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Abstract

The purpose of this study is to examine how social media has led to a creation of
collaborative learning environments. The technology of graphic arts is rapidly growing as is
graphic arts education. With the rapid development of innovations and technology in graphic arts
applications and software, the best methods to teach graphic arts education must keep pace to
provide creative learning environments. This will best serve the needs for students studying
graphic arts. A concern in the area of graphic arts education may be the utilization of online
platforms. While online learning is growing, it may not be the best method for students to learn
and develop the necessary skills related to graphic arts due to the limited personal interactions
between student and the graphic arts instructor.
One area to be explored is the use of social media as a collaborative learning environment
for graphic arts education.
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Using Social Media to Create a Collaborative Learning Environment in
a Graphic Arts Environment
When examining education, there are several methods that instructors implement in their
classrooms. Instructors have been gravitating more towards collaborative learning methods and
studies have shown that the use of collaborative learning has a positive outcome in the
classroom. Studies also show that the use of collaborative learning has increased due to the
increase use of social media. Social media platforms have the ability to host collaborative
learning environments which can serve as great learning tools especially in graphic art
environments. The intent of this paper is to review the literature and provide an overview on
collaborative learning, using social media as collaborative learning environments, and using
those environments for collaborative learning in graphic arts.

Collaborative Learning
Ojo and Ntshoe (2017) define collaborative learning as an “educational method used in teaching
and learning environments, which involves two or more people in groups working together to
learn, solve a problem, complete a task, evaluate one another’s ideas or create a product” (pg.
173). This learning method tends to create a more positive learning/working environment for
students who tend to enjoy working together rather than independently. Boud (2001) agrees
noting that “Students learn a great deal by explaining their ideas to others and by participating in
activities in which they can learn from their peers” (pg. 3) Using collaborative learning methods
in classrooms of all ages provide instructors and students with an environment that is both
resourceful and purposeful. This type of environment allows for students to work together to
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gain experience in group discussions, decision making skills and problem solving. According to
Stahl (2006):
Individuals are involved in this as members of the group, but the activities that they
engage in are not individual-learning activities, but group interactions like negotiation
and sharing. Collaborative learning involves individuals as group members, but also
involves phenomena like the negotiation and sharing of meanings. (pg. 3)
Stahl also discusses that collaboration is mainly perceived as a process of shared meanings.
Working collaboratively doesn’t so much rely on an individual’s outcome but based on the
interaction between a group and their achievement. Collaborative learning allows students to
focus on tasks as a group but gain independent skills and knowledge as well. One effective way
to achieve that might be using social media platforms as a collaborative learning tool.

Using Social Media for Collaborative Learning
According to Al-rahmi (2015), it is proven that the relationship between social media and
engagement is a positive one. Al-rahmi studied social networking sites and engagement among
college students and found that the majority of users reported high daily interaction with peers
and felt that their connection had been reinforced. This allows for users to get in contact with
other users and potentially create a learning environment unintentionally.
Since the increase use of social media by adolescents and young adults, collaborative
learning environments have formed both intentionally and unintentionally. If used appropriately,
social media platforms can and have enhanced academic performances among students.
Collaborative learning methods may be used in traditional online technology platforms such as
Blackboard. As noted by Koller (2012), “the structure of online courses guarantees student
engagement and interaction” (pg.1). However, these online educational platforms are typically
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not viewed as social networking tools. Though they allow for peer to peer feedback and
discussion, pure social media sites such as Facebook and others can enhance a collaborative
learning experience when used as a learning tool.
According to Madge (2009), “It is clear that Facebook provides an informal learning
space for some university students. On Facebook, they may engage in a wide range of team
working, organizational, and other activities that may have relevance to their employability
skills” (pg. 152). In support, Selwyn (2007) suggests that social media sites such as Facebook
should be considered for useful educational purposes. Al-rahmi (2015), agrees noting that
“collaborative learning with the assistance of social media like Facebook, email, Twitter, to
name a few, encourages learning and knowledge sharing among students, teachers, and
instructors alike in real life circumstances” (pg. 249). Students can use social media to have
discussions and solve problems with their peers in an environment outside of the classroom. In
addition, Wodzicki, Schwammlein, & Moskaliuk (2012) note that, “Social media gives learners a
chance to manipulate their learning environment and to participate actively in the learning
process” (pg.10).
A challenge that may exist, however, is that older instructors may be uncomfortable or
unfamiliar with social media usage. These instructors may not look at social media as an
educational outlet like most younger generations do. According to Liu (2010), “When this
happens in education, it sets a division between students who are fanatic about Web 2.0
applications and gadgets, and instructors who are overwhelmed and struggling by the daily
technology changes” (pg. 101). Because younger generations do embrace learning from
technology, Liu (2010) suggests older instructors should embrace social media as a learning
resource because that is what the younger generations know. Another challenge may be the large
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volume of interactions that a social media collaborative learning environment would create. As
noted by Boud (2001), “the nature of the Web as a medium means that it is impossible for a
teacher to personally deal with a large number of interactions between a teacher and individual
students. This soon becomes far more time consuming than any form of conventional teaching”
(pg. 6).

