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TOPIC 

 GRAPHICS DESIGN AND ITS STUDY AND PRACTICE AT MARGRET 

TROWELL SCHOOL OF FINE ART IN MAKERERE UNIVERSITY, 

KAMPALA. 

CHAPTER ONE 

1.1 BACKGROUND 

Art by description is a diverse range of human activities in creating visual, auditory or 

performing artefacts (artworks), expressing the author’s imaginative, conceptual ideas, or 

technical skill, intended to be appreciated for their beauty or emotional power. This involves 

graphics, sculpture, textile design, drawing, graphics design, jewellery making, art history, 

design in graphics to mention but a few.  

Graphics are visual great ideas or designs on some surface, such as a wall, canvas, screen, 

paper, or stone, to inform, illustrate or to entertain. Graphics can be functional or artistic, that is 

to say it can be recorded or decoded. Following my research, am mainly focusing on decoded 

graphics (computer graphics). Graphics are visual elements often used to point readers and 

viewers to particular information. They are also used to supplement text in an effort to aid 

readers in their understanding of a particular concept or make the concept clearer or interesting. 

In computing, they are used to create a graphical interface for the user; and graphics are one of 

the five key elements of multimedia technology. Graphics are among the primary ways of 

advertising the sale of goods or services. 

 Business: Graphics are commonly used in business and economics to create financial 

charts and tables. The term Business Graphics came into use in the late 1970s, when 

personal computers became capable of drawing graphs and charts instead of using a 

tabular format. Business Graphics can be used to highlight changes over a period of time. 

 Advertising: Advertising is one of the most profitable uses of graphics; artists often do 

advertising work or take advertising potential into account when creating art, to increase 

the chances of selling the artwork. Most importantly, graphics give a good look to 

artwork whenever it is applied. Graphics contribute to the general outlook of a designed 

artwork, this, in turn, lure interested members of the public to look at the work of art or 

purchasing it. Any graphical work (especially advertisement) or any work of art that is 

poorly designed will not persuade the audience. therefore, for an advertisement to 

persuade and convince readers or viewers, it must be well designed with needed graphical 

tools so as to bring profit to the designer or advertiser. 

 Political: The use of graphics for overtly political purposes—cartoons, graffiti, poster art, 

flag design, etc.—is a centuries-old practice which thrives today in every part of the 

world.   



 Education: Graphics are heavily used in textbooks, especially those concerning subjects 

such as geography, science, and mathematics, in order to illustrate theories and concepts, 

such as the human anatomy. Diagrams are also used to label design in graphics and 

pictures. Educational animation is an important emerging field of graphics. Animated 

graphics have obvious advantages over static graphics when explaining subject matter 

that changes over time. In an encyclopedia, graphics are used to illustrate concepts and 

show examples of the particular topic being discussed. In order for a graphic to function 

effectively as an educational aid, the learner must be able to interpret it successfully. This 

interpretative capacity is one aspect of graphics study and application.   

 Film and animation: Computer graphics are often used in the majority of new feature 

films, especially those with a large budget. Films that heavily use computer graphics 

include the famous TOM AND JERRY CARTOON, SPIDERMAN and BLACK 

PANTHER. 

 

Graphic design is the process of visual communication and problem-solving through 

the use of typography, design in graphics, and illustration. The field is considered a 

subset of visual communication and communication design, but sometimes the term 

"graphic design" is used synonymously. Graphic designers create and combine symbols, 

shapes, great ideas and text to form visual representations of ideas and messages in both 

hard and soft ware They use typography, visual arts, and page layout techniques to create 

visual compositions. Common uses of graphic design include corporate design (logos and 

branding), editorial design 

(magazines, blogs, newspapers and books), wayfinding or environmental design, 

advertising, web design, communication design, product packaging, and signage. 

The term graphic design was coined by William Addison Dwiggins in 1922. However, 

the origins of graphic design can be traced from the origins of human existence, from the 

caves of Lascaux, to Rome's Trajan's Column to the illuminated manuscripts of the 

Middle Ages, to the neon lights of Ginza, Tokyo. In "Babylon, artisans pressed cuneiform 

inscriptions into clay bricks or tablets which were used for construction. The bricks gave 

information such as the name of the reigning monarch, the builder, or some other 

dignitary". This was the first known road sign announcing the name of the governor of a 

state or mayor of the city. 

The Egyptians developed communication by hieroglyphics that used picture symbols 

dating as far back as 136 B.C. found on the Rosetta Stone. "The Rosetta stone, found by 

one of Napoleon's engineers was an advertisement for the Egyptian ruler, Ptolemy as the 

"true Son of the Sun, the Father of the Moon, and the Keeper of the Happiness of Men" 

The Egyptians also invented papyrus, paper made from reeds found along the Nile, on 

which they transcribed advertisements more common among their people at the time. 
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During the "Dark Ages", from 500 AD to 1450 AD, monks created elaborate, illustrated 

manuscripts. 

In both its lengthy history and in the relatively recent explosion of visual communication 

in the 20th and 21st centuries, the distinction between advertising, art, graphic design and 

fine art has disappeared. They share many elements, theories, principles, practices, 

languages and sometimes the same benefactor or client. In advertising, the ultimate 

objective is the sale of goods and services. In graphic design, "the essence is to give order 

to information, form to ideas, expression, and feeling to artifacts that document human 

experience. 

