade is a clear example of
geometry as the main resource in this period.

• Basic structure (main composition lines).

.

Method to obtain

GOLDEN
RATIO

ARABESQUE MOSAIC

AXIAL
3D

and symmetrical
,

Meeting of two shapes at only one point, known as the
Can occur between
-straight line or
-circle.

MIND MAP

SYMMETRY

LOOK AROUND YOU

Triangles, squares, pentagons, hexagons, heptagons,
Flat,

MODIFYING

2D

GET INTO GEOMETRY

OVALS/OVOIDS

SPIRALS

BLENDING

Activities
LOOK AROUND YOU

DRAWING

www.mheducation.es

MAP

AXONOMETRIC

SYSTEM

OBLIQUE
CYLINDRICAL

The theory concludes with a Mind map
of the contents of the unit for you to
complete.

/

Download the self-assessment sheet from
SELF-ASSESSMENT
the OLC to assess
your ‘can-do abilities’.

Download the self-assessment sheet from
the OLC to assess your ‘can-do abilities’.
82 / Unit 2 / Get into art

/
KARL SCHMIDT-ROTTLUFF, UPROOTED TREES, 1934.
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1

Get into image
Every day, we interact with others and
with our surroundings to exchange news,
ideas, feelings and emotions, and we do
this using images.
Human beings need to communicate and
we do it via different languages that use
visual, tactile or sound signs.

Before you begin, download and print
the worksheet 'Get into image' from
the OLC. Through this warm-up activity, you will explore the unit's key
concepts.
Also download this unit's worksheet
and do the proposed activities as you
work through the topic. This will help
consolidate your knowledge and your
can-do abilities.
We are continually exposed to audiovisual stimuli
that reach us via new technology.

www.mheducation.es

1 Visual perception and observation

Our brain interprets stimuli from our senses through perception, then,
it turns them into messages. This is how things around us turn into internal
information that we recognise as messages.
An analytical observation is when we look at the details of an image or
object, and study its structure, characteristics and components. However, if
we give more importance to the image or object’s function, then we are using
functional observation.
We can observe this photograph in two different ways:
When we focus on the elements that make up the chair (colour, materials,
structure, design...) we are developing an analytical observation. On the
other hand, if we look at the chair only as a seat, without paying attention
to the way it is designed we are highlighting its function rather than its
image. So we are making a functional observation.
In an image, we can study the relationship between its elements, separately or
together, to develop the message we want to transmit to the receiver.

1.1 Mental configuration of images
In the perception process, there are several parts that can be divided into
two phases:
• Physical and optical phase: The light source emits electromagnetic
waves which travel in straight lines in all directions until they reach objects.
Some are absorbed and others are reflected. These waves enter the eye
by crossing the cornea and the lens to reach the retina, forming a visual
image. There, they stimulate the photoreceptor cells, the rods and cones,
which produce small electrical signals that are sent to the brain along the
optic nerve and the central nervous system.
• Interpretation phase: The electrical signals reach the primary visual cortex
in the posterior part of the brain, and they are processed to form a mental
image. This is what we see, remember and recall when needed.
Sound waves follow a similar process, from the inner ear that carries information to the brain to form a sound image.
Image is the mental sensation that is formed from the signals that reach the
brain through our senses (perceiving), memory (remembering) or imagination
(creating).
INTERPRETATION PROCESS

PHYSICAL PROCESS
Visual receptors
(rods and cones)

Correction of orientation
The images that reach the retina are inverted
in comparison to the direction of the light that
pass through the retina.

Retina
Perception Perception
of shape of movement

Pupil

Perception Perception
of space
of colour

Optic nerve

Visual cortex

YOUR TURN

1. In the infographic, find the elements that are part of visual perception.
Explain what their function is in the process. You can follow this example:
Light source: Its function is to emit electromagnetic waves.

6 / Unit 1 / Get into image

Vision is our ability to interpret our surroundings on the basis
of the light that enters our eyes. Human vision is:
• Binocular: Our two eyes receive different points of view.
• Convergent: The eyes converge to focus on approaching
objects.
These properties are the basis for three-dimensional visual
perception.

The Laws of Good Figure,
or simplicity, help by
grouping stimuli according
to their similarity, proximity
and continuity.

TRANSFORMATION

Memory and Recognition
We have 'archives' of
experience and learning
which strengthen with
practice.

FINAL PERCEPTION

www.mheducation.es

1.2 Principles of perception
A. Law of figure-ground perception
Our perception tends to separate the figure from
the background, because we cannot perceive two
figures simultaneously. This marks the contrast between the two elements. Sometimes, the contrast
is so low that it creates an ambiguous perception,
where we do not know which element is figure and
which is background.

B. Laws of grouping
Perception is organised so that the figure we perceive is as
simple as possible in relation to the following laws:
• Law of proximity. We group together objects that are close
to one another in space and time to form a single stimulus.
By this law, some objects are separated from others, forming
independent structures.
• Law of similarity. We tend to group together elements with a
similar size, texture, colour, meaning, etc.

Law of simplicity.

• Law of closure. Our brain completes the blank spaces in an incomplete figure.
• Law of continuity. We tend to perceive shapes as continuing
in the same direction and with the same movement to create
linear unity.
• Law of simplicity or good figure. We tend to perceive
forms in the most regular, simple, symmetrical, ordered and
comprehensible way possible.
• Laws of perception of space and depth. Graphic resources
are organised in images to create a sensation of distance and
depth according to the indicators of overlap, relative size,
perspective, light and dark, etc.

Law of continuity.

SALVADOR DALI, STUDY OF THE DISAPPEARANCE OF THE BUST OF
VOLTAIRE, 1941.

Law of proximity.

Law of similarity.

Law of closure.

Law of perception of space and depth.
/ Arts and Crafts B / 7
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1.3 Perceptual illusions
Perceptual illusions are misrepresentations of
real external sensorial stimulus. We classify
them into different groups:

These distortions sometimes occur when
two sets of visual information clash in a single physical space.

B. Visual effects
They do not express movement. The images are
designed to fool the viewer. Examples include:
• Impossible objects. These are representations of forms that cannot really exist as they
are paradoxical.

A. Optical illusions
These are images, such as mirages, that fool
our visual system. They do not really exist but
they may appear to.
• Kinetic images. These create the sensation
of movement by using colours and shadows
that guide our vision to particular places.

Ames room.

• After-images. These occur in these two images due to the effects of visual fatigue, after
staring at one thing for several seconds. Stare
at the figure on the left for a few seconds, then
look at the space on the right. What happens?

JOSÉ MARÍA YTURRALDE, CUBIC COMPOSITION, 1971.

• Ambivalent figures. We can see more than
one possible figure, depending on what we
prioritise.

Moving spiral.

• Distorted figures. Distortions occur when we
look at a figure and make mistakes in our perception of size, length or changes in shape.

The Müller-Lyer illusion.
8 / Unit 1 / Get into image

The Hermann grid.

Fatigue effect.

SALVADOR DALI, OLD AGE, ADOLESCENCE AND INFANCY (THE
THREE AGES), 1940.
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2 Communicative environment
Language is a communication system (verbal, visual, audiovisual, etc.) in which signs are organised to
convey meaning. Visual language uses images to transmit messages.

2.1 Visual image and reality 2.2 Messages in communication
Reality is everything that actually exists and
that we perceive through our senses (hearing,
touch, taste, smell and sight). Visual reality is
what we create in our brain when we perceive
it through sight.