Collaborative Learning in Graphic Arts

Collaborative learning methods can be useful teaching techniques in graphic arts
education. Rohidi (2009) believes that by exposing future graphic designers to collaborative
work, graphic artists will be trained and prepared for employment (pg. 15). When designing a
project, designers rely on colleagues’ feedback and constructive criticism in order to learn and
grow as a designer. To accomplish this, graphic arts professionals extensively use social media
as a means of promoting their work as designers and to gain feedback from friends, family,
colleagues and the public at large. Social media affords users easy and fast access to other users
who may be insightful sources when it comes to getting feedback. There are many users who use
different types of social media sites, making it fairly easy to find like-minded people and create a
place to exchange thoughts and ideas that are similar to their own.
In a graphic arts educational setting, peers can work together to discuss and solve
problems using collaborative learning methods. In a traditional classroom setting, feedback is
often only provided by the instructor, while in a collaborative learning environment, students can
get meaningful feedback from their peers as well. This will help prepare them for receiving
feedback from future colleagues in a professional setting. As noted by Ojo and Ntshoe (2017),
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students in graphic design “need collaborative skills and experiences in order to survive in a
labor market in the current global economy” (pg. 172). Learning skills and techniques in a
collaborative environment will not only enhance the student’s learning as a graphic designer but
also help prepare them for a fast pace professional graphic design work environment that heavily
relies on technology.

Conclusion
This group of articles discusses collaborative learning and the use of social media as a
learning tool. One of the themes from these articles is that social media as a collaborative
learning tool has had a positive influence on academic performance. As noted by Al-rahmi
(2015) “The intention towards social media network among students in collaborative learning
holds the key factors in the structure technology use models” (pg. 249).
In addition, the literature explored the relationship between social media and
collaborative learning methods and found positive learning outcomes in different learning
environments, including in a graphic arts setting. These collaborative learning environments
allow for designers to grow and develop as a designer based on the collaborative work between
themselves and their peers.
With the explosion of social media and the role it plays in the daily lives of countless
users, especially student age users, it only makes sense that social media platforms are
implemented into teaching methods. Whether they use platforms such as Facebook, Twitter, or
email, platforms such as these will afford students the necessary means to work collaboratively
and expand beyond a classroom setting.
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This literature review will provide a framework for my final project and help shape my
thoughts towards collaborative learning and the use of social media in my chosen professional
field of graphic design. I use social media every day mostly for recreational use but researching
and exploring how using social media for academic purposes has given me a new perspective at
the affordance of social media, the effectiveness of collaborative learning and the importance of
incorporating both in graphic arts education.
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Topic for Instruction
Collaborative learning has been proven to be extremely beneficial in graphic arts
education. Such methods lead to purposeful discussions and interactions between students as
well as instructors. Education often takes place in a traditional classroom setting, however
collaborative learning methods do not always need to be confined to the physical classroom
environment. A digital platform will allow discussion and interactivity between students to be
expanded from classroom settings to real-world settings. There are many different platforms that
would create a successful social and collaborative learning environment, including a digital
application.
A digital application serves as a steady platform for interactivity among students. When
creating an application, there are guidelines that one must follow in order to create a successful
interactive environment. This application design proposal will allow for peer to peer education,
thus creating an environment that will allows users to collaborate and become teachers to one
another.

