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12. Applied Art Skill Based Education, Student in
View of Academician & Employability Prospects

Prof. Gajanan Nivruttirai Peherkar
Department of Fine Art, Dr.B.A.M.University, Aurangabad.

Abstract

Applied art Graphics design as the art or profession of using design elements (As 5
typography and images) to convey information or create an effect in order to effectively convey ‘
that information visually, many decisions need to be made in the design process. Because the
customers and target audiences for which designers design is so vastly broad, today’s
communications are more global than ever before, and technology keeps changing every day, the
job of a graphics designer has become increasingly challeriging and important. This paper will
address the importance of both critical and creative thinking in the graphic design process, ideas on
how to strengthun these thinking skills in undergraduate design educatlon and ways to continue to

foster these skllls in professional design practice.

e e e ot e i W v

Applied art Definition & Meaning
The term applied art refers to the application of artistic design to useful objects in everyday

life. Whereas works of fine art have no function other than providing aesthetic or logical

inspiration to the viewer, works of applied art arc usually functional objects which have been

“prettified” or vreatively designed with both aesthetics and function in mind. , |

What Does Applied Art Include? o
For the sake of simplicity, works of applied art comprise t'wé).\ciifl‘fe‘rent‘ types: standard
machiﬁemade products which have had a particular design applied to them , to make them more
attractive and easy-to-use: and individual, aesthetically pleasing but mostly functional, craft
products made by artisans or skilled workers. Artistic disciplines that are classified as applied arts,
include industrial design, fashion design, interior design, and graphic‘f"aiftb."and design (including

computer graphics as well most types of decorative art.

Commerecial Desxgn
e ASIGE -—trmn‘aﬁcthecimerapphed_«alLLechved_-ns_b;ggest_boest*&Me —growth—in——{

commerce during the 19 cem‘uty following the industrial revolution.” Suddenly, competitive
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manufacturers and service provides needed to ensure that their products and services “looked
good” as well as functioned properly. This demand for improved aesthetics led to the
establishment of numerous design schools and courses, from which a new genération of
industrial designers emerged. Later, as the range of products multiplied, and new printing
techniques appeared, they were joined by fashion designers, graphic designers and most recently

computer graphics designers.

The Industry

Applied art as a professional skill find high demand in the advertising industry worldwide.
The advertising industry comprising creative agencies and graphic design studios strives to
promote products / services/ brands for companies across the business spectrum through various
advertising tools including visual communication. Applied arts forms the skills sets of artists
trained to excel in the adverfising industry by envisioning, designing and presenting high impact
visual messages. L
The Programme

As a professional , in —~demand career programme, Applied art features an in-depth , sector-
focused and ever-evolving curriculum designed to instill creative sensibilities and groom aspirants
to attain professional competence as graphivcs Designers as per current industry trends. Esséntially,
the program helps candidates specialize in the knowledge and use of digital tools required for

creative design (conceptualization, layout, Image Manipulation, etc....) across media from print

to outdoor and web. The programme also equips candidates with the intellectual competence to

pursue higher education.
The Future |

Applied art with specific reference to the advertising industry is an ever-evolving discipline
and offers exciting opportunities for career aspirants seeking bright and rewarding future. The
industry offers talented candidates, excellent opportunities for career advancement and is amongst
best .paying fields. Great Ieaming opportunities, and immense job satisfaction combined with
remarkable professional professional and personal grthh make this field a highly attractive career
choice. |

L Ov‘erview on the process'df graphics Design

The typical graphics design process, as it is taught in most graphic design schools with

possible slight modifications) includes the following steps

PART - I SRR : (631




GENIUS - VOLUMY - VI ISSUE ~ [1-JSSN 2279-0489 (L.F.-4.954) = FEBRUARY-JULY -2018

1. Identify and understand the problem at hand
Collect information and research
Create a design brief and a proposal for the client

Conceptualize and Design: early sketches developed into comprehensive designs

A

Analysis for best possible solution and revise as needed

Within these main steps are various sun-step, and they all involve a great deal of thinking,
both critical and creative. But how can designers imprové their thinking so as to maximize their
processes, and how can design instructors strengthan thinking skills in their design classrooms?

I1. Critical thinking in design |

‘What do we mean when we refer to a “Design Pronlem?” A Problem in regards to design is
one a designer needs to find énd solve. An example could be a new company who needs a logo.
Marketing collateral, and website the design problem would be visually representing this
cdmpany’s image, telling the company’s story, in a way that is consistent in a variety of mediums
and displays the company’s. ideals and business objective. Before a designer can create a visual
solution, they have some research to do, and involves critical thinking

Understand the client: communicate with them: probe and ask good qﬁestions about their
business their goals, and their target audience: determine detailed project ’speciﬁcations‘":;wlsi'stcn
carefully, explain clearly: use effective language to write proposals
Understand the problem —analyze, research, investigate, gather background information relevant to
the design problem, research the competition, observe, interpret. What is the messagé to be
conveyed?

