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ABSTRACT 

The knowledge, training, and preparation that students in more conventional 

university-level visual communication and graphic design programs get may not 

be enough for their eventual success in the intended creative professions. This 

study intends to address a gap in the existing literature by examining the use of 

mobile technology in the visual arts classroom via the lens of design pedagogy. In 

order to better understand the role of design in visual communication, qualitative 

exploratory research was performed. Learn what this means for the future of the 

design profession and the designers, researchers, and practitioners who make it 

their livelihood. The ultimate goal of these studies is to promote aesthetically 

superior practices across the board that contribute to visual communication. 

Because of its pervasiveness in contemporary life, the significance of visual 

communication has been emphasized. 

Keywords: Traditional Graphic Design (Tgd), Multimedia Arts, Producers, 

Creative Professionals. 

INTRODUCTION  

Design for visual communication serves as a kind of community education. The 

goals of communication design and those of educational practices are 

complementary since both seek to effectively convey a message via visual means. 

If you want your message to have the greatest possible impact on the minds of 

those who receive it, it's important to have a firm grasp on basic design concepts. 

Public pedagogy and design will be introduced before this study shows how 

museum display techniques highlight the connection between visual 

communication design and education. Improvements in the design of exhibits and 

visual communication techniques may be demonstrated to affect favorably on 

engagement and attention, increasing learning, drawing on the change in 

emphasis of museum studies from one of curatorial control to one of the visitor 

experiences.  

This study argues that similar links may be generalized to other types of public 

pedagogy, but that such generalizations are constrained by the fact that most 
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public pedagogical activity is carried out by the public at large and is seldom 

design driven. Studies in public pedagogy investigate the media's, pop culture's, 

and society's role as an educator and the many ways in which culture serves as an 

educational institution A few examples include the Internet, television, and 

movies, as well as visits to libraries and museums. Social movements and activist 

websites are also good examples of public learning The house, family, culture, 

subculture, and community are all examples of spaces that may mould a person 

and serve as learning environments. Tools that use media like TV, movies, games, 

books, and magazines to influence people's thoughts and behaviors are also 

possible. All have an obligation to educate beyond the classroom, in ways that 

affect adults, communities, and popular culture while shaping attitudes and 

worldview’s Physical location, social interactions, individual beliefs and prior 

knowledge and attitudes all play a role in the learning process. 

Design may be thought of as a visual language that conveys the intended message 

or solves the intended issue via the use of visual elements. As a result, graphic 

design is considered part of the visual arts. Design is a visual language that 

communicates the intended meaning of a problem or message through the use of 

visual symbols. Without the need to learn a common language, individuals from 

various walks of life may experience the same emotions and reactions brought on 

by visual communication. Graphic design, then, is an example of visual art. All 

humans speak the same language when it comes to understanding the visual 

format of the objects we see. When it comes to the phenomena of communication, 

the ability to speak to one another is paramount. The world's population speaks a 

wide variety of languages. When two or more languages communicate, there may 

be barriers to overcome. Visual communication may have a smaller vocabulary, 

but it has a far larger reach since it is universally understood. Compared to the 

auditory system, the signals formed via visual communication are more likely to 

be permanent and effective throughout time.  

This property of visual communication guarantees its durability and usefulness as 

a record. It's not far-fetched to claim that individuals put their faith in their eyes 

alone and give visual perception more weight than their other senses. For humans, 

seeing is always more important than hearing. People acquire the ability to 

observe before they speak. As though captivated by humans for the first time, the 

sight takes center stage. One of the most crucial senses is the ability to see. One's 

initial step in defining and making sense of events, objects, and circumstances in 

the environment is to take in visual information. Compared to information gained 

via the other senses, visual data is more easily retained in long-term memory.  

LITERATURE REVIEW 
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Kelly, Meghan. (2015). This article argues that graphic design for public 

communication is an important part of public education. The goal of any 

communication design technique should be to effectively convey information 

visually to the intended audience. The efficiency of learning in a public setting may 

be improved with the help of an understanding of the ideas and techniques of 

visual communication design. I will utilize museums as an example of a public, 

informal learning space to argue that design, and more specifically, visual 

communication design tactics, play a crucial role in the development of effective 

teaching and learning environments. Participants' ability to learn will decrease if 

they are not interested or intrigued. The depiction of the information and the 

visitor's ability to understand that information are critical factors in achieving 

engagement. This talk will also highlight the importance of communication design 

beyond the museum setting to all types of public education. This study argues the 

advantages of communication design to improve the efficacy of learning, but it 

recognizes the limited options for using this knowledge since non-designers 

establish many public learning settings. 