Target Audience
When designing mobile applications, the first item of consideration is the applications
intended target audience. Villar (2013) states “The key to success in the design of mobile
applications (native or web-based) lies in a user-centered approach that can fully address the
target audience needs. It is the consideration of a target audience immersed in a real context that
really matters” (pg. 37).
This application is intended for users who are interested in graphic arts and is focused on
graphic artists of all skill levels. This application will allow for users to learn about different
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areas within graphic arts without being in a confined classroom space. It will allow users to
connect with graphic artists they may already know or graphic artists they may not know but
share similar goals and interests. Similarly, to social media sites such as Facebook, the
application will allow for social interaction based on interests. Users will be able to search areas
of discussion based on topics and connect with users. Graphic artists who use this app are
encouraged to create public or private discussions with other artists.
This application is also geared towards professional instructors and their students. An
application such as this will allow for users to connect with classmates and post their personal
work to receive feedback from peers. In some instances, it is easier for somebody to type a
response or critique to another classmate through discussion areas such as this. This platform
will allow for collaborative learning on a user’s individual schedule, contrary to physical
classroom spaces that limit time flexibility.

Description of Application
The proposed application is called “Feedback”. This application will allow all users to
connect via topics of interest. These topics may include but are not limited to:

•

Multimedia Design

•

Information Design

•

Web Design

•

Video Game Design

•

Digital Photography

•

Brand Identity / Logo Designer
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•

Adobe Creative Suite Instruction

From the point of selection, users will be able to select if they would like to start and/or join a
public group or start and/or join a private group. Users will then be able to view, comment, and
“like” other user’s projects. Users will also be able to display their own projects by:
•

Sharing a link to the project

•

Uploading an Image

•

Uploading a Video

From a separate standpoint, instructors may use this app as a housing platform for their
students to display their work. With the group-chat functionality of this app, users may be able to
join into video group sessions where they can present their projects from anywhere they have
internet connection.
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Application Outline

“Feedback” is a social media platform created for designers of all skill levels. The above
image is the logo created for the app. The font is called Noteworthy, which was chosen because
it is a legible sans serif font and gives the impression that the app will be clean, clear and user
friendly.
Throughout the application there are reoccurring design principles that can be noticed.
One principle that is implemented is the Aesthetic-Usability Effect. Lidwell, Butler, and Holden
(2010) state that “aesthetic designs are perceived as easier to use than less aesthetic designs” (pg.
20). This can be simplified down to the idea that if something looks clean and clear, it is
perceived to be easy to use. This principle is conveyed through the use of consistent fonts, color
and shape usage. It is also conveyed through the use of color and value. Blue and white were
chosen for the logo to have light and dark values that make them easily visible.
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Figures 1a and 1b: Home Screen

Figure 1a

Figure 1b

Figure 1a displays the idea of what the logo would like on a phone screen. Figure 1b
indicates that a user clicked on the app icon and opened the app to use.
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Figures 2a and 2b: Login or Signup

Figure 2a

Figure 2b

The app would then open to the first main display. Figure 2a shows where a user would
sign up or login as an existing user. Figure 2b indicates that a new user is coming in to sign up.
At the new user page, a user can select a photo to create a personal profile, add a username and
password to their account, and then click sign up to move on to the next step of signing up.
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Figures 3a and 3b: Topics and Interests

Figure 3a

Figure 3b

Figure 3a is the area in which a user would select their topics of interest. From a user’s
perspective, they would choose whatever area(s) they are interested in exploring. Figure 3a
displays some of these options that a user could choose from. Figure 3b displays that a user made
a selection, photography, and is ready to move on to choose another selection or onto their
newsfeed. The bottom of Figure 3b’s screen shows the “Done” button highlighted in blue. This
indicates that a user has made at least one selection.