Graphic design is applied to everything visual, from road signs to technical applications. 

Colour: 

Schematics, from interoffice memorandums to reference manuals. 

Design can aid in selling a product or idea. It is applied to products and elements of 

company identity such as logos, colors, packaging and text as part of branding (see also 

advertising). Branding has become increasingly more important in the range of services 

offered by graphic designers. Graphic designers often form part of a branding team. 

Graphic design is applied in the entertainment industry in decoration, scenery and visual 

story telling. Other 

examples of design for entertainment purposes include novels, vinyl album covers, comic 

books, DVD covers, opening credits and closing credits in filmmaking, and programs and 

props on stage. This could also include artwork used for T-shirts and other items screen-

printed for sale. 

From scientific journals to news reporting, the presentation of opinion and facts is often 

improved with graphics and thoughtful compositions of visual information - known as 

information design. Newspapers, magazines, blogs, television and film documentaries 

may use 

graphic design. With the advent of the web, information designers with experience in 

interactive tools are increasingly used to illustrate the background to news stories. 

Information design can include data visualization, which involves using programs to 

interpret and form data into a visually compelling presentation, and can be tied in with 

information graphics. 

A graphic design project may involve the stylization and presentation of existing text and 

either preexisting imagery or Skills 

great ideas developed by the graphic designer. Elements can be incorporated in both 

traditional and digital form, which involves the use of visual arts, typography, and page 

layout techniques. Graphic designers organize pages and optionally add graphic elements. 

Graphic designers can commission designers or illustrators to create original pieces. 



Designers use digital tools, often referred to as interactive design, or multimedia design. 

Designers need communication skills to convince an audience and sell their designs. 

The "process school" is concerned with communication; it highlights the channels and 

media through which messages are transmitted and by which senders and receivers 

encode and decode these messages. The semiotic school treats a message as a 

construction of signs which through interaction with receivers, produces meaning; 

communication as an agent. 

Typography 

Typography includes type design, modifying type glyphs and arranging type. Type 

glyphs (characters) are created and 

modified using illustration techniques. Type arrangement is the selection of typefaces, 

point size, tracking (the space between all characters used), kerning (the space between 

two specific characters) and leading (line spacing). 

Typography is performed by typesetters, compositors, typographers, graphic artists, art 

directors, and clerical workers. Until the digital age, typography was a specialized 

occupation. Certain fonts communicate or resemble stereotypical notions. For example, 

1942 Report is a font which types text akin to a typewriter or a vintage report 

 

 

KAMPALA 

Kampala's metropolitan area consists of the city proper and the neighboring Wakiso 

District, Mukono District, Mpigi District, Buikwe District and Luweero District. It has 

(3,263.3 sq. mi) Elevation 1,200 m (3,900 ft.) Population (2019) 

 • Capital city 1,680,600[1] 

 • Metro 6,709,900[1] 

Time zone UTC+3 (EAT) 

a rapidly growing population that is estimated at 6,709,900 people in 2019 by the Uganda 

Bureau of Statistics in an area of 8,451.9 km2 (3,263.3 sq. mi). 

In 2015, this metropolitan area generated an estimated nominal GDP of $13.80221 billion 

(constant US dollars of 2011) according to Xuan tong Wang et al. which was more than 

half of Uganda's GDP for that year, indicating the importance of Kampala to Uganda's 

economy. 

Kampala is reported to be among the fastest-growing cities in Africa, with an 

annual population growth rate of 4.03 percent, by City Mayors. Kampala has been ranked 

the best city to live in East Africa ahead of Nairobi and Kigali by Mercer, a global 

development consulting agency based in New York City. 

Kampala originally referred to only the present-day Old Kampala hill, on whose summit 

Fort Lugard was located, and the initial headquarters of the British colonialists in the 

soon to be Uganda Protectorate. Etymology 
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Before the British construction and occupation of Fort Lugard, the hill was a hunting 

reserve of the Kabaka (King) of Buganda and had several species of antelope, especially 

the impala. 

As a result, when the British colonial agents were allocated this hill by the then Kabaka 

(King) of Buganda, they referred to it as "The Hill of the Impala". The Baganda, in whose 

territory this British settlement was located, then translated "Hill of the Impala" as 

Akasozi ke'Empala. Then shortened to K'empala and finally Kampala. 

With "kasozi" meaning "hill", "ke" meaning "of", and "empala" the plural of "impala". 

And hence the name "Kampala" came to refer to this initial British colonial settlement 

that would later on spread out from this occupied Old Kampala hill near the pre-existing 

Kibuga (capital) of the Buganda Kingdom and its where Makerere University resides. 