Some of the messages in our environment are unintentional, such as a rainbow or a cloudy sky, and we
understand them on the basis of past experience. Other messages are intentional and manmade, and
they allow people to exchange information.

A. Analogous

B. Abstract

Although we receive images through sight, they
are not reality: They are the visible appearance
of what is around us, represented in photography,
painting, sculpture, etc.

These messages reproduce real things in a recognisable way. They use iconic signs: Representative
images which replicate their subject exactly. Their
level of iconicity can vary to link the reproduction
more or less closely to the real object or idea.

Abstract messages do not replicate reality, but
rather they suggest meaning, like an abstract or
geometric painting. They may use signs that we
identify as brands or graphic conventions like
signals.

Conceptual art reflects on the substitution of an
object with its concept using photos, documents,
digital resources, film, etc. This is the idea behind
Joseph Kosuth’s work, Four Colors Four Words.

JOSEPH KOSUTH, FOUR COLORS FOUR WORDS, 1966.

C. Symbolic
The message gives a sign a conceptual meaning.
Realistic representation predominates, in which
the elements express an idea, feeling or emotion
through symbols.

AUGUSTE RODIN, THE KISS, 1886.

CONSTANTIN BRÂNCUŞI, KISS GATE, 1938,
/ Arts and Crafts B / 9
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2.3 Iconicity and abstraction

In a representation, we can use images with a high, medium or low level of fidelity, or similarity to reality. This similarity between an image and the thing it represents is called its level of iconicity. The more similar it is to reality, the more iconic the image is. The alternative to iconic representation is abstract representation.
We can summarise it on the following scale that classifies types of images:
Low level

Medium level

Colour photograph. A middle level or representative capacity.

Arbitrary designs. Road signs have lost their direct
relation to the senses.

Stylised design. Maps, plans and charts have conceptualised
characteristics.

10 / Unit 1 / Get into image

High level

DUANE HANSON, MAN ON A MOWER, 1995. Three-dimensional
model. A sculpture that identifies closely with reality.

FRANCIS BACON, SELF-PORTRAIT (STUDY), 1964. Unrealistic,
figurative representation.

3D images. Holograms and augmented reality re-create the
shape and position of objects in space.

www.mheducation.es

2.4 Visual sign codes

A sign is a simple representation of an object
or idea that transmits information. There are
several types of signs.

A. Iconic signs
They use representations that are similar to reality. They are icons in which the signifier and
the signified coincide by analogy.

The Camino de Santiago trail.

B. Symbolic signs
These signs synthesise information so that the
recipient can easily understand and interpret
the meaning. There are three types of symbols:

• Symbols. They represent only concepts, ideas or
feelings. There is no direct relationship between
the signifier and the signified, and they vary according to our education, culture and experience.

• Signals. These are stylised, simple representations of universal concepts that everyone can
understand. Their level of representation varies
from ideograms to pictograms.

• Brands. These are simple, stylised signs that
identify what they represent.

WILL COUNTS, LITTLE ROCK DESEGREGATION, 1957. Photographs
as symbols.

C. Indicative signs
YOUR TURN

2. Think about the footprints in the sand in the
image on this page. Are they just marks?
Could they be a symbol? What might they
mean?

These signs have a cause-effect relationship with
reality. Many of them are linked with a meaning by
experience, such as a cloudy sky as a sign for stormy
weather, or by common sense.

Define and explain the differences between:
• Iconic signs.
• Symbolic signs.
• Indicative signs.
/ Arts and Crafts B / 11
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3 Reading and analysing images

We understand the meaning of an image by association of ideas, convention or the socio-cultural
context of the originator and the recipient. There are three stages to reading an image:
• Description: We objectively list the elements that appear.
• Analysis: We subjectively evaluate whatever the image suggests to us, linking the different elements.

• Interpretation: We establish the signification process and code, and we choose a coherent title.

3.1 Codes

B. Simplicity or complexity

Images establish a set of relationships that help
us define their message.

A. Iconicity or abstraction
In some images, the represented object can
be identified directly, whereas others have less
similarity to reality. If the image shows reality as
we perceive it with our eyes, it is an iconic image.
If it looks different from our normal vision, whether
because of the point of view, perspective or a fragment, then it is an abstract image.

Iconic image. Mine in Río
Tinto, Huelva.

12 / Unit 1 / Get into image

The number of elements that appear in the image,
their structure and organisation in space influence
our ability to understand its meaning. The simplicity or complexity depends on if there is just one
meaning without relationships between elements
or if the elements have meanings that relate to each
other.

Polysemous images. CHEMA MADOZ, OSTRICH, Paris Photo Fair 2014.

D. Emotional impact and originality
Advertisements sometimes show us products
in our surroundings to
draw our attention in
an original way, and
this makes the message have a greater
emotional impact on us.

In times
of crisis.
When children in the U.S. or
around the world are at their most
vulnerable, Save the Children does
whatever it takes to deliver the
lifesaving care they need. Together,
we invest in childhood – every day
and in times of crisis – transforming
children’s lives and the future we
share. Join us.

SavetheChildren.org

Emotional impact.

YOUR TURN

Semantic simplicity.

Semantic complexity.

C. Monosemy or polysemy
If an image has just one meaning, we say it is
monosemous. Signals, for example, have simple
messages that are immediately understood
Abstract image.

Other images are more complex. They do not focus
on describing reality and they allow for several different interpretations. They are polysemous images.

3. In pairs, analyse the codes used in one of these
images. Analyse the iconicity, the complexity,
the meaning, the emotional impact and the
originality.
Follow this structure with each element you
analyse:
• This image shows a high level of iconicity
because it has a lot of similarity to reality.
• This is an abstract image because it looks
different from reality.

www.mheducation.es

3.2 Expressive and referential context
We can find images in our surroundings that have
different uses and respond to different interests.
Some images can be used to document reality. For
instance, the case with newspaper photos that
show us what has happened in a particular place,
or science magazines which show us aspects of reality. These images have referential value.
Others have expressive value. This means they try
to touch our emotions or make us identify with what
is happening in the image.

3.3 Modes of expression

Mankind’s arrival on the Moon.

Photojournalism.

As you have seen, images can be similar to reality or quite different. They can also have different visual styles. Here are some examples. You can install an app
on your mobile phone or tablet that lets you apply different artistic styles to images.

GIOTTO, THE LIBERATION OF THE
HERETIC PETER, 1295.

ÉDOUARD MANET, PORTRAIT OF A
HORSEWOMAN, 1882.

EDVARD MUNCH, THE SCREAM, 1893.

JEAN-HONORÉ FRAGONARD, THE
SWING, 1767.

FERNAND LÉGER, THE THREE
COMRADES, 1920.

Primitivism is defined by the Classicism is rational and Expressionism exaggerates Decorative art aims to en- Functional art favours utilsimplicity of the shapes, flat logical. It is a style found in shapes found in reality and hance the artwork’s visual itarian shapes in a visual
structure.
representations and basic art and design.
effects.
tries to provoke emotions.
colours.
/ Arts and Crafts B / 13
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3.4 Intentionality of visual messages

B. Exhortative images

Throughout history, people have looked for ways to communicate with each
other using images.

Most advertising images are exhortative. They try to persuade the receiver
to consume a product, a service or an idea.

Images perform different functions depending on their purpose. You can see
below the three main functions images have.

In propaganda, the image highlights the positive qualities of something and
hides the bad ones.