Michael TOVEY (2015). Design education has a rich history of incorporating 

design work into classroom instruction. The ultimate aim of every design program 

is to produce graduates competent enough to work as designers in the real world. 

Recent studies on design education conducted by the author and co-authors are 

described in this publication. The designer, the design environment, and the 

design interface are all points of interest. Gaining acceptance within the different 

practitioner groups requires transformative learning. Each subject has a 

distinctive pedagogy, and teachers in those fields help students develop design 

skills in ways that are unique to those fields. They both take a somewhat different 

approach to the classroom, but both use case studies to help students understand 

the underlying social behaviors and visual codes that make up a certain design 

profession. In order to achieve this goal, 'gateway' evaluation methods and a more 

robust studio culture are also recommended. Acceptance of design uncertainty as 

a limiting idea is crucial to maintaining motivation here. Entering this liminal 

region requires you to hone your talents and self-assurance before you can 

effectively navigate it.  

Terre Layng Rosner (2020) It is possible that students who enroll in more 

conventional university-level visual communication and graphic design programs 

will not be appropriately educated, trained, or prepared to succeed in the intended 

creative professions. First, the research concluded that art studio and mass 

communication programs at the university level are stuck in an outdated historical 

pedagogy. Second, present institutional frameworks are founded on previous 

practice created by higher education's stereotypical opposition to change; third, 
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employment remuneration for conventional graphic design graduates is often 

lower than integrated, multidisciplinary, multimedia graduates. 

Du Yan (2018) Humanity has joined the information era in its entirety thanks to 

the ongoing advancement and development of civilization. Visual communication 

design, which has traditionally been the expressive language of the design arts, 

has recently shifted its focus toward more abstract forms of expression. This way 

of putting things gives us a holistic view of the cultural phenomena of society and 

the development of social civilization. Nowadays, a teaching mode has 

progressively emerged that combines instruction with production, theory, and 

practice in order to increase students' professional application ability, while also 

cultivating students' research ability and the capacity to undertake technical 

projects. The studio pedagogy that emphasizes this form of integrated learning is 

widely used. Many institutions have applauded this method of instruction since it 

uses a novel approach to cultivating future professionals in the field of visual 

communication.  

Khalaf, Bilal. (2018). There has been substantial research into learning 

strategies for over fifty years. The early 1970s witnessed widespread changes in 

educational disciplines aided by new technology that ease the shift from a teacher-

centered to a student-centered paradigm of learning. However, these changes are 

not nearly as effective as they may be. This research provides a comprehensive 

analysis of the two most popular pedagogical approaches, conventional 

instruction and inquiry-based learning. It has been generally claimed that inquiry-

based learning develops learners' knowledge and abilities, whereas conventional 

learning is expected to boost learners' outcomes and keep them engaged 

throughout the learning process. The empirical research included in this study 

were published between 2002 and 2017. Researchers discovered a chasm 

between how students are taught currently and what is expected of them in the 

classroom.  

CONSIDERING DESIGN PEDAGOGY 

This investigation started with an analysis of Aristotelian mathematical ideas like 

the golden mean and the rule of thirds as they relate to compositional theories. 

From buildings to 2-dimensional compositions, these ideas direct structural 

proportions and spatial connections for maximum impact and beauty. This path 

led us to investigate the neural mechanisms underlying human perception and 

memory of visual inputs. Gestalt psychology theories of perception are part of a 

decade-long discussion in the domains of psychology and cognition over the 

relative merits of bottom-up versus top-down approaches to visual processing. 

Gestalt Psychology is often used by designers and design theorists for its insights 

into the principles of design and ideas of how humans organize the visual 
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environment. The rule of Prägnanz was devised by one of the three founders of 

the Gestalt theory, who theorized that our experiences are structured in the most 

elementary way possible to lighten our mental loads. 

 

Figure 1: Principles of Gestalt. “File: Leyes Gestalt.jpg” by Irenegarcia98 is 

licensed under CC BY-SA 4.0 Wikipedia Commons. 

By applying Gestalt ideas to design, the prominent German design school Bauhaus 

of the 1930s created foundational principles that are being used today. The 

apprentice/master model of education, developed in Europe in the Middle Ages 

by guilds, is being used by many schools today. Due in large part to the influx of 

European design educators to the United States after the Second World War, 

American design education owes considerably to European educational 

institutions. 

