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Abstract

Background and Aim: The twenty-first Century is the digital era, with the rapid development of
science and technology. Schools and all levels of educational institutes, as places that educate
theoretical knowledge to students and develop their practical ability revising the plan and
supplementing the teaching materials include developing teaching and learning strategies to promote
student abilities and 21st-century skills. The current situation in many art and design institutes are
quality of learning and teaching especially strategies to improve the design ability of students
according to the trend of graphic design at the global level. Graphic design ability is one of the major
abilities of a student who studies in the field of fine and applied art previous educators researched
and reported that Learning Management Using Project-Based Learning (PBL) combines curriculum
with practice to improve students' initiative, stimulate students' flexible use of knowledge to solve
practical problems, and can support the student to develop ability skill and competency. This research
aim is composed of 1) to study students' Graphic Design Ability after Learning Management Using
project-based learning (PBL) and 2) To assess Students' Satisfaction with Learning Management
Using project-based learning (PBL).

Materials and Methods: Instruments were (1) an Instrument for the experiment a Lesson plan: 5
lesson plans each lesson plan for 3 hours, 15 hours in total, (2) an Instrument for collecting data
composed of: 1) Graphic design ability evaluation form 2) Student satisfaction questionnaire.
Methods were (1) The samples were Learned toward learning management using project-based
learning. (2) After the samples learned about learning management using project-based learning. The
samples were evaluated for Graphic Design Ability by evaluation and student satisfaction through a
satisfaction questionnaire.

Results: Found that: (1) After learning management using project-based learning, students’ Graphic
Design Ability was which was statistically higher than the determined criterion set 70%. (2) After
learning management using project-based learning students’ satisfaction with Learning Management
Using project-based learning was high level.

Conclusion: After learning management using project-based learning, students’ Graphic Design
Ability of student statistically higher than the determined criterion set of 70%. and students’
satisfaction with learning management using project-based learning was high level.

Keywords: Learning Management Using Project- Based Learning; Graphic Design Ability; Student
Satisfaction

Introduction

In December 2016, General Secretary Xi Jinping pointed out at the national conference on
ideological and political work in colleges and universities that "what kind of people colleges and
universities cultivate, how to cultivate people, and for whom to cultivate people"” is a "fundamental
question”. The digital era is a magical era, which subverts the reality of many things in the tradition of
the characteristics of the visual language of graphic design this era has likewise undergone a radical change.
The progress of society in the digital age is not a static demand for design talents, With the rapid development
of the economy, with the times, the application field of art and design professionals in all directions are
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constantly updated. For example, with the development of mobile phones, computers, and the Internet, the
emergence of new forms of design applications such as H5 micro-scenes and mobile phone Ul interactions
means that art design has a new field of application (Wang 2017).

1. The graphic design teaching content is old, monotonous, and disconnected from practice. In
the teaching process, teachers only set teaching objectives from textbooks, lack targeted career
orientation, are disconnected from life and social development, slow content update, can not reflect the
development of society promptly, students are not clear what the graphic design course is, even if
learned cannot solve the actual work and life problems (Zhao,2016).

2. Teachers use the same teaching content for all students, lack of relevance. Textbook-based,
lack of explanation and analysis of actual work projects, ignoring the fact that the graphic design course
is a course that integrates content, ability, and computer ability, and focuses on practice as well as
innovation. Simple textbook content is not enough to complete a more comprehensive task, and cannot
reflect the students' personality, which is not conducive to student innovation (Wang, Z.Y. 2016).

3. The choice of traditional graphic design teaching methods is passive and blind. In the graphic
design course teaching, teachers use traditional graphic design teaching methods, still mainly language
lectures, Teachers are in a dominant position, and students are in a passive acceptance, resulting in low
interest in learning, poor innovation, and only breakthroughs to promote students' understanding of
knowledge and mastery of ability. (2014 https://www.xzbu.com/1/view-11279748.htm)

The old-fashioned stereotypical lectures can no longer meet the current development of
information and the requirements of enterprises. The development of society requires us to use new
educational methods to meet the requirements of students, schools, and enterprises.

The old-fashioned stereotypical lectures can no longer meet the current development of
information and the requirements of enterprises. The development of society requires us to use new
educational methods to meet the requirements of students, schools, and enterprises.

Research Objectives
1. To compare the Graphic Design Ability of sophomore students after learning toward learning
management using project-based learning with the criterion set 70%.

2.To assess Students' Satisfaction with learning management using project-based learning (PBL).

Literature Review

In this research review literature, the researcher studied the main aspects of observing students'
self- learning skills, students' ability to express themselves, and teamwork through Learning
Management Using project-based learning (PBL)

Dependent Variable 1: Graphic Design Ability

Definition: Graphic design is the integrated use of graphics, color, and text, which is an
important form of visual expression, creating a unique form of space, while expressing the theme,
bringing a different visual impact and charm. Among them, the text must exist in the design, it can
visually express the main idea of the design, and the use of graphics and color can bring the maximum
degree of visual impact to consumers. (Yuan 2017)

Principle: Graphic design can realize the creativity of the design theme, which has the effect
of attracting attention, spreading information, and persuading the object, quickly attracting the senses.
Itis closely related to the physiological and psychological reactions of the public. It consists of 3 parts:1)
graphics, 2) color, and 3) text, Through the combination can vividly express the theme and creativity.

1. The use of color is a complex discipline, an important part of graphic design, and the most
basic visual language requirement. In terms of impact and liveliness, it has the incomparable advantage
of all other visual factors. Color can influence human emotions and produce a strong visual impact.

2. The use of graphic elements, composed of A) Regular and irregular graphic elements. B)
Symbolic graphic elements. C) Variant graphic elements.

3. The use of textual elements. composed of A) Readability of the text.

B) Position of the text. C) Text font, and size.
Dependent Variable 2: Student satisfaction

Definition:  Satisfaction theory was developed by Richard N. Cardozo in 1965, who
suggested that there would be some influence of satisfaction in behavior and choice. Satisfaction is an
indicator of satisfaction with the quality of service through specific statistics. (Chao, 2007) In higher
education, the school provides educational services to the students, and the students are the recipients
of the educational services provided by the school Principle: A subjective affective response to the
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perceived actual quality of a course compared to one's desired quality of learning, which is a measure
of the extent to which the learner achieves the desired goal and enjoys the learning process(Dai, 2017)
Independent Variable 1: Learning Management Using project-based learning (PBL).

Definition: Learning Management Using project- based learning is a student- centered
pedagogy that involves a dynamic classroom approach in which students are believed to gain deeper
knowledge through active exploration of real-world challenges and problems. (Edutopia, 2016), pbl
contrasts with paper-based, rote, or teacher-directed instruction that presents facts or charts a smooth
path to knowledge by asking questions, problems, or scenarios.( Vogler, et al. 2018).

Principle: Learning Management Using project-based learning is a new pedagogy that is
fundamentally different from the traditional teaching- learning approach, as reflected in the conceptual
definition of Learning Management Using project-based learning. However, compared with other new
teaching methods