A. Informative images
Their main function is to transmit information and important data, as maps
and graphs do. Informative images are clear, direct and objective.
In other cases, these images refer to events and they emphasise the information
surrounding the event.

Advertising.
Descriptive image.

Propaganda.

C. Aesthetic images
These images mainly communicate beauty and harmony. These
feelings arise from the relationships between the forms within
the image.

Informative image.
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Tate Modern's major exhibition of the work of
Robert Rauschenberg (1925-2008).
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3.5 Reading a work of art
It is difficult to define what art is, but we can say that it is a uniquely human
activity that uses images to communicate and express things subjectively.

A. Architecture
Architecture is considered the first of the fine arts and it is based on two key
ideas: the concept of form and function.
Architecture is a functional art whose purpose is to design and create spaces
that shelter and accommodate humans, so that we can carry out all kinds of
activities in safety and comfort.
The elements that make up the language of architecture are:
• Materials. Some of the most commonly used ones are adobe, wood, cement,
brick, stone, iron and aluminium.

• Floor plan and elevation. These are flat representations of a building
seen from above (the floor plan) and the front or side (elevation). The plan
shows the walls, supports, surfaces and rooms.

• Supporting elements. These are the parts that hold up the walls, making it
possible to build different floors and surfaces. The most important ones are:
– Walls. Separate rooms and support the roof.
– Columns. Cylinder-shaped elements of architecture
that support weights.
– Pillars. They have the same function
as columns but they are prism-shaped.

• Supported elements. The ceiling and
the roof make the top of a building or
roofing. They cover and protect
the whole building. According
to their structure, they may be:
– Flat or apex.
– Vaulted. Curved type of
roofing that is used to cover
the space between two walls or
several pillars.
– Domed. Roofing with a semi-spherical shape that can be used to cover
a square or round space.
Different building methods have been used throughout history. The main
ones are:
• Architrave or linteled architecture. Straight horizontal coverings are
supported by pillars or columns.
• Vaulted architecture. Buildings are covered using vaults and domes with
circular or spherical shapes.
• Architecture in new materials.
Since the 20th century, the internal skeletons of buildings have
been made with materials like
steel, iron and concrete.

– Lintels. Horizontal elements that distribute weights and may form the upper part of a door or window.
SANTIAGO CALATRAVA, L’HEMISFÈRIC, Valencia.

– Arch. Curved construction elements
used to distribute weights and cover
the gap between two columns or pillars.

YOUR TURN

The Aqueduct of Segovia.

4. Design a poster summing up the elements that make up the language
of architecture. Use text and images to create a complete outline.
/ Arts and Crafts B / 15
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B. Painting and sculpture
Painting and sculpture are considered the second
and third fine arts and are also called the visual
arts. They represent a moment in reality, as though
the action has frozen in time and space, creating
static images.

JOSEPH-BENOÎT SUVÉE, THE INVENTION OF THE
ART OF DRAWING, 1791.

LORENZO GHIBERTI, THIRD DOOR OF THE FLORENCE BAPTISTERY.

Using the system below, we can conduct an ordered and complete reading of a work of art:
12TH CENTURY PANTOCRATOR, Church of San Clemente de
Tahull (Lleida).

In contrast, sculpture uses three dimensions.
Different forms are created which let us appreciate the work of art from several different points
of view. A sculptural artwork’s message may be
strengthened by other senses such as touch.
There are two basic types of sculpture: Freestanding sculpture or sculpture in the round,
which you can walk around, and relief, which is
attached to a background surface.

Painting is a way of representation on a twodimensional surface using pigment (colour) with
a binder and a solvent.
If we consider the supports used, we can distinguish between murals, where the paint is
applied to the wall, and easel painting, where
it is applied to canvases or boards.
The subject matter or genres of painting have
changed over time, and they include religious
or mythological painting, genre painting, portraits, landscapes and still life.
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Classification

• Type of work (painting or sculpture).
• Title and artist.
• Period (school or movement) and style
(Symbolism, Expressionism, Hyperrealism, etc.).

Formal analysis

• Support (card, canvas, wall) and materials
(wood, stone, metal, etc.).
• Technique (oil, watercolour, acrylic, fresco,
carving, modelling, assembly, etc.).
• Identification of objects and people.
• Type of representation (figurative, stylised
or abstract).
• Types of shapes (regular, organic, closed,
open, etc.).
• Visual elements that stand out (dots, lines,
planes, colour and texture), colours and textures, composition and movement.

Aesthetic
analysis

• Subject (religious, historical, landscape, etc.).
• Meaning of elements that appear
(signs, symbols, etc.).
• Influences of other periods and styles.

YOUR TURN

EDUARDO CHILLIDA, THE BEACHED MERMAID, 1972 (Madrid).

5. In small groups, analyse a work of modern
art and present it to the class. Follow the
guide above based on: 1. Classification,
2. Formal analysis, 3. Aesthetic analysis.

www.mheducation.es

4 Still images
These images represent a moment in reality. They show actions that are
fixed in time and space and they use a set of resources that add expression to a narrative.

Point of view is the viewing angle from which you can draw, photograph or
film a sequence or shot, depending on how high the subject is compared to
the viewer:
• Aerial. Seen from above. The point of view is vertically above the subject.
It creates a sense of space.

4.1 Expressive and narrative resources

• Eye-level. The image is created roughly at the same height as the people.

The artist’s intentions give images purpose and meaning.
Shots, or frames, are captures of images where we select the distance
and angle from which we show a scene, using the human figure as a point
of reference:
• Descriptive. These shots are distant and open, emphasising the landscape over the people. They can be extreme long shot (ELS), long shot
(LS) and full shot (FS).

• Low-angle. The action is observed from below. It creates a sense of
power in the person.
• Dutch angle. The point of view is tilted to create an unbalanced or
uneasy image. It creates a sensation of action and movement.
• High-angle. The action is seen from above at a slight angle. It may suggest
submission or a subjective point of view.

• Narrative. Here, the most important thing is what is happening. These
shots are used for action and dialogue. They can be medium shot (MS)
and American shot (AS).
• Expressive. These shots are from a short distance and they are used
to highlight the expression and feeling of the person. They can be
close-up (CU) and extreme close-up (ECU)

ELS

MS

LS

CU

Aerial.

Eye-level.

Low-angle.

Dutch angle.

AS

ECU

High-angle.

YOUR TURN
6. Select a few images from magazines and newspapers and classify
them according to the point of view and the type of shot. Specify
the artist or photographer’s purpose in each case and explain if you
agree with the choice of type of shot and point of view.

Different shots.
/ Arts and Crafts B / 17
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In composition, we need to take certain rules into account in order to
draw attention to the image’s focal points:
• Landscape or portrait. We can choose a horizontal or vertical format,
depending on the subject or the action. Landscape is best for showing
the surroundings or a group of people, and portrait is best for people
on their own.

Landscape format.

• Rule of the horizon line. If we divide the image into three horizontal bands
of equal height, the horizon line should match one of those dividing lines,
depending on whether we want to emphasise the upper or lower part.

Rule of the horizon line.

• Rule of space. The empty space next to the subject of our image should be
bigger than the space the subject occupies, so that the image has ‘air’. If the
space is behind the subject it links it with the past, and if the space is in front,
it links with the future.

Portrait format.

• Rule of thirds. This means mentally dividing the image into 9 equal parts
(2 vertical lines and 2 horizontal lines) and placing the subject at one of
the points where those lines cross, which is where the visual attraction is
greatest.