 

MAKERERE UNIVERSITY, KAMPALA   

Makerere University is Uganda's largest and third-oldest institution of higher learning, 

first established as technical school in 1922. In the years immediately after Uganda's 

independence, Makerere University was a focal point for the literary activity that was 

central to African nationalist culture. Makerere offers studies in bachelors of industrial 

fine arts and design at the Margret Trowell school of fine art under the college of design, 

engineering, art and technology located on the western wing of the campus. Makerere Art 

Gallery was founded in 1969 as exhibition space for the growing collection of art works 

by faculty and students of the renowned Margaret Trowell School of Industrial and Fine 

Arts. This collection, gathered from the early days of the art school in the 1940s, is today 

the only historic collection of modern Ugandan art. Since Uganda does not have a 

National Gallery of Art or any comparable institution with a mandate to collect art works 

the university collection is filling this gap. The art collection is a unique resource for 

local, national, and international researchers. The Institute of Heritage Conservation and 

Restoration has recently been founded under the roof of the College of Engineering, 

Design, Art and Technology (CEDAT) and is located in the Makerere Art Gallery within 

the campus of Margaret Trowell School of Industrial and Fine Arts (MTSIFA). Its 

mandate is to safeguard Ugandan objects of cultural heritage for posterity and to carry out 

scholarly research. 

Constructed with funds from Gulbenkian Foundation, Makerere Art Gallery is a modern 

spacious building with ample lighting and comfortable exhibition space for art. The 

gallery was able to accomplish an important and unique collection of art works which 

comprises graphics design s, sculptures, wood prints, textiles, jewelry, ceramics, design 

in graphics, and design works. Many of these art works have arisen from the artistic 

involvement with traditional materials and techniques, while others reflect cultural 

heritage such as indigenous traditions, patterns and beliefs. Their contents revolve around 

political and cultural history, changes in society, developing modernity, influences of 

religion and intercultural exchanges. 



The school of fine arts, today named Margaret Trowell School of Industrial and Fine 

Arts, at Makerere University was the first – and for many years the only – institution of 

formal art education in East Africa. Through the first three decades the school was 

characterized by various regional and international influences. Lecturers and students 

came from various Sub-Saharan countries like Kenya, Tanzania, Zambia, Malawi, Sudan, 

and Zimbabwe. The collection is of great significance for Ugandan art but also beyond, 

representing a big part of modern art production in East Africa. 

The art school stayed open through the repressive regimes of Obote and Idi Amin in the 

1970s/1980s but a large number of teaching as well as studying artists went into exile. 

The ones who stayed have expressed what they have lived through in their art works. In 

1985 Jonathan Kingdom, a former Head of the art school, invited Makerere artists to 

display the works in an exhibition entitled “The art that survives: Uganda ’60s-’80’s: The 

Makerere Community of Artists work, from before during and after the Idi Amin 

regime”. Ten years later, the exhibition “Seven Stories of African Art” held in 1995 at the 

Whitechapel Gallery in London featured several Makerere alumni. Currently, a growing 

interest in the history of art in Uganda and scholarly activities can be stated as proven by 

the number of dissertations in this field. Among these are the doctoral theses of the 

American art historian Sunanda Sanyal (2000), and George Kyeyune (2003), Kasule 

Kizito Maria (2003), Angelo Kakande (2008), and Amanda Tumusiime (2010) from 

Uganda. All these scholars refer to the gallery collection as an important resource. 
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1.2 PROBLEM STATEMENT. 

Graphics design is a universal tool to communicate. The purpose of this study was to 

investigate graphics design’s study, nurture and discuss the need to advocate for change in its 

mode of operation in regards to its study and practice at the school of art as a viable artistic 

medium. Throughout this research, I intended to explore how graphics design powerfully 

communicates artistically that which words cannot convey. This study derives its enthusiasm 

from artists who have communicated recurring themes of quality nurture. Although many around 

the world use the tool, there ought to be more emphasized views on how it should be taught since 

it’s the future of modern art. 

                  Graphics design studies at the school of fine art are however hindered or limited by 

some factors, issues that affect the full-pack study and practice by the students. This has caused 

most of the graduates from the school of fine art to further more study another separate course in 

or about graphics design and application, ignoring the fact that graphics design is the future of 

the world developments of modern art and does require more practice as denied to by the 

students at the school fine art. If this issue is not addressed, we shall have an entire post graduate 

team of graphic designers that cannot stand firmly and believe that they have all they need to 

meet the job demands and compete favorably with other well equipped people in the job market 

hence not readying students for the hard “live-as-you-work world”.  

1.3 OBJECTIVES; 

1.3.1 MAIN OBJECTIVE: 

 To find out the challenges graphics design students face as they study it at Margret 

Trowell school of fine art in Makerere University. 



1.3.2 SPECIFIC OBJECTIVE. 

 To find out the causes of these challenges faced by the graphics students. 

 To identify possible solutions to these challenges faced by graphics design students and 

how to ensure a complete and efficient study for both the lecturers and the students. 

1.4 RESEARCH QUESTION 

1. What are the challenges graphics design students face as they study it at Margret Trowell 

school of fine art in Makerere university, Kampala? 

2. What are the [possible causes of these challenges faced by the graphics design students? 

3. What are the possible solutions to these challenges faced by the graphics design students at 

Margret Trowell school of fine art in Makerere university, Kampala? 

 

 

1.5 SIGNIFICANCE OF THE STUDY. 

1. The study is going to help acquire information and deduce conclusions about the fact that 

graphics design is not given much time as in regards to the teaching and the practice as 

required. 