From a designer’s perspective, the use of iconic representation is present. The icons show
the user which area they are about to select. The example above shows a camera representing
photography. The use of symmetry is also present when looking at these images. Symmetry is
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present through the use of a grid system evenly splitting one side from the other, and one
selection from another.
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Figures 4a and 4b: Newsfeed

Figure 4a

Figure 4b

Once the user has completed the sign-up process, they will be directed to their newsfeed.
The newsfeed consists of multiple social spheres in which they can enter, explore, and
collaborate with other users. The newsfeed displays public spheres, which indicate user
accessibility. Lidwell, Butler, and Holden (2010) define accessibility by stating “objects and
environments should be designed to be useable without modification, by as many people as
possible” (pg. 16).

On the bottom right hand corner of the Figure 4a, there is an add button. If the user clicks
that, they will be directed to Figure 4b. Figure 4b displays the section in which a user would like
to create a public sphere or private sphere in which to engage with users. Clicking either option
will direct the user to similar pages, which are displayed in the next figure.
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Figures 5a and 5b: Creating Spheres

Figure 5a

Figure 5b

Users can either create a public sphere or private sphere. Seen in the above figures, users
will be able to select a sphere image. This image can be anything that they have loaded into their
personal photo gallery or can be selected from the pre-loaded library of icons. The user can then
choose a sphere name, create a sphere description, and then add people they may have
connections with.

Figure 5b is displaying the creation of a private sphere. The difference between the public
and private sphere is the option to create an access code. This access code can be given to
specific users to make the sphere more individualized. This allows for the idea of a defensible
space. Lidwell, Butler, and Holden (2010) define a defensible space as “a space that has
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territorial markers, opportunities for surveillance, and clear indications of activity and
ownership” (pg. 70). The use of an access code creates a sense of ownership to a sphere and
creating one’s own territory for specific collaboration.
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Figures 6a and 6b: Creating Public Sphere

Figure 6a

Figure 6b

Once a public sphere is created, it will bring the user to an open space as seen in the
Figure 6a. The example name for the sphere is “LegoMyLogo”. The title gives a self-description
of what the sphere is about and indicates what users will collaborate on. In the top left-hand
corner of Figure 6a is an add button. If clicked, it will bring the user to an add content section
which can be seen in Figure 6b. Once there, a user will have the option to add a link, a photo or a
video file to the sphere.
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Figure 7: Continued Collaboration

Figure 7
Figure 7 exemplifies where the conversation would continue if content was selected. A
user would add a photo to the sphere and ask for feedback. Another user could then respond to
the conversation and it could continue on as exemplified above.
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Figures 8a, 8b, 8c, 8d: Entering Pre-Created Public Sphere

Figure 8a

Figure 8b

Figure 8c

Figure 8d

By looking at the newsfeed, users have the option to enter pre-created public spheres in
order to collaborate with other users. The figures above show what would happen if a user
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entered the public sphere “HowDoesOneAdobe?”. Once inside the sphere, Figure 8b displays
conversations already occurring in the sphere. Users may have feedback to give in order to join
in the conversation. Users would then click on the “send message box” and a keyboard would
pop up just as displayed in Figure 8c. A user would then type their response and send it into the
sphere, which would also lead to a response from another user and thus a collaborative
environment is created and used as seen in Figure 8d.
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Figures 9a and 9b: User’s Personal Profile

Figure 9a

Figure 9b

Inside the app, a user creates a personal profile once they sign up for Feedback. To enter
their profile a user would click on their personal uploaded image which can be found in the top
right corner of the newsfeed section. The user will then be directed to their personal profile,
which can be seen in Figure 9b. A user could have their name, age, and location available in their
personal profile. A user also has a gallery, which would show any link, photo, or video they may
have shared in a public or private sphere. The user’s interests would also appear, as well as, any
connections they made along the way.

23
Figure 10: App Notification

Figure 10
Figure 10 displays what a user would see on their phone if they received a notification
from the app. The app’s name and logo would appear, along with the phrase “You received
Feedback!” This would signal a user to check the app to see who collaborated on their posted
project.
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Figure 11: Website Mockup

Figure 11
Figure 11 is an example of what Feedback would look like on a computer screen.
Designers may use a computer as their source of creation, therefore it would be seen as
promising if users could access this app as a website as well. The idea of the spheres is the same
as the app. A user’s personal profile image is displayed in the top right as well as the user’s
connections along the right-hand side of the screen.