Rule of thirds.
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A

B

C

D

AIR

Rule of space.

YOUR TURN
7. Find an image that doesn’t follow the rules of composition and change
its composition applying them. Do you think you have modified the
reading of the image? Discuss it with your classmate.
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4.2 Photography

A. Cameras

In 1826, Nicéphore Niépce was the first person to capture a still image. He
used light-sensitive chemical products and a camera obscura, a lightproof
box with a small hole that lets light pass through from the objects to its back
wall. This camera has to stay still for a long time, which is the exposure time.
A set of lenses captures the light and directs it to a support with photosensitive
emulsion that reacts by turning black. This is the negative.
Although photography allows us to capture reality, it also lets us interpret
it creatively and freely. For this reason, photography has special characteristics that make it a valuable means of visual communication:

Cameras are basically made up of a convergent lens, which the light passes
through, and a closed chamber, where the image is collected, called the
camera body.
Cameras may be analogue, which means the image is formed on photosensitive film, or digital, which means the image is stored on a graphics
card. We can also distinguish whether they are compact, which means
the lens is fixed to the camera body, or they have interchangeable lenses.
Timer light
Shutter button

Digital display
Flash

Controls (option menu)
Zoom

• Its ability to quickly capture something specific and unrepeatable.

Display photo button

• Its ability to act as graphic proof that an event took place.

Flash button

• Its versatility when manipulated for artistic purposes.
Daguerreotype plate

Timer

Speaker
Tripod socket

Lens

Battery and memory card slot

Lens

Parts of a compact camera.

B. Lenses
Lenses vary in terms of their viewing angle. They may cover a wide space
or focus on a small detail:

Photographic process.

Camera obscura
Wide-angle:
Covers angles greater than 60° and
is used to take photographs of wide
scenes. It distorts perspective.

YOUR TURN

8. Explain the main differences between the photographic process in
the 19th and 21st centuries. Follow this structure:
, but in the
In the 19th century taking photographs was
21st century it is
.
, but now you can take
In the 19th century cameras were
a photo with
.

Normal:
Covers between 50° and 60° and it
is similar to human vision. It is the
most common.

Wide-angle

Normal

Telephoto

Telephoto:
It covers a view of 30° and is used to
magnify a detail of the scene. It
leaves the background out of focus.

Viewing angle of lenses.
/ Arts and Crafts B / 19
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C. Light

D. Movement

Portrait is one of the most expressive types of
photography. Using light, its quality and direction,
we can create different atmospheres and focus
attention on part or the whole of the object.

There are three things to control in a photograph:
the aperture, the ISO sensitivity and the shutter
speed. These factors let us adapt our technique to
the light conditions and help us create a sense of
movement.
RS
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E. Photomontage
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Information technology allows us to apply traditional techniques to digital photography and create impressive photomontages.

ER
AP

2
f/2

GRAIN

With photo editing programs like Adobe Photoshop©
or Gimp© we can work using layers, change the mode
and edit different elements of the image.

0

CORRECT
EXPOSURE
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DEPTH OF FIELD
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This method can be adapted by adding diffusers
or reflectors, which provide softer, more delicate
lighting and let us control the intensity and direction of the light.

EXPOSURE TRIANGLE
SE

One basic lighting method is three-point lighting.
A key light is placed on one side of the subject to
give depth, a fill light with less intensity is used on
the other side to soften the shadows and a backlight separates the figure from the background.

SHUTTER SPEED
LESS LIGHT ENTERS
1/8000

Backlight

We can photograph movement by making use
of certain situations like, for example, taking pictures at traffic lights, or photographing objects
moving at different speeds, or using the panning
technique which involves following the subject
with the camera so that the background of the
photo is blurred but the figure is clear.

MORE LIGHT ENTERS
1/60

Here is an example of a composition with several images, layers, duplication, changes in size and elimination of some parts.

MOVEMENT

75%
Exposure triangle.

Slow shutter speed creates the effect of a figure
in motion, while fast shutter speed freezes the
movement.
Main light
100%

Fill light
50%

Three-point lighting.

Hard light increases the contrast and makes the
subject seem closer, whereas diffused light reduces the detail and creates a sense of distance.
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High speed

Slow speed

FRANCISCO ESQUINAS ROMERA, PHOTOMONTAGE.

Shutter speed scale
2
2Seg.

1
1

2

4

8

15

30

60

125

250

500

1/2

1/4

1/8

1/15

1/30

1/60

1/125

1/250

1/500

A support is needed to
fix the camera’s position

Shutter speed.

Use a steady hand if
you are not using
a support

Safe speed
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4.3 Illustration

A. Types of illustration

Illustrations represent the message of the accompanying text in order to make it easier to understand, and as a visual complement. As such, the
image and the text go together. The first illustrations, on medieval manuscripts, helped explain
religious ideas.

• Scientific illustration. Rigorously drawn, descriptive images which display the information
in the text with detail and realism. They are
typically found in technical and scientific texts.
Their function is didactic.
• Literary illustration. These drawings accompany literary texts and give information related
to the story being told.
• Journalistic illustration. This is used in all
kinds of newspapers and magazines, as well
as websites. Images with different levels of
iconicity may be combined, such as signs and
graphs. One of the most common types of
journalistic illustration is infographics, which
are very similar to scientific illustrations but
contain much more information or text and
which are created digitally.

• Advertising illustration. This offers viewers a
rapid view of the information being explained.
It is used in billboards, leaflets, packaging, etc.
• Storyboards are also used a lot in the world of
advertising, as a first stage in the presentation
of an ad campaign.
Orange is one of the most important
fruits in the Mediterranean diet.
Citrus has its origins in
Southeast Asia 20 million
years ago. The Arabs are
responsible for its extension
through Europe from the
south of the Iberian
Peninsula.

It contains antioxidants

Later, the Portuguese take
it to the South of America
and in 1513, the explorer
Juan de Ponce introduces it
to North America.

Vitamin C protects
against infections.

Water

COMPOSITION

Carbohydrates
Proteins

It improves
blood
pressure.

Phosphurous in
orange improves
memory.

87% 12%

Contains sodium,
potassium and
magnesium that
strengthen muscles.

C

B7

VITAMIN
COMPOSITION
Contains vitamin
B7 that cares for
the skin.

1%

87%
14%

B3 0.45%
B5 0.39%
E 0.28%

PROPERTIES OF ORANGES

Journalistic infographic.

Beatus of Liébana.

Illustrators have to follow a process of synthesis
to find the key concept of the story and give the
reader relevant information.
Retina. Innermost layer
where photoreceptors
(cones and rods) are found.

Pupil. Hole through
which light enters
the eyeball.

Iris. Ring of muscles
that dilate or contract
to regulate the amount
of light that reaches
the eye.

YOUR TURN

Crystalline lens. Biconvex
flexible lens that focuses
images on the retina.

9. In small groups, find out what infographics
are, what graphic resources they use and
how they are structured.

Vitreous humour

Macula
Blind spot

Then arrange that information into an infographic using an online app like Piktochart.

Anterior
chamber. It contains
the aqueous humour.

Cornea. Its curvature
enables it to refract light
and direct it to the retina.
Sclera

Scientific illustration.

Optic nerve. Photoreceptors
send the information to the brain
through this nerve.

Literary illustration. Illustration from Alice’s Adventures in
Wonderland.

