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GRAPHIC DESIGN 
EDUCATION ISN’T 
ENOUGH:  
INTERACTIVE AND 
DIGITALLY RESPONSIBLE 
COURSE DESIGN
Design educators teach a range of skills and topics that 
expands in direct proportion to the speed of technological 
change. In 2008, many graphic design programs require 
students to take courses in web, animation, interactive, or 
motion graphics in addition to other course requirements. 
To many educators it seems there isn’t enough time in the 
already overcrowded design curriculum to teach these 
additional subjects. Even so, it is believed that incorporating 
a greater range of media will make students more marketable 
(Dyson & Picho-Owiny 2000). Employers want students 
who can manage digital media workflows and develop 
creative projects, as well as implement the programming 
algorithms and technologies that power their digital projects. 
Yet students are overwhelmed about learning complex 
software and programming and they don’t understand the 
four-dimensional problem-space of time-based projects. 
But learning software is the least of the problems in digital 
design. ‘More than ever, design education must prepare 
students for change’ (Poggenpohl & Ahn 2002). 
‘Graphic design has long been organized around a problem 
solving approach’ (Kelly 1994), but recently Dyson & 
Picho-Owiny (2000) and Raein (2004) have suggested that 
teaching should embed theory within design projects to 
develop concepts that can transfer to different technologies. 
Most educators would agree that design instruction must 
include art, science, and technology (Findeli 2001) and 
that complex problems like those in nature and humanity 
require overarching orientations like systems theories, social 
sciences, and human studies. Swanson (1994) noted that 
design is ‘integrative’ in that it has the potential to connect 
to many disciplines. By understanding cognition, emotion, 
physical, social, and cultural factors, designers can improve 
design’s performance (Poggenpohl & Ahn 2002). What is 
needed is a new pedagogy for design. 
When considered in a purely philosophical sense, experience 
design could be the next pedagogical platform. It transcends 
technology, focuses on human beings and multiple senses, 
and suggests an interdisciplinary approach. It considers 
human perception, action, reflection, and aesthetics (Findeli 
2001). Importantly, the experience philosophy explores 
characteristics common to all media (Shedroff 2008). 
Still, graphic designers need to know how to design for a 
number of contexts. Software training is not the answer. 
Rather, principles and classical frameworks from allied 
disciplines can help designers think in new ways. Projects 
in advanced typography and interactive design subjects 
have begun introducing classical frameworks from cinema, 
filmmaking, acting, and music in order to help students 
understand time-based environments and broaden the range 
of creative responses.
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