Understand the target audience-research, Observe, investigate, interpret. Ask questions
regarding what appeals to certain demographics of people and, Why.,.?'.':Bev aware of withhold
assumptions

"Generate ideas --look for inspirational material, look through different perspectives,
experiment, try out many possibilities, withholding premature‘ judgme}ntsv.,d_uring this phase

TIL Critical and creative thinking in design R B

During the design process, there is a creative phasé of idea generaﬁon. This involves being
inspired, brainstorming, “opening widc,” off-thc-wall” thinking, harnessing a sense of play,

experimenting with many different ideas and unexpected combinations, and withholding premature

Jlldgmcnts.

i
‘.
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Creativity in design is not only important for the sake of the designer’s portfolio and
reputation, but the greatest.important for the sake of the business or message the design project is
for. In today’s global economy and overloaded information-age, ,consumérsvhave many choices.
The more useful a sez_'vicé or product is, and the more creatively it is marketed , the more a
consumer remembers it and is likely to buy that service or product. I believe that a major issue in
education is that creativity is all t00 often approached by instructors as something that is either
inherent or not in students. In retrospect we can teach some basic creative thinking techniques,v
such as brainstorming, in a concept Development course, But beyond that class, instructors could
not dedicate much time into really fostering creative thinking in each student because they had to
focus on the lesson plans.

IV. Attractive Thinking in design education

The first and foremost approach to an enculturization of thinking within a graphic design
programme is for instructors to come together and agree to encourage it in the classroom.
Instructors should encourage intelligence-in practice and probably students to think deeply and
communicate should encourage intelligence-in-practice and probably students to think deeply and
communicate confidently. They should be models for critical and creative thinking. They can be
taught all of the design techniques and thinking skills in the world, but without time to Teflect on
how they are vusing them and how they could improve upon their processeé, they are less likely to
grow and carry thos‘e skills with them. Instructors could allow some time for students to reflect by
having them do think —pair- share groups, or write reflections. Being able to speak, write, and
communicate clearly is such an integral part of being a designer, and it certainly would not hurt to
have students write more in both their design researching and in their reflecting.

One way design curricula could encourage students to become knowledge-thirsty, self-
directed learners while expOSing them to interdisciplinary work is through problem-based and
work-based learning projects. In the real world, graphic designers work with a variety of other
professionals, such as web developers, photographers, film producers, marketing directors, interior
designers, and many more. By giving students collaborative projects in which they work with
students from these various other department majors, they will learn how to function and solve
problems in an interdisciplinary ream atmosphere. With the instructor acting as facilitator instead

of teacher, and if these projects are facilitated effectively by cooperative course instructors, the

students should gain valuable §}cillq n self- directed learning

4
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More real-world exposure would also be highly beneficial to design students. They should
learn to take resbonsibility for their work, and as a direct result :take responsibility for their
learning. They should be exposed to things outside of the classroom so they can see that learning
can happen everywhere, everyday. This idea could take affect by partnering with businesses, such
as non-profits, so that students can get hands-on experience actively transferring ciassroom lessons
to real-life problems. | |

The analysis process is another aspect that could be improved in many design schools.
Usually led by the instructor, student’s assessment ~eacn other’s work and give and receive
feedback. The probiem with this is that the feedback given often tends to-be purely surface related,
meaning that it refers to the visual elements and technical design details. - |

V. Constant thinking in specxalxzed practices o ‘ |

A des1gner s most critical tool is their mind, not thelr pcncll or computer. Profeesmnal
designers should continue to be reflective in their design processes. They need to periodically
check-in with themselves and ask questions like: what. are the habits of mind I need to break, and
what are sbme habits of mind that Ivcoulld practice in order to become more effective in my design
process? | | | ,

As graphic design today is an interdisciplinary practice, we can give one idea to developing
is that of a local organization for designers to convene and learn each other, designers of other
specialties, design employers, educators , students, and professionals from any and all other fields.
This organization would be place for diversity , encouragement of group collaboration, creative
play, and reflection in our design processes. It could function as a resource center,networking
group , discussion group, and could host workshop_s and conferences. It.could be a designer’s local |
core for the exchange of ideas. This would benefit educators and'studgﬁnﬁS}j-because they would be
communicating with today’s practicing professionals and design emoidyers, and they could
discover new way to improve their teaching. They could build relationships leading to internships
and work-based learning partnerships with businesses. -Thé desig'nerr-éliéﬁt communication is
another area that could be enhanced in a critical way. It is the responsibility of both designers and
clients to communicate,'but it is especially up-te the designer to encourége ihat dialogue. As the
layman may not be aware of the details in the design process, it is up _to“'tﬁ'é' acsign to cducate their
client on the practice. Through this ‘dialoguc, the designer can also explioré"the client for ideas that

-~—----——ﬁﬂgl*t—ﬂnpﬂav«,—iheﬂ—pwwsﬂﬁ%}w—mlureml%eﬂ ection-should- dw“bc*praﬁhccd“b‘yﬂhﬁ designer—- N

during and after the design pmcess as she might refine it each time.
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Conclusion ‘

As academicli'an', one of the most important tools we can teach future designers is to be self
motivated lifelong leame‘r‘sﬁ and thinkers. as professionals, we often get stuck in habitual ruts. and it
is crucial to our growth as thinkers to create support systems, we can reach out to for inspiration
and information. It is also crucial to remember to take all information we receive with a grain of
salt-to continue to seek clarification and form our own opinions and hypothesis. We have a big.
respondibility in seeking knowledge and communicating. Therefore, it is beneficial for us to be
aware of and continuously work on our critical and creative thinking.

References |
I.  http://en. Wikipedia.org/wiki.Applied _arts
2. http://en. Wikipedia.org/wikvi/graphicmdesign
3. Graphics design che garud- Yeshoda Bhagavat
4. Jahiratiche jag- Yeshoda Bhagavat l

K3

1671