The most important thing is to transmit a
clear message to the viewers. Place and scale
each information depending on its level of
importance.
/ Arts and Crafts B / 21
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4.4 Billboards
Companies need to communicate and attract
attention, and billboards were invented to meet
those needs.
Billboards are a special area within graphic design.
The term includes any printed document bigger
than A3 size which uses advertising techniques to
make the viewer understand, and remember and
act on a message.
The message should be quickly understood, with
clear, concise and relevant information about the
product or idea. The composition gives priority to
the visual elements or texts that form part of it. They
have an informative and exhortative function.

A. Images

B. Text

Depending on how and where they are used, images
may be photographs with a high degree of symbolism. Alternatively, illustrations can be used for
a more informal effect. Visual methods that may
be applied are:

The text and the image usually complement one
another. Each one may have a different function
with respect to the other:

• The visual metaphor. This method replaces
certain objects with other similar, more attractive ones.
• Analogy. Uses two elements together to establish a comparison.
• Personification. Attributes human qualities to
objects and animals.
• Hyperbole. Exaggerates a product or an idea
to make it stand out.

MAKE
YOUR IDEAS
SHINE!

EASYPHONE!
SO SIMPLE that
even your dog
CAN USE IT.

Visual metaphor.

Personification.

Analogy.

Hyperbole.
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• Anchorage function. The text specifies the
meaning of the image, and without it, the image would mean something else.
• Relay function. The text completes the meaning of the image and provides more information.
The text can be organized in 3 parts:
– Headline. A brief phrase which sums up the
advertising message.
– Body of the text. Explanatory text providing
information about the product.
– Wrap-up. The brand logo, slogan or claim.
These resources use different media to give relevant information about a product or idea, but they
must obey the following principles:
• The information must maintain a logical reading
order.
• The information must appear in small, independent blocks.

Relay function.

Anchorage function.
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4.5 Comics
Comics narrate a story through images or a combination of image and text. They are formed by
a sequence of images of characters performing
actions at a particular moment in time. This makes
comics similar to film or television.

Newspapers started publishing easy-to-understand
comic strips based on caricature and comic resources. The first page of comics in a newspaper was
published in The New York World in 1893. It depicted
a boy in a long yellow t-shirt and was called The
Yellow Kid.

A. Composition on the page

B. Colour

Cartoons are representations of a space and
time, and we give them narrative continuity, as
they almost always go from left to right and from
top to bottom. This order is the line of sight.

Colour can also be used as an expressive resource. It can have the following functions:

The panel is the space that contains a cartoon
and it can have different types of frame and viewing angle.

• Psychological. It provokes feelings. It can be
used to portray characters as either heroes
or villains.

Frames are usually square or rectangular, although their shape can change for expressive
emphasis. Some of the most common frames are:

• Significative. It can identify a specific place,
the time of day or the passage of time.

• Closed. Panels with defined edges. They may
be any shape.
• Virtual or open. This is a space without defined
edges.
• Horizontal. They bring stability and simplicity
to the narrative.
• Diagonal. They are frames that create movement
and dynamism.
• Interior. Panels within other, larger panels.
• Broken. The drawing occupies several panels.

Colour in comics. The change of colour in the panels
reinforces the sense of danger.

C. Style of representation
As images, comics can have different levels
of iconicity. They may be realistic or stylised,
depending on the artist’s style of expression.
Some follow manga style or superhero comics,
while others include photos and are very similar to photo novels.

The Yellow Kid.

For the first time, the key features of comics all came
together: A sequence of images to tell a story, the
continuity of one character throughout a series and
the integration of text and image.

• Figurative. It creates realism in the image
and imitates colours in reality.

Composition on the page.
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5 Moving images

These types of image show reality through movement. The most common
media are film, video and computer resources. The movement we see in
these images is not real. It is the optical effect caused by a sequence of
still images moving in front of our eyes. We perceive movement if there
are at least 16 images per second, but to make it look real, 24 images per
second are used in cinema and 25 in television and video.

5.1 Audiovisual narration

By the scale and duration of the frame:
• Analytic. Close-up, closed frames that emphasise expression and psychology. This creates a fast rhythm in the sequence. It is appropriate
for representing action.
• Synthetic. Distant, open frames. This gives a more complete view of
reality, the space and surroundings.
By the narration as a whole:

Still and moving images have certain narrative and expressive resources
in common, as both of them work in two dimensions with different frames,
points of view and viewing angles. However, moving images have the added
dimension of time.

• Linear. A continuous chronological sequence of events.
• Parallel. Two or more separate scenes take place simultaneously.
• Alternate time. The narration goes to a time in the past or future to
tell the story.

A. Montage
To tell a story we have to reduce it to a limited time. So, the real time in
which events occur has to be manipulated, and events are accelerated or
delayed. This is filmic time.
We can classify the different possible results by frames or by narration.
Analytic montage. Stills from Battleship Potemkin, 1925.

BASIC STRUCTURE OF CINEMATIC LANGUAGE
ELEMENTS

FIXED SHOTS

MOVING SHOTS

Sequence: Part of a film
that contains the complete
narration of a specific action.
The duration varies according
to the importance of the
action in the script.
Scene: Portrays the action
that takes place in one place
at one time.
Take: The recording
obtained from the moment
the camera starts operating
to the moment it stops.
Several takes are
usually made of each scene
from different angles.
Shot: The immediate image
of each action.

Close-up: Used to record a
detail, such as a flower or
a person’s face.
Medium shot: Typically
used to show people from
the waist up, although there
is a variant, known as the
American shot, which shows
people from the knees up.
Long shot: Used to show
people in their surroundings.
It is usually used so that the
audience knows where the
scene is taking place.

Travelling: This describes
shots where the camera
follows a person or object as
they move from one place to
another.
Panorama: Shows a general
view of the scene. It is filmed
by moving the camera from
right to left.
Crane: This shot is filmed
by a camera on a crane that
is lifted to record an aerial
view showing the scene from
above and in every direction.
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Alternate time montage. Still from Back to the Future.

YOUR TURN
10. Analyse the Odessa Steps sequence in the film Battleship Potemkin.
What type of shots are used in each still?
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5.2 Cinema
Cinema is the projection of a continuous sequence
of still images on a screen that appears to show
moving characters, which audiences can watch
without moving from their seats.
It uses audiovisual language which combines image and sound to convey a message.

A. Cinematic genres

Other genres include: suspense (which aim to create tension), horror (which aim to provoke fear),
science fiction (the action takes place in the future
or in space), Western (with conflicts between law
and order and corruption or violence), noir (shows
crime in the suburbs), documentary (the images
show reality), animation (using images drawn by
hand or produced digitally) and 3D (projected using 3D technology; it may be combined with any
other genre).

Films can be classified according to subject and
narrative style.
• Adventure. Dangerous situations in exotic
places, often mixed with fantasy and romance.
Subgenres include war adventure, comic book
characters and car races.

• Action. Spectacular images with impressive
special effects give action films their dynamism.
They often portray a moral conflict using stereotypes like heroes, villains and helpless females.

Filming cinema. The 11th Hour, USA 2007.

Video has several technical and expressive features
that differentiate it from cinema:
• Superimposition of graphics or text over the
images.
• Manipulation of images through two procedures: transition from one image to another and
chroma-key. Transitions are a visual effect, also
known as wipes, where one scene disappears
while a new one appears. Chroma-key, also
known as green screen, is the insertion of one
image on top of another at the same time, so
a figure appears with a different background.
• Decomposing the image into pixels, dividing
the screen into subscreens or multiplication
of images in a scene.