Figure 2 shows a representation of the Bauhaus's first-year curriculum, which is 

based on the same basic design concepts that inspired the school's founders. An 

introduction course was required of all students at the Weimar Bauhaus, and 

there were further workshops that concentrated on certain mediums or sorts of 

projects This Bauhaus-inspired foundational curriculum is being taught today, but 

without the full breadth of Bauhaus thought Davis demonstrates how the 

Bauhaus's impact on introductory courses has led many institutions to reject new 

methods that are, arguably, more relevant to the present. Today, most 

introductory courses in design curriculum at universities are based on these 

ideas, which emphasize form and material. 
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Figure 2: The Bauhaus curriculum with a focus on the fundamentals. Photo: 

Courtesy of Bauhaus-Archiv, Berlin. 

To advance modern design pedagogy beyond existing paradigms, there must be a 

mental shift in which technology is seen as more than simply a means to an end. 

Teachers need to be open to the idea that the affordances of technology might 

serve as bridges to students, facilitating the application of cognitive concepts. 

There is a need to make college instruction more interesting, as Lambert has 

demonstrated: "Sitting idly and taking notes is simply not a manner of learning. 

There is still a near-complete reliance on lectures in higher education. According 

to research The use of mobile learning and other interactive technologies may 

energize students in these types of higher education settings. 

DESIGN PEDAGOGY: FUTURE VISUAL DESIGN CHANGES AND CHALLENGES 

A person's visual literacy improves through time as they expand their perceptual 

and conceptual abilities and their visual and verbal vocabularies in order to 

"distinguish superficial, glamorous, and pseudo-sophisticated messages from the 

real and valuable ones" design students and anyone else using visual 

communication must learn how to make meaning both overt and covert that could 

distract or change the intended message. 

Professionals in the field of visual communication must have a high level of visual 

literacy, an aspect of which can be found in the first two years of most design 

programs at the university level. This collection of abilities fosters semiotic and 

cognitively grounded visual vocabulary and spatial awareness. Designers use 

analytical reasoning to produce objects and convey meaning to users in a variety 

of settings. 

The iterative design process with the guidance of a teacher has traditionally been 

used to impart this knowledge. It is implicitly fostered in Jeffries' teaching method, 

which he describes as teacher-centered, that students develop visual literacy. 

Jefferies believes this is poor training for future designers.  
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The evolution of visual design as a field of study at universities calls for fresh 

definitions of some aspects of current design practice. The paper medium of 

content is decoupled from in digital humanities. It's possible that in a borderless 

world, linear, sequential procedures and approaches won't be effective. Any 

strategy that disregards the peculiarities of the technology being used is 

guaranteed to fail. 

Some have labeled the current phase of Internet growth, which includes semantic 

web technologies, "Society 3."The field of study known as "digital humanities" 

describes this environment. In "Digital Humanities," the emphasis shifts away 

from the textual and toward more visual methods of knowledge generation and 

organization, design as an integral part of research, transmedia crisscrossing, and 

a broadened understanding of the sensorium of humanistic knowledge.  

DESIGN PEDAGOGY MODELS AND APPROACHES 

Davis argues that the existing methods are helpful for a wide range of industries 

that are looking to include design thinking into issue solving. Educators in the field 

of design have shown that the pedagogy of design education and the problem-

solving procedures are effective tools for advancing the aims of current 

educational reform initiatives. Expanding teachers' toolboxes, bettering lesson 

content and delivery, and showcasing the benefits of innovative approaches to 

tackling problems are all part of their plan. 

The creative problem-solving mindset, the merging of art and technology, and the 

meticulous commitment to producing that characterizes the work of designers 

and artists are all encouraged. At the intersection of these two worlds lies CMCT. 

As more and more spaces for creative interaction become available, more and 

more connections of various kinds are being forged across the arts, design, 

technology, and other fields. The CMCT panel made the following three 

recommendations: 

• Both artistic creations and technology advancements may learn from one 

another. The similar kind of change is occurring in other domains as well. 

• The arts and design are merging with new disciplines, and new disciplines 

are merging with the arts and design. 

• A universe that is dynamic, creative, and non-linear that encourages 

exploration is the end outcome. 