2. This study will equip people with knowledge concerning on the materials and equipment 

needed to study and learn perfect and utmost graphics design as a modern art. 

3. This study will enhance people’s ability to interpret graphics design works since it’s the 

leading mode of communicating art. 

4. This information will be valuable in helping students discover how to successfully utilize 

a tool that enables their own seeing and communicating. 
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1.6 SCOPE OF STUDY. 

1.6.1 GEOGRAPHICAL SCOPE 

This study encompassed the study and practice graphics design, undertaken in and around 

Makerere University; Margaret trowel school of industrial and fine arts, Kampala(Uganda). 

1.6.2 CONTENT SCOPE 

This study focused on the effective study and nurture of graphics design by students at 

the school of art. 

1.6.3 SAMPLE STUDY SCOPE 

Sample selection included: graphics design students, lecturers in charge of design and randomly 

selected respondents around Makerere university. 

1.6.4 TIME SCOPE 

I did the compilation of the data of this study within one month. An estimation I came up 

with, considering the time discussions, observations, and analysis would take. 

 

CHAPTER TWO 

2.1 LITERATURE REVIEW 

According to PENINA ACAYO’ s thesis paper on design education in Uganda, she argued that at 

a particular point in her research phase, it was necessary to examine how the current design 

education curriculum prepares young individuals to enter the professional industry. The 

department of Visual Communication Design and Multimedia at Makerere University is one of 

three departments in The Margaret Trowell School of Industrial and Fine Arts (MTSIFA), under 

the College of Engineering, Design, Art and Technology (CEDAT) (Nakazibwe, 2011). The 

department offers undergraduate degree programs in Visual Communication Design and 

Multimedia (Kwesiga, 2011).   

           Prospective students for the bachelor’s degree in visual communication design must meet 

one of the following two requirements to be considered for admission in the school’s 

undergraduate program; have an advanced secondary level certificate or diploma from a 

respectable institution. Students who graduate from this program are expected to create their own 

employment through freelance work, or get jobs with advertising companies, printing firms, 

galleries or schools as art teachers (Kwesiga, 2011). This goes to show that even though students 



go on to get a design degree at the university level, they are still faced with the burden of 

creating their own employment with minimal skills. 

             Miss ACAYO furthermore did a research on the designer board Uganda found out that, in 

2001, Designers Without Borders was founded in response to the high number of unemployed 

struggling graduates. “It exists as a voluntary consortium of designers and design educators who 

are dedicated to helping under-resourced institutions of the developing world meet their 

communication design needs” (Stairs, 2010). Designers Without Borders has played a significant 

role in Uganda’s drive to boost design education. While in Uganda, they helped develop the first 

ever government approved graphic design certificate program, taught classes in graphic design 

and designed and online summer program for Makerere University (Stairs, 2010). Despite all the 

efforts by Designers Without Borders, there are still many unresolved institutional barriers that 

hindered the proposed new curriculum from taking effect.   

              According to VINCENT MUGUME’S general analysis of design curriculum 2013, 

Mugume stated that Students take classes that offer both theoretical and practical knowledge in 

various areas of study including animation, graphic design, sound production, 3D modeling, web 

site design, game design and interactive media design, social design, professional practice and 

management among others. Programs offered require access to essential technology devices 

needed to implement these studies that the University currently lacks. “Core courses required for 

the Bachelor in Visual Communication Design include; Drawing, Art History, Design 

Computing, Entrepreneurship &Business Practice, Research, Design in graphics, Media Design, 

Graphic Illustration, Field Attachment, Exhibition and Design in graphics Design, and Printing 

Production” (Kwesiga, 2011).  

                 The caliber of classes taught at this level involves mastering of mostly new and foreign 

material that students without a prior knowledge in design would have difficulty in 

understanding on top of design using computers (adobe creative suite design software) for the first 

time. This partly why graduates from this field have trouble getting jobs or creating jobs for 

themselves because of their limited mastery of the essential skills needed at this level.  There is a 

need to provide students with the basic foundations of design before they go to attain a more in-

depth 3year rigorous education in visual communication design at the university level. Students 

who go on to receive a degree in visual communication design will have a smoother transition to 

the courses taught because of their familiarity with the fundamental principles of design. 

               I believe that the brain needs curiosity to probe the world around it: Miss ACAYO 

believes that since Uganda is a cultural country, designers should have a hand in upholding their 

culture and try initiate the coordinate the western ways of doing art together with their cultural 

way of design. She said that in promoting the enrichment of a society, it is important to 

understand the culture of the people and its essence on society in order to have sustainable 

results. The local and endemic cultures of the society should be considered when implementing a 

project. “Culture can be described as an iceberg; only a small portion of the iceberg is above sea 
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level and visible, the main part is under water and difficult or impossible to see” (Toiviainen, 

2011).  Culture is an integral part of art and design education in Uganda. “Culture, art and design 

are interwoven when depicting a culture of togetherness” (Kwesiga, 2009). African culture puts 

much emphasis on the aspects of the community, togetherness and colonial history, all of which 

are reflected in the majority of Ugandan design work (Kwesiga, 2011). Taking inspiration from 

the natural surrounding and indigenous crafts in schools contributes significantly to diversified 

teaching which encourages the growth of an identity for design that is befitting of Uganda 

culture (Gombe, 2009).   