• Comedy. Silent cinema was one of the first
types of cinema. Comedies have happy endings
and portray funny situations.

• Drama. It is a type of narration that presents a
character’s social or emotional conflict.

5.3 Video

Western: Red river, 1948.

Drama: Pride and Prejudice, 2005.

• Re-recording on a single magnetic tape,
without too much deterioration of the image,
as video is recorded by an electromagnetic
process rather than a photochemical one.
Today, videos are published on websites like
YouTube and Vimeo with different reproduction formats.

Chroma-key.
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5.4 Television
Along with radio, press and film, television is another mass medium that evolved during the 20th
century. In 1929, the British Broadcasting Corporation (BBC) was the first to broadcast black and
white images. Spain’s Televisión Española (TVE)
began in 1956.
Analogue television has gradually disappeared
and been replaced by digital television, which encodes signal in binary form, and makes it possible
for the consumer and the producer of television
content to interact.

A. Narrative qualities
The greatest advantage of this medium is that
millions of viewers can watch images simultaneously at the speed of light. These images can be
recorded, such as reports or films, or transmitted
live, such as sports, cultural programmes and current events.

• Television is capable of immediacy in visual
language: This is the only visual medium capable of recording and broadcasting what is happening straight away.
• The rythm of the sequences is created by
the changing shots, not by the montage in
post-production.
• Multi camera production means it is possible
to film in or out of the studio so as to have several points of view of a single action.
• Its language is fragmented, and arranged into
blocks (advertising, topics, episodes). As we
‘zap’ between channels, and as adverts interrupt the programmes, we see reality broken
into chunks.

Digital television increases the signal compression system, improves image quality (16:9 format)
and sound quality, and provides more channels
and interactive services, including catch-up and
on-demand TV, electronic TV guides, multi-language subtitles and connection to the Internet.
DIGITAL TERRESTRIAL TELEVISION
Traditional
antenna
Digital signal

Analogue television
STB for DTT
HDTV

Traditional
antenna

Integrated digital
television

B. Types of television
Television can be classified according to its means
of transmission:
• Terrestrial broadcast networks. Digital terrestrial television (DTT) which broadcasts several programmes or channels at the same time
in normal definition.
• Satellite networks. Digital television transmitted by geostationary satellites such as Intelsat, Eutelsat, Hispasat or Telecom. Satellite
networks make it possible to broadcast events
directly.

The narrative qualities that are specific to television are:

• Fibre optic networks. This is digital television
which is transmitted through fibre optic cables
into people’s homes.

• The viewing angle is narrower than in cinema,
so wider shots need to be used to capture
figures.

• IP networks. Internet Protocol networks do
not need satellite dishes because viewers receive TV signals through their telephone wires.
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ADSL is an example of an IP network that provides a faster connection as well as the transmission of hundreds of channels.

Digital signal

USB receiver for PC

Digital signal
Mobile receivers
(cars, buses, etc.)

Digital signal

<

Mobile receivers

Types of television.

YOUR TURN
11. In groups, debate on the different types of
television programmes and how audiences
influence some of them. Prepare an outline
in advance with your team summing up your
ideas.

www.mheducation.es

6 Advertising
Advertising aims to communicate an advertiser’s
message to a large number of people using the
mass media; that is to say, using an impersonal
form of communication. Since the first half of the
20th century, a massive amount of information
has been transmitted to the public through the
press, radio and television. Advertising is constantly present in today’s society and uses the
mass media to reach a large number of people.

• Newspapers are publications that are released
to the market at fixed intervals of time, usually
every day or weekly.
• In magazines, advertisements can use high
quality photographs. These appear for a longer
time than in newspapers because magazines are
released weekly, twice-weekly or monthly.
Merchandising on products was originally used
to give an element of surprise. These inserts are
logos and brand names usually found on clothes
and accessories, such as t-shirts, rucksacks, belts
and sports shoes.
Direct advertising means personalised advertising
directed at chosen groups of consumers, such as a
neighbourhood or a group of professionals.
Outdoor advertising uses places like buildings,
roadside billboards and street furniture as a means
of communication

B. Sound media
Radio is a quick medium to record and broadcast.
Advertisers use it because it is cheaper than others.
The main types of radio adverts are commercials
and programme sponsorship.

C. Audiovisual media
These publicity announcements or spots are brief
messages that give information about a product or
service in twenty, thirty or sixty seconds. Advertisers mainly insert their adverts in television and film.

D. Internet and e-mail
New means of advertising have emerged which use
the Internet as their means of distribution, including
marketing e-mails, pop-ups and banner ads.

Advertising.

6.1 Mass media
Advanced industrial societies have developed
means of communication that can send messages
to a large, heterogeneous public.

A. Graphic and visual media
These are media types with no sound support that
communicate ideas through non-moving graphic
images.
The press is a means of mass communication that
has traditionally used the physical support of paper
to send its message to its readers. Nowadays we
can find it on the Internet through digital editions. It
is cheaper than television.

Merchandising.

Banner.
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6.2 Expressive resources
Advertising aims to offer a product or service
to a specific audience, that is, the target market,
which includes both existing and potential consumers. The advertiser may be a company or an
organisation.
The advertiser gives some basic information,
known as a briefing, to the advertising agency
to start working with. It explains what the client
wants to achieve.
• The size of an advert or the physical space
that it occupies sets its power position and
creates a visual impact.

Outdoor advertising.
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• Colour is used as a sign that may identify a
brand, represent a concept or express a feeling.

Colour as branding.

• Advertising rhetoric employs literary devices
like personification (the attribution of human
qualities to an object), comparison (two objects
with similar or different qualities are presented),
metaphor (an object appropriates the qualities
of another), metonym (an object is represented
by one of its parts or attributes), parallelism (a
comparison between two elements), ellipsis (an
element is omitted because it is implied) and
hyperbole (using exaggeration to indicate a
product).

A. Stereotypes
Stereotypes are images, ideas or representations
that one social group has about another. They are
based on unchecked generalisations. Advertising
contributes to the creation of social, cultural, racial,
sexist and ageist stereotypes.
Women are often represented in a sexist way:
They are often given very strict roles as the target for cleaning or beauty products. Men are
represented as having a dynamic, aggressive,
dominant or capable character. Advertising
shows the young as dynamic, happy and with a
lot of purchasing power.

Female stereotype in advertising.

YOUR TURN
12. In pairs, critically evaluate the adverts on this
page and present your evaluation to the class.
Focus on the size, the colours and the rhetorical
resources employed, and explain if they have
been selected with any specific purpose or not.
Do you think these adverts contribute to any
stereotype?
Advertising rhetoric.
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7 Multimedia language

The word multimedia refers to systems that use
several means of expression, combining text, images, animation, sound or video. This model enables
interactive communication, which means the user
becomes a participant.

7.1 Digital image

B. Bitmap programs
Pixels are the smallest digital unit of an image.
Pixels register the exact qualities of colour, tone
and light. The amount of pixels determines the
resolution of an image, which is measured in
pixels per inch (PPI).

• Indexed colour. It has 8 bits and the palette has
256 colour shades. It is often used in multimedia
applications.

A. Vector programs

Because they primarily use flat colours, it is difficult
to achieve realistic gradation effects with these
programs. The files made with these programs are
usually very small.

Vector image.