The commission emphasizes the significance of interdisciplinary collaboration 

and the need of a broadened viewpoint among design programs. Future 

innovation will need non-linear ways of thinking about problems, the 
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incorporation of technology beyond the artifact, and the expansion of the concept 

of "art" beyond its substrate. NASAD has urged educational institutions to think 

about multi-tiered learning in the context of such programs. 

• Projects (singly or in series); 

• Coursework and/or experiences; 

• Curricular programs with required CMCT content, either as coursework, 

emphases, or minors; 

• Curricular programs leading to degrees or other credentials in CMCT. 

The institutions of art and design have been given a clear directive, but they have 

been slow to adapt and put it into effect. It is not simple for academia to adopt 

these synergies and abandon traditional ways of working. It necessitates the ever-

present drivers of innovation: learning, discovery, and failure. Numerous learning, 

cognitive, and social science theories that project into the future have important 

implications for how schools teach today. All of these methods are attempts to 

deal with the confluence of culture and technology. Society3 proposes a new form 

of design education based on the examination of design models that may be 

superimposed on more conventional design processes and templates to achieve 

greater efficiency. 

 Society 1 existed in the 18th century, and its culture was rural, familial, and 

intergenerational. Then, in the nineteenth and twentieth centuries, the industrial 

era emerged, with its emphasis on factory work and its emphasis on formal 

education over apprenticeships and apprenticeships. At long last, we've moved 

beyond the Information Age and its emphasis on data interpretation, rigid 

learning hierarchies, specialized "silos," and pervasive ambiguity. Society 2 ushers 

in the "Knowledge Age," an era when the emphasis is placed on how knowledge is 

interpreted. Information processing includes uncertainty, confusion, and 

meanings that are individually and socially formed. YouTube, blogs, and wikis are 

the media of the present, and citizen journalists have developed alongside 

Twitter. The Internet fueled the growth of global marketplaces for information, 

labor, and goods. Open data, crowdsourcing, and lightning-fast transformation 

characterize Society 3 Education 3 will be influenced by the characteristics of 

Society 3, such as the social construction of meaning, the presence of an ambient 

digital cosmos, and the ubiquitous presence of both instructors and technology.  
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Figure 3: Society 3 Shifts, John Moravec, PhD, Education Futures, L.L.C 
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Figure 4: Education 3 Predictions, Source: John Moravec, PhD, Education 

Futures, l.l.c. 

In the present day and age, smart objects and people are communicating with 

machines as part of ambient computing. In the classrooms of Education 3, 

students are actively creating new knowledge while also sharing, remixing, and 

accepting new ideas. Everything that makes up a regular day contributes to 

ambient education (Moravec, 2008). In what ways will Education 3 change the 

ways that universities teach design and the arts? In response, we investigate a 

well-established engineering-based theory of innovation known as the C-K 

Theory. 

When we take a look at C-K theory we discover a strategy predicated on the idea 

that there are two different domains, C space and K space both of which may be 

further explored. This notion was first presented by Hatchuel and Weil at a French 

conference in 2002, and it has since been well-documented." C-K theory has 

become a standard procedure for innovative product development at a number of 

corporations worldwide, including the French firm Thales. As the design process 

develops, the viewer navigates back and forth across areas, enriching each with 

new ideas and thoughts. K>C transfers existing knowledge to inform new ideas, 

whereas C>K produces elements used into final designs. Concepts grow from one 

C to another C, and knowledge grows from one K to another K. The approach might 

be used, for instance, to develop the concept of the hovering vehicle by having the 

viewer separate the concepts of hovering and automobiles. The viewer fills up K-

space with preexisting knowledge, such as "hummingbirds hover" or "frisbees can 

hover." New thoughts emerge when you apply what you know about a flying 

automobile to the realm of ideas. Development and innovation are propelled by 

applying existing knowledge to new ideas in this circular fashion. C-K Theory is 

an abstract method, but it may be used to test out fresh concepts and build on 

them for better designs (Figure 5). 
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Figure 5: A graphical representation of a Design Process using C-K Design 

Theory. 