                 In order to help build an identity for Ugandan design work, it’s imperative that the 

foundational knowledge passed on to students engaged in the new design curriculum encourages 

the use of local materials and design within the context of their culture. Since the current 

secondary education incorporates a portion of design in their curricula, lessons in drawing, 

graphics design and imaginative composition will be incorporated and taught concurrently with 

design classes to provide a smooth transition to the new design projects. 

 

 

 

 

 

 

 

 

 



CHAPTER THREE 

3.0 METHODOLOGY 

3.1 INTRODUCTION 

This chapter presents a description of the methodology used in the execution of the study. 

It comprises of research design, sampling procedure, instruments used, procedure and data 

analysis. 

3.2 STUDY DESIGN 

The study design was an explorative one. Descriptive study design is concerned with the 

collecting of information by involving discussions with graphics design students mainly to 

collect information from people’s views. There was use of both qualitative and quantitative data 

collection methods like discussions and observation as well as documentary analysis. 

3.3 THE AREA OF STUDY 

The area of study was mainly Makerere University; Margaret Trowell school of industrial 

and fine arts. 

3.4 TARGET POPULATION 

The target population included different students (male and female) respondents from the 

design in graphics class Margaret school of industrial and fine art Makerere University, 

irrespective of year of study, course or any other background, to get their different views about 

design-like communicative power 

3.5 DATA SOURCES 

I used both primary and secondary data sources. Primary data included responses from 

field survey while secondary data include review of literature from related books, journals and 

articles. 
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3.6 RESEARCH INSTRUMENTS 

The instruments for data collection in this study included mainly, discussions, 

observations, check lists as well as literature review schedule; which involved reviewing and 

assessing existing research. 

3.7 OBSERVATION 

I took a closer look on the situation in the study area; attention taken to the study and 

nurture of graphics design unit. 

3.8 RECORDING 

I took some notes at certain points in the proceedings from discussions and observations 

made in the study area, for review at later stages. 

3.9 METHODS OF DATA ANALYSIS AND PRESENTATION 

I analyzed data using Microsoft excel, while data presentations were made using bar 

graphs and frequency distribution tables. 

Summary 

In this thesis project, I advocated for the need to review the stages and steps to take as 

graphics design is studied and nurtured at the school of art since it’s a leader in the worlds 

modern art. 

I investigated the works of various graphics design artists and their impact in the current 

era of digital art. I included historical and contemporary graphics design concepts and tools 

ranging from ones-and-twos processes to digital era of designer softwares that have altered the 

way people use and understand graphics design. As graphic designs are a readily available 

medium used all over the world, utilized by all kinds of people, for a multitude of purposes, it is 

important to study and nurture developing talented artists in this wide entity and various 

opportunities. 

Because there are so many ways that people are utilizing design processes today, this 

study, in any appropriate manner, wouldn’t possibly address the breadth of possibilities. I 

highlighted and focused on a few historical artists, a few contemporary artists. The selection of 



artists and great ideas were based on relevance, not personal favorites. This thesis project 

demonstrated how people are using graphic design processes to enhance public awareness of 

pressing issues.  

My initial intention was not to other art mediums or to state that one is better than 

another. I also did not intend to devaluate the written word or other communicative tools; but I 

believe that a vast majority of human interaction and knowledge dissemination occurs through 

design-like great ideas, therefore it warrants elevation and analysis.  
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4.0 CHAPTER FOUR 

4.1 RESULTS 

4.1.1 INTRODUCTION 

This chapter presents the data, gives the interpretation and analysis of the major findings of the 

field survey and analysis based on research objectives and majorly on the problem statements 

related to research questions. The information is discussed below respectively according to their 

objectives. 

4.1.2 DATA FROM THE QUESTIONNAIRES 

I distributed 50 copies of my questionnaire to students and one graphics design lecturer. Only 25 

people complied and responded, that is, students as well as the lecturer. The series of the 

information from their response is presented in tables down below according to research 

objectives and the key questions. 

Objective 1. I found out the challenges graphics design students face as they study it at Margret 

Trowell school of fine art in Makerere university. 

After my copies were returned, these are the challenges being faced by the graphics design 

students; 

 Limited practice time due to work load from other course units, (for example ceramics 

students who also do design often get busy the whole time with their ceramics work and 

pay little attention to extra study to design) 

 Limited lecture time for such a wide and vast unit of art. This is where students have little 

time with lecturer guide and most of the work is research work.  

 Failure to expound and use the design softwares effectively; softwares like adobe 

illustrator. 

 

Objective 2. I found out the causes of the challenges faced by the graphics students. 

After passing through my copies I found out that these are the causes of some of these challenges 

faced by the students; 

 Limited modern design equipment like drawing tablets and advanced softwares. 

 Slow internet that hinders the whole study process 

 The false ideology that graphics design is actually and easy and manageable course unit 

and hence requires less time. 



A presentation of results according to the research questions involved with this objective. On a 

scale this table shows the rates to which problems affect them the most; 

 

 

 

 

 

 

 

 

 

 

According to the above results, most of the problems are caused by student personal problems 

and hence solutions are to be administered directly to them  

 

Objective 3. I identified possible solutions to those challenges faced by graphics design students 

and how to ensure a complete and efficient study for both the lecturers and the students. 