• Monochrome. It has just 1 bit and the image is
made up of pure black and white.
• Greyscale. It has 8 bits and 256 shades of black
(grey).

Computer resources and digital cameras have made
other types of photography popular. There are two
basic types of computer programs that use digital
images: vector programs and bitmap programs.

These are programs that work with objects that
are defined by vectors to create high-quality
drawings (rotating pictures, transforming them,
flipping them, etc.).

Digital photography is encoded as binary digits or
bits with a value of 0 or 1. We can define the colour
depth depending on the number of bits that encode the colour of each pixel. These are some of the
different colour formats:

• Duotone. It uses greyscale images but with an
added colour.
We choose different resolutions depending on how
we are going to use the picture. If you want to upload it to the Internet or look at it on a screen, you
can use a resolution of 72 PPI. If you want to print it,
you need a higher resolution like 200 or 300 PPI.

• True colour. It works with the three colour
channels (RGB) and 24 bits, 8 per channel. This
is the standard colour format for computer
images.

Digital images can be stored as digital files in different formats. The most common ones are:
• GIF. This is an ideal format for small images with
flat colours. It can be used online and it can have
a transparent background.
• PNG. This is a bigger alternative to GIFs, which
allows 24 bits of colour.

Monochrome.

Greyscale.

Duotone.

• JPG. This format allows up to 16 million colours.
It is ideal for photos with continuous colour gradients. You can compress the image and reduce
its digital size.
• TIF. Stores high quality images without losing
detail. It can be used if you want to print the
image.

Indexed colour.

True colour.
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7.2 Digital sound

7.3 Digital video

Images show us what is happening, but sounds
add sensations to the message.

Still digital images are called frames. They are
reproduced at a set frequency, known as frames
per second (FPS). If we add sound, we have a
digital video that can be stored and played on
a hard drive or digital support.

Just like with images, analogue sounds can be
encoded using binary code to create digital
sound. This offers better quality, higher durability and an easier reproduction system.

A. Necessary resources
The computer has to have a sound card allowing
the input and output of audio signals, a microphone to capture the sound, and loudspeakers
to convert electrical signals into sound waves.

B. Proportion or aspect ratio
This is the ratio of the width to the height of a
video reproduction. Traditionally it was 4:3 for
home video players (352×288 pixels) but DVDs
tend to use 16:9.

The resolution of digital videos is measured in
pixels per inch (PPI) or dots per inch (DPI).

When you select the full-screen view, black borders
may appear at the top and bottom as a result of
adapting the aspect ratio.

A. Encoding systems

C. Necessary resources

• NTSC (National Television Standards Committee). Each frame is made of 525 lines and 30
frames are played per second.
• PAL (Phase Alternating Line). PAL videos have
625 lines per frame and 25 frames per second.
It has the highest quality and it is the most
widespread system.

The computer’s hard drive needs a large capacity
and RAM. You also need a video camera or, to play
videos on the computer, a video card, a capture card
and editing software like Windows Movie Maker.

• SECAM (Séquentiel Couleur à Mémoire). Each
frame is made up of 625 lines and 25 frames are
played per second.

VIDEO
FORMATS

Audacity.
SOUND
FORMATS

CHARACTERISTICS

MIDI

It stores information without loss of the
instrument that has been used and the way it has
been played. It is typical in electronic music.

SWF

An Adobe Flash extension. It is used particularly to add interactivity and animations to websites. It is basically a vector
graphics file format.

MPG

A standard format that allows digital video compression.

AVI

Ideal for saving original videos recorded on a digital camera (DV encoded). However, this format is very heavy.

WMV

One of the oldest and most used formats, it is highly compatible and maintains a good image quality.
Video and audio format developed by Apple. It is ideal for uploading videos to the Internet because of its good quality-weight ratio.

WAV

It does not usually let you compress the data.
Large file size. Allows mono and stereo.

MOV

MP3

It is the best compression system, and its loss
is not noticeable. Small file size.

FLV
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CHARACTERISTICS

This is also a format recommended for web use because it is accessible from most operating systems and web browsers.
YouTube and Google Video use this format.
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7.4 Multimedia and Web
The World Wide Web is based on hyperlinks
that take us from one website to another or to
another page on the same site. Tags let you format the text and combine it with other multimedia elements. This is HTML (Hypertext Markup
Language).
Websites can store all kinds of information and
may contain text, video, images and other applications. There are free platforms that let you design
your own website using ready-made templates.
You can also find communicative spaces like social networks, blogs, wikis and interlinked multimedia services that aim to facilitate the exchange
of information and collaboration between users.

A. Blogs

B. Social networks

Another form of communication that is widely used
online is blogging. Bloggers can publish any kind
of information, and readers can communicate with
them through the comments function.

In recent years, the Internet has led the way: Both
with the publication and reproduction of videos
and also with social networks as a way of sharing
videos, contributing to the spread of multimedia
content such as audios, photos and sounds.

The most popular hosting sites for blogs are Wordpress and Blogger. They have got some advantages.
They are free, they offer templates for blog creation
and design, you don’t have to install any software,
and you don’t need any prior knowledge to start
blogging with them.

Here too, links and hypertext connect pages with
each other. Examples of how these resources are
shared can be found on Pinterest and Instagram,
where multiple communications can be made as
several people are connected at the same time.

In blogs, writers upload information in the form of
posts that are displayed in reverse chronological
order, with the last article uploaded in first place.

WordPress

flickr

TM

eConozco
red de contactos
desarrolla tu

web
3.0

Technorati
http://www.zdnet.com.

Pinterest.

Web 2.0.
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TYPES OF AUDIO-VISUAL LANGUAGES

AUDIO-VISUAL LANGUAGE: HOW DOES IT WORK?
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GET INTO IMAGE

MIND MAP
VISUAL
AND

LOOK AROUND YOU

Our brain interprets
through
perception and turns them into

.

LAWS OF

FIGURE-GROUND

PERCEPTUAL

OPTICAL ILLUSIONS

COMMUNICATIVE
ENVIRONMENT

After your work in this unit, you know how
our brain receives visual stimuli and processes them to transform visual images into
mental ones.

.

GROUPING
VISUAL EFFECTS

I’M AN ADVERTISING AGENT

Visual communication is a
system
which uses
as messages.

VISUAL IMAGE AND REALITY
MESSAGES IN COMMUNICATION
VISUAL SIGNS

Are visible appearance, not reality.

OPTICAL ILLUSIONS :
ANALOGOUS
SIGNS

SIGNS

SIGNS

READING AND ANALYSING IMAGES
PROCESS
CODES

1.

2. ANALYSIS

1. ICONICITY / 2.
/
COMPLEXITY

INTENTIONALITY OF VISUAL MESSAGES

4. EMOTIONAL IMPACT
AND ORIGINALITY

EXPRESSIVE
RESOURCES

DESCRIPTIVE

1. RULES OF
COMPOSITION

TYPES OF STILL IMAGE

2.

3.

1.

2.

4.

3.

4.

IMAGES: Show reality through movement (optical effect caused by a sequence of still images moving).

ADVERTISING: Advertising aims to communicate an advertiser’s message to the
MULTIMEDIA LANGUAGE. Combine
and
. It enables
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,
.

,

– Definition and sketches.
– Main function, strengths and weaknesses.
– Target.