In the connections section, there will be a green circle icon next to a user’s image. This
image would indicate if a user is online. This creates the idea of a desire line. Lidwell, Butler,
and Holden (2010) define a desire line as “traces of use or wear that indicate preferred methods
of interaction with an object or environment” (pg. 76). The green button shows other users that
they are online and are ready to interact and collaborate.
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Conclusion
With the rapid development in graphic arts education, collaborative learning methods are
seen to be very promising. While in-classroom instruction still holds its respectable position,
outside digital platforms are increasingly adapting to educational needs and becoming more
useful in the collaborative learning environment. Research shows that using social media to
implement collaborative learning methods is purposeful and useful in graphic arts fields.
Collaborative learning methods together with the various social digital platforms allow
graphic art students to prepare themselves for professional collaborative environments.
Social media allows for graphic artists to feel free when it comes to promoting themselves
through their work. Social media also provides the perfect platform to receive feedback from
colleagues, friends and consumers.
The app “Feedback” provides graphic artists and graphic students with an easy to use and
friendly collaborative learning tool and environment. “Feedback” allows for the users to
collaborate on projects from any location in order to learn from and teach other graphic artists.
Instructors, educators and creative directors could use this app to help connect classes and
creative groups in one digital learning environment.

26
References

Al-rahmi, W. M., Othman, M. S., & Mi Yusuf, L. (2015). Social Media for
Collaborative Learning and Engagement: Adoption Framework in Higher Education
Institutions in Malaysia. Mediterranean Journal of Social Sciences, 6(3).
doi:10.5901/mjss.2015.v6n3s1p246
Boud, D., Cohen, R., & Sampson, J. (Eds.). (2001) Peer learning in higher education:
Learning from and with each other. London: Kogan Page.
Madge, C., Meek, J., Wellens, J., & Hooley, T. (2009, 23). Facebook, social integration
and informal learning at university: 'It is more for socializing and talking to friends about
work than for actually doing work? Retrieved from
https://www.tandfonline.com/doi/full/10.1080/17439880902923606?scroll=top&needAc
cess=true
Koller, D. (2012, June). “What we’re learning from Online Education.” Tedglobal
2012, Edinburg, UK. Retrieved from http://www.youtube.com./watch?
Lidwell, W., Butler, J., & Holden, K. (2010). Universal principles of design: 125 ways to
enhance usability, influence perception, increase appeal, make better, design decisions,
and teach through design. Beverly, MA: Rockport.
Liu, Y. (2010). Social Media Tools as a Learning Resource. Journal of
Educational Technology Development and Exchange, 3(1).
doi:10.18785/jetde.0301.08
Ojo, O., & Ntshoe, I. (2017). Efficacy of collaborative in improving learning outcomes
of graphic design in higher education. South African Journal of Higher Education,31(3).
doi:10.20853/31-3-844
Rohidi, T. R., Dr., Ibrahim, N., Md., & Yusoff, S. (february 1, 2009). Collaborative
Learning in Graphic Design Education. International Journal Of The Humanities, 6(10),
13-17.
Selwyn, N. 2007. Screw Blackboard…do it on Facebook!: An investiagion of
students’ educational use of Facebook. Paper presented to the Pole 1.0 – Facebook social
research symposium, November 15, at the University of London.
http://startrekdigitalliteracy.pbworks.com/f/2g19b89ezl6ursp6e749.pdf (accessed
February, 2018).

27
Stahl, G., Koschmann, T., &amp; Suthers, D. (2006). Computer-supported
collaborative learning: An historicalperspective. In R. K. Sawyer (Ed.), Cambridge
handbook of the learning sciences (pp. 409-426). Cambridge, UK:Cambridge University
Press.
Villar, M. A. (2013) DESIGN WITH THE user’s needs IN MIND. T+D, 67(7), 36-39. Retrieved
March 31, 2018.
Wodzicki, K., Schwämmlein, E., & Moskaliuk, J. (2012). “Actually, I Wanted to Learn”:
Study-related knowledge exchange on social networking sites. The Internet and Higher
Education, 15(1), 9-14. doi:10.1016/j.iheduc.2011.05.008