After my consultation with the head of department design in Makerere university and a few 

professional graphics for example Mr. Mugume Denson who is an old student of makerere design 

school currently now working at Nasser with his own company DENBRAND©, they managed 

to advise on how the above problems could be addressed and solved;  

 Holding seminars, orientation guides and talk shows where professional graphics 

designers around Kampala and all round the world come and try and change minds 

sets of the young artists towards this particular unit of art. 

 Encouraging the design lecturers to create a different perception in the students and 

make them believe that this is the future of modern art and therefore should be given 

as much more attention as ever. 

PROBLEM FACED RATE IN (% ) of all the graphics design 

students. 

Limited modern design equipment 

like drawing tablets and advanced 

softwares. 

35% 

Slow internet that hinders the whole 

study process 
25% 

The false ideology that graphics 

design is actually and easy and 

manageable course  

Unit and hence requires less time. 

40% 

TOTAL 100% 
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5.0 CHAPTER 5 

5.1 REFLECTIONS AND IMPLICATIONS 

5.1.1 REFLECTIONS  
 

My review of the history of design in graphics, makerere university and Kampala-Uganda at 

large has enriched my learning as a design student. The information I have studied has greatly 

enhanced my overall understanding of communicating visually. This in depth look at graphics 

design has changed my ability to align my knowledge, beliefs, intents, and desires to others’ 

beliefs and knowledge about design in graphics. Studying the significance of design as a whole 

and its theory has made me an even stronger advocate for this art form since it’s the future of 

modern art. 

From this extensive research about design in graphics, I broadened my knowledge about the 

unique characteristics design in graphics offers the world. I learned that design in graphics is 

distinctive in: its instantaneity, its ability to rapidly disseminate, its capability to depict realism, 

its universality, and its prevalent practice. I thoroughly enjoyed focusing on major conceptual 

issues in design in graphics and seeing how the techniques of design in graphics are rapidly 

evolving. It is important for teachers to stay abreast of the divergent theories and current 

practices associated with design in graphics. There are many current tools and technological 

resources available today that students might engage with as they strive towards vocalizing their 

ideas to local or global communities.  

As I studied the ongoing debate about the validity of design in graphics my desire to advocate for 

design in graphics grew stronger. Design in graphics is a radical tool that can empower people to 

make change. A tool needs to be used properly in order to serve a significant purpose. Design 

softwares are a tool that helps people communicate visually what they find noteworthy in their 

life. Students and adults need to be taught how to use this tool and how to create dynamic 

compositions in order to produce their most engaging, profound, and moving works.  

As stated before, the brain needs curiosity to probe the world around it. We have all been given 

the gift of curiosity and an allotment of creative talent. The imagination needs a platform to 

explore, express, and recall. Scharfstein (2009) expressed that the results of very successful art 

making culminates in the makers feeling of astonishment and gratitude. When people have a 

creative platform to successfully communicate that which words cannot express, they enhance 

their state of being too. The returns of a quality nurture design in graphics curriculum are a win-

win situation. The designer benefits from contemplating and processing their thoughts and 

beliefs, the community profits from powerful, thought provoking, and action spawning works.  

Design in graphics has mesmerized worldwide masses, young and old alike. Its allure often rests 

in its immediacy and its ability to depict realism. Since the design softwares can be used 

anywhere and anytime it is an advantageous, fun, and portable tool.  



With the explosion of mobile phone design softwares in the past decade, this tool is becoming 

more accessible to a wider range of people; people who previously might not have engaged in 

design in graphics because they lacked the tool now have the potential to create great ideas. 

Now, not only does the capability lie with professional designers, previously the only people 

with fancy equipment; but, people of all ages and artistic experience can practice the art.  

As an art student, I feel that my research about why people need to be taught design in graphics 

extensively has deepened my dedication to my career. It has provided further validation for what 

art teachers do in their classroom. This study has also brought attention to the capabilities of 

students in terms of seeing society and acting as beacons of light to their communities. There is 

potential for many organizations and schools to effectively teach awareness through design in 

graphics, as seen in the exemplary work of Critical Exposure. 

Teachers can and should teach students how to promote quality at its best. Teachers can model 

the idea of empathy, grace, justice, and peace to their students. Educators can encourage students 

to create a better society, as they become a prototype of care through their own personal actions 

and beliefs about quality nurture. If teachers take time in class to focus their curriculum units on 

efficiently administering the best of their knowledge, then the students will conceivably see the 

importance and significance of active advocacy. Art teachers can further affect their students’ 

outlook in the world by helping them understand that they themselves can make a difference in 

someone else’s life, just as exemplary artists have done. By allowing students to learn about 

other artists whose works thematically feature quality nurture then students may have a better 

cognitive understanding of their own potential. We learn best by example; a teacher can be a 

good pioneer and effective leader for social activism. The scope of my advocacy document has 

focused on a wide gamut of quality nurture issues. The great ideas presented herein portray 

issues covering braille equality, starvation, child soldiers, poor housing situations, and more. 