Michael Gibson defines "design processes" as a set of iteratively produced, 

heuristically directed, systematic steps done to enhance a condition in one of the 

four aforementioned domains. Many time-honored design procedures may be 

traced back to the Bauhaus's foundational Basic Course, the Vorkurs. Many 

western universities base their design curricula on the teachings of artists like 

Walter Gropius, Lazlo Moholy-Nagy, Wassily Kandinsky, Johannes Itten, and Paul 

Klee. Ellen Lupton writes that "the metaphor of visual language emerges in 

Kandinsky's genesis of the Point, in Point and Line to Plane. “Reference: Gestalt 

psychology, which offers another design-related theory, argues that our visual 

input is not culturally learnt but rather spontaneously organized via the use of 

figure-ground interactions in grouping comparable forms into simple and 

complex patterns. The visual system's ability to generate depth in visual 

compositions is referred to as figure-ground perception.  

Iterative processes, sequential processes, portfolio methods, and user-centered 

design models form the backbone of the design process. Work and the sequence 

in which tasks must be done are emphasized in sequential and waterfall 

approaches. Each successive phase expands upon the results of the preceding one. 

Typically, they go through the steps of: From requirements to design to 

development to testing to maintenance. Time and review are essential to iterative 

approaches, which aim to improve results with each cycle. In this creative process, 

thumbnails lead to comprehensives, which more precisely identify the issue as the 

designer iterates. Boehm's Spiral technique guides students through iterative 
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prototype development and user testing. Iterative and collaborative, Agile 

Methods are widely employed in the software development industry. 

DESIGN OF VISUAL COMMUNICATION 

One of the most crucial senses is the ability to see. One's initial step in defining and 

making sense of events, objects, and circumstances in the environment is to take 

in visual information. Compared to information gained via the other senses, visual 

data is more easily retained in long-term memory. This is why it's easy to say that 

"seeing is believing." Exchange of information and regulation of interpersonal 

interactions are both facilitated by effective communication. It's important to 

remember that hearing, touching, and seeing are all valid forms of communication. 

The ability to convey ideas visually is often seen as crucial. Wild animal drawings 

and hunting scenes etched on cave walls have been found dating back to ancient 

times, when there was no written language. Without a doubt, they are the first 

known instances of communicating visually. After years of study into the meaning 

and intent of the cave paintings, it became clear that communication and self-

expression were at the heart of their creation. The images' primary function is to 

convey meaning across cultural boundaries (Figure 6). 

 

Figure 6. Animal and human figures drawn on cave walls. 

Using sharp tools and pigments, they carved animal shapes into horns and teeth 

and painted depictions of animals on cave walls. The above photo is an attention-

getting example. It's one of the first instances of this kind of visual communication, 

dating back some 15 thousand years. People have always found ways to express 

themselves and produce art that lasts through the years, long before the 

development of the alphabet, paper, and printing presses. Their artwork now 

serves as historical evidence, providing insight into ancient practices like as 

religion, hunting methods, and clothing styles. 

Purpose of Design in Visual Communication 

Visual communication is now ubiquitous and permeates every aspect of human 

existence. There is no escaping visual communication since it is used in all forms 

of media nowadays the goals of visual communication design are: • 
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Communicating with the intended audience using a straightforward and easy-to-

understand visual or visual integrity. Making unique instruments of 

communication with a focus on design is encouraged.  

• Developing the message's meaning power so that it can be communicated 

to a wide audience. The ability to think clearly and graphically about the matter at 

hand. 

• Instead of employing conventional logic, they use straight, illogical, cross, 

and reverse reasoning to arrive to interpretations that may be seen as utopian.  

• Having a command of both the what and the why of expression.  

• As visual communication design products advance technologically and 

consumer culture becomes more fashion-oriented, they contribute to the problem 

of image pollution. Rapid consumption may be seen as a contributing factor to the 

proliferation of visually distracting graphic items.  

 

Figure 7. Peter Grundy, “NATS Services” diagram explaining Heathrow 

national air traffic services. 

CONCLUSIONS 

An accommodating collaborative process of learning across disciplines while 

maintaining a focused base and transforming the rhetoric identities strictly 

defined as artist, designer, producer, writer, and viewer could be the next 

educational stream. The contextualization of visual literacy in relation to visual 

design and communication may be attributed to these descriptions and findings. 

Research into bridging the gap between the arts and sciences is necessary to fulfill 

future demand. The context, fluidity, and flexibility required in today's technically 

complicated world is a prerequisite. Instead of the traditional linear procedures 

based on language theory, an interdisciplinary approach will be required to build 
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visual communications in a contextualized, individualized environment. In 

addition to outlining current gaps, One of the most important takeaways from the 

study is that computers can only perform their intended function under the 

supervision of sensitive, competent, intuitive, and approved designers. 
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