INFORMATIVE

STILL IMAGES. Show actions that are fixed in time and space.
NARRATIVE RESOURCES

1. Choose a product and design a briefing.
Then exchange your production with
your partner.
Your briefing should include:

3. INTERPRETATION
3. MONOSEMY /

In this project you are going to be an advertising agent. Your task is to create a billboard.
Work in pairs and follow these steps to organise
your task.

,

2. Analyse the briefing and start with the
sketches. Check the resources you have
studied, for example visual metaphors,
analogies and the use of headlines.
3. Start with your final design in A3 format.
4. Introduce your billboard to your classmates with a verbal presentation and try
to persuade them that your product is
the best.

using the mass media.
,

Download the self-assessment sheet from
the OLC to assess your ‘can-do abilities’.
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Unit 1 / Activity 1

Name

Grade

Class

Date

Gestalt laws of perception
Find some photos in newspapers and magazines and then, select the parts you think are
most interesting and relevant.
You are going to put them together to create
a new figure, applying one of the gestalt laws:
• the law of similarity.
• the law of closure.
• the law of continuity.
• the law of simplicity.
You can fill in the background by using some
other elements or simply by colouring it so that
the figure stands out.
Explain which law you have used and the meaning of the image.

Law:

Meaning:

Laws of perception.
/ Arts and Crafts B / 33

www.mheducation.es

Try out your ideas
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Unit 1 / Activity 2

Name

Grade

Class

Date

Images as messages
Remember that figurative or realistic images can have different levels of likeness to reality and this can help us transmit an analogical or symbolic message.
Your task is to choose an image from a magazine and, first, do a realistic
interpretation of it. Add a simple phrase whose meaning matches the image.
Stick the photograph here.

Then, simplify or modify the image’s component elements to make a stylised
representation. Include a title that highlights the idea or concept that you want
to represent in a symbolic way. You can put it on a background of your choice.
Use coloured pencils, pens or pieces of other photographs.

Realistic interpretation
and analogous message.

Stylised interpretation
and symbolic message.
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Try out your ideas
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Unit 1 / Activity 3

Name

Grade

Class

Date

Designing pictograms
Draw three pictograms to identify the library, the gym and the art room
at your school. Remember that the elements that make up the design
should be very simple and they should all be the same style.
Do several sketches in pencil on a separate sheet, then draw the final
result here using coloured pens.
Library.

Gym.

Art room.
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Try out your ideas
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Unit 1 / Activity 4

Name

Grade

Class

Date

Images with intentions
Here are two images with a similar composition. Analyse them both to
understand what they mean. Explain the relationship each of them has
with its content following the guidelines studied in class.

VICENT VAN GOGH, THE POTATO EATERS, 1885.

Family dining.

Type of image:

Type of image:

Code of signification:

Code of signification:

Mode of expression:

Mode of expression:

Purpose of the message:

Purpose of the message:

/ Arts and Crafts B / 39

www.mheducation.es

Try out your ideas
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Unit 1 / Activity 5

Name

Grade

Class

Date

Visual diary
Photographers need to be aware of their surroundings and ready to capture anything that attracts their attention or looks emotive.

.

.

You're going to keep a visual diary that will use
four images to tell your audience about a journey
or your weekend.
What's different about this diary is that you are
going to combine photos with drawings. Over
two days, take photos of things you find interesting. Try to use unusual frames or points of view.
Then, choose the four you like the most. Stick two
on this page and interpret the other two imaginatively in any way you want. You can copy them
with carbon paper and then complete them using
tempera or pens.

Visual diary by Pep Carrió.
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Try out your ideas
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Unit 1 / Activity 6

Name

Grade

Class

Date

Graphic narration
In this activity, you’re going to create a double-sided comic (front and back
pages). First, you need a clear idea of the subject of your comic. To develop
one, write a short plot, define the characters and the places where the action
takes place.
Next, tell the story in detail by developing a script. Decide the number of
panels, the content and the kind of frame of each one. You can do a sketch
of each panel.
For the final montage, take photos with your mobile phone, staging each
part of the story, and applying a comic book effect with an app like Prisma or
the tools available on photo editing websites. Then, print the results and fit
them into the design you have prepared on one of these pages. Don’t forget
to leave space for different types of text (speech bubbles, captions, signs).
Use no more than six panels per page.
Remember that the story usually begins by setting the scene and introducing
the characters using a wide view. Then the action is narrated with different
frames and viewing angles. The story ends with the resolution of the plot.

Arrange the panels in this space
according to the narrative plan:
introduction, crisis and resolution. Remember to leave space
for the text.
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Try out your ideas
Arrange the panels in this space according to the narrative plan:
introduction, crisis and resolution. Remember to leave space for the text.
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Unit 1 / Activity 7

Name

Grade

Class

Date

Animated presentation
Sometimes you have to prepare a class presentation on a particular topic. Now, in pairs, you are
going to prepare a research project in the form
of an interactive presentation.

Ideas:

Remember that presentations aim to communicate ideas and information in an attractive way.
Follow these steps:
• Select a topic. Our suggestion is 'the use of
water'.

• Find relevant information. You are going to
use 8 PowerPoint slides. Leave the first one
as a title page with your names and the name of
your topic. Use the last page to give the websites
where you found the information.

• The text should be short, concise, legible and
with a suitable size font. It is a good idea to use
the same font throughout. Don't go over the
top with many colours in texts or backgrounds.

• Illustrate with images. There should be a
good balance between text and images. You
can use graphs, simple infographics, signs and
simple animations.

Presentation structure:

• You should include some links to websites or
videos to give your presentation an interactive
aspect.

• Finally, add transitions between the slides but
don’t go over the top with special effects.

Use this page to summarise your own ideas and
to plan the structure of your presentation.
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Try out your ideas
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Unit 1 / Activity 8
Advertising spots

Name

Grade

Class

Date

Use this space to write down your ideas and create a simple storyboard as a graphic representation of the scenes and
characters in each frame, so that the action is easily understood. You can add directions to facilitate production (movements of the camera and the actors, lighting, sound, etc.). Include a slogan or the texts you consider necessary.

Making an advertising spot is like making a short
film: You have to follow the same steps.
In groups of five, make a spot for your art course
and the work you do in class. Follow this process:
• Pre-production: Creating the idea.
Each member of the group writes a short
text with a suggestion for an advert. It should
include things like what information we will
provide, who it is aimed at, what it will be used
for, how it will be broadcast, etc.
By pooling your ideas you can come up with
a final idea which will form the basis of the
plot.

Scene no.:

Scene no.:

Frame no.:

Frame no.:

Action:

Action:

Scene no.:

Scene no.:

Frame no.:

Frame no.:

Action:

Action:

It is a good idea to write a technical script
alongside the text to define which resources
you need, what you need to record, who will
do each task, which types of frames and so on.

• Production: Recording the material.
Follow the instructions you agreed in the
technical script.

• Post-production: Editing the material.
At this stage, you put the recorded scenes
in order and add the sound, special effects,
a slogan or any text you consider necessary.
Remember that an advert should be short, and
they normally last 30 seconds. It also needs to
be striking and to attract the viewer’s attention.
Ask your teacher to upload the final result to
YouTube, Instagram or Pinterest so that you can
watch it with your classmates in the classroom.
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Try out your ideas

Scene no.:

Scene no.:

Scene no.:

Frame no.:

Frame no.:

Frame no.:

Action:

Action:

Action:

Scene no.:

Scene no.:

Scene no.:

Frame no.:

Frame no.:

Frame no.:

Action:

Action:

Action:
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