This document was intended to show that there are many things people can advocate for 

regarding the betterment of civilization and the environment. Teachers can give students the 

opportunity to perceive, observe, ponder, and discover significance in their life and within the 

lives of others by allowing them to share their perspective of life through great ideas.  

 

5.1.2 IMPLICATIONS  
 

This research was designed to address the need to increase work effort in the study and nurture 

of design in graphics as the future of modern art. While I have tried to provide a wide scope, 

there is further research that needs to be done on these exemplary artists. Potential projects could 

include creating a detailed design-like curriculum for high school, or advanced college level 

design in graphics class. I would recommend further research in the newer design-like processes 

such as: camera phones, Instagram, social media sites, and digital manipulation. As indicated in 

my literature review, technologies are rapidly changing. They are also rapidly changing how we 

understand and perceive the world, even how we interact in the world. With the nature of design 

in graphics continually changing I must ask: how do changes in the tools and methodology of 
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design in graphics lead to further broad, social change? Additional research beyond the scope of 

this study should focus on: what is the relationship of design in graphics’ invention and 

technological advances to social and educational change? 

If a teacher implemented a curriculum focused on quality nurture, it would be best to allow 

students to choose their advocacy theme as they shoot their great ideas and create their story. Or, 

teachers could have the class decide on one theme and have students work within that theme to 

guide them as they enter into the concept of helping others. I suggest future research ought to 

focus on topics of quality nurture that interest students the most. I recommend an implementation 

of curriculum into a school’s design in graphics program that interacts and collaborates with a 

local organization; the more hands on the students can get, the better the project will go.  

Students could contact a preferred local organization and build a partnership with them. 

Regardless of where students live and what is going on in their local communities, students can 

still explore design in graphics for quality nurture using metaphorical representations or staging 

design in graphics to make it an artistic quality nurture expression. Then, one could specifically 

assess the engagement level of students and follow the changes that hopefully occur from the 

implementation of a quality nurture project or curriculum. Research could include: the change 

within students’ engagement in design in graphics class, students’ engagement in society, 

students’ passion to use the arts to express themselves, the positive results within the community 

that follow the project, and the viewer’s responses to the great ideas. Because of the limited 

scope of this research I could not focus on the results of such an endeavor. But, I will continue to 

research and develop my design in graphics curriculum to enhance student’s and other people’s 

ability to communicate. 



 

A standard design in graphics studio university of finland (figure A) 

  

Studio university of cape town. 
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QUESTIONNAIRE: 

I used this set of questions to gather my information about anything or everything there was to discover 

or experience with graphics designer lecturers, students and studios. 

 

THE AID OF DESIGN IN GRAPHICS IN COMMUNICATION 

I am called Arinaitwe Simon, a student at Margaret school of industrial fine art, Makerere, 

pursuing a Bachelors degree of industrial and fine art, aged 21. I’m a designer in graphics, 

student and advocate. It’ll be of great honor for me to get positive contributions from you for the 

following questions 

 

The answers you will give for the questions below will be used to improve the advocacy for 

more use of design in graphics as a human communication medium and as the future of 

modern art. 

(Please check only one box) 

1. Gender: 

 Male    Female 

2. Occupation 

 Employed    Unemployed    other (specify) 

3. How often is your point of view about certain issues concerning the study and nurture of 

graphics design addressed? 

 Rarely 

 Sometimes 

 Always 

4. In instances where you have made your pleas about the conduct and lecture of graphics 

design, when have they been addressed instantly? 

 Almost Instantly. 

 Delayed a bit 

 Not at All 

5. Have you used design in graphics softwares like adobe illustrator to complete your course 

works in the past semester? 

 Yes 

 No 

If yes/No, why…………………………………………………………………………. 

6. What can you blame the limited practice, study and nurture of graphics design in art on? 

 Personal laziness. 

 Negligent lecturers 

 Slow internet 

 Lack of design equipment. 



CONCLUSION, SUMMARY AND RECOMMENDATION 
 

6.0 Introduction  

The information hence forth presented are conclusions and summary of the findings after a 

discussion of results gathered from respondents that answered to questions that were typed and 

presented to them.  

6.1 Conclusions, summary and findings.  

All the 12 respondents interviewed were Certificate holders. This is so because they were 

University students who had only acquired a Uganda Advanced Certificate Examination 

Certificate other than a Degree they are not yet done with per using. 

The number of computers at the School of Industrial Fine Art looked in adequate to 

accommodate all the graphics design students. This relates to the statistics of the number of 

students that were sure the available is less for a 140 student’s graphics design class was between 

40-60. Although some of the computers were seen to be damaged, broken and in a bad state. This 

could be due to mismanagement and poor storage. Most of the interviewed students (23) claimed 

through the responsive that there are 2 graphics design studios.1 for graphics design and the 

other for other work including graphics design. Besides the structures designated as graphics 

design studios, some of the students added that they use the outside environment for studio 

practice and graphics design . Based on a further interaction with the students, a respondent 

made it clear to me that they usually design from outside to reduce on the congestion inside of 

many designers with their computers and tablets graphics design. 

Most students are not familiar with the use of adobe illustrator and adobe Photoshop in fact 

generally the whole adobe suite, with time, and with the limited exposure they eventually get at 

the end of their three years, most “graphics designers” are forced or rater find it as the only 

option but to back for an extra degree or certificate or small course about designing software 

The constant assumption by lecturers that the students are familiar with these design softwares as 

also reduced the morale of many of them. 

It was also found out that, even with the little exposure with these softwares, the experience is 

minimal since out of 4 course works only one may only require the use of softwares. 

Most students don’t actually have these design softwares and others actually some don’t even 

have laptops or computers a graphics designer. This not only limits their exposure but also their 

hands on experience to the world and formulas of design in general. 

The space is not enough for all graphic designing students if they all decided to come with 

laptops or even tablets …the working space cannot accommodate or rather host 140 students of 

design at once, this hence becomes a challenge to the students because they cannot have their 

practice at the same time. 
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Most of the course works are entirely practical and less digital which is not bad only that the 

world is moving into digital designing and most if not all jobs now want a designer based on 

their creativity and their knowledge and experience with the designing softwares. This directly 

affects the students in a long run. 

Below are students’ responses regarding course work and exam marks in graphics design.  

12 of the respondents responded positively that their level of interest in graphics design and that 

of their colleagues is Average.  

9 respondents confirmed that a poor mark design can influence their interest towards graphics 

design and 3 respondents on the other hand confirmed that a poor marking graphics design 

cannot influence their interest in graphics design.  

1 respondent of graphics design confirmed that he does graphics design studio practice regularly 

even when not given course work in the course unit.  

6 of the remaining 12 respondents on the other hand perform studio practice a day before the 

lecture. 

 Others: 

 4 of the respondents does not carry out studio practice. 

 2 of the respondent’s only carry out studio practice depending on the timetable 1of the 

respondents use the studio for other activities other than graphics design. 

The following are the circumstances obtained when I questioned the graphics design students, 

about when they go for consultation from the Graphics design lecture: -If there is a confusion 

about a lecturer’s expectations. For example, the lecturers need for then Ext graphics design. –

When the student was given low marks. This is usually after the two- week assessment that 

students said was marked out of 40. –After performing poorly in graphics design. The students 

explained that sometimes consulting the lecturer about a poor grade in graphics design could 

result into a discovery in individual mistake sand paving way for better marks in the next 

assessment. – 

Incase the graphics design student wants to know how to use more than one graphics design 

technique in graphics design. The graphics design techniques that were taught and encouraged by 

graphics design lecturers to the students include; 2d shapes, 3d figures animations and 

Impressionism. From these, the students were given choice to choose one among them. Below 

are pictures for each of the styles. –For help on how to generate workable graphics design topics 

and themes. Students explained that they were given a brief on the importance of proper theme 

and topic choice to the quality of their graphics design. They were therefore required to select 

themes and topics for their Second Year, Semester 1graphics designs. However, those that did 

not understand are given freedom to go for further consultation. 



To ask for better alternatives for better vectors software design other than using the specific 

software design materials such as Photoshop and adobe illustrator software and substituting it 

adobe In design software. –Incase of poor marks and the need for an improvement. Sometimes 

the  

students are given the chance to redo course works by the lecturers in order to boost on the 

course work marks. –If the design students get confused about their design concepts. –If the 

lecture requests the design student to go and see him (Mr. Nsereko in this case.) –If not in proper 

understanding of the student’s design topic and the need for better clarification. -Some do 

consult the design lecturers after making a few sketches to know how to arrange the images in 

order to get a good design formed with Colour, clarity and emphasis. The following are the 

suggestion put forward by the respondents, which look forward to an improvement in design 

performances;  

 Giving students time to produce good designs. 

 Giving students enough time to design one design for at least 2 weeks to get nice designs, 

hence better marks. 

 Regular attendance by the students. 

 Constant studio practice even when not executing graphics design course works.  

 Proper use of time when it comes to course works.  

 Organizing of graphics design exhibitions inside the lecture rooms.  

 Suggestion of lecturers helping students in what is necessary by acting to the work other 

than just saying a word.  

 Working under supervision of the lecturer. 

 Providing of students with the available materials for graphics design.  

 Encouraging students to get interest in what they do as their course unit.  

 Giving live examples of successful designers sat MTSIFA. 

 To allow for more time to the expected number of graphics designs before the time for 

assessment. 

 Maintaining the use of smaller size frames for those that prefer small paintings.  

 Giving more time to course work submission.  

 Giving students the freedom to practice graphics design on different media other than 

canvas.  

 Encouraging personal approach towards graphics design that is, lecturers should 

appreciate all personal approaches.  

 Allocation of more time and reasonable deadlines.  
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 Clear and vivid expectation of the lecturers. 

 Provision of materials for graphics design.  

 More guidance to the graphics design students before administering course work.  

 Allowing students to get exposed to each and every type or kind of graphics design 

technique so that they can know their best.   

 Improving on research for example posting of graphics designs on social media to get 

comments.  

 Engaging in different practices that concern graphics design for example doing graphics 

designs during free time and attending graphics design exhibitions.  

 Graphics design course work should be assessed after 3 weeks, and in those 3 weeks 2 

graphics designs to be submitted in order for students to give their graphics designs 

enough time.  

 

 

 

 

   The current designing studio at makerere university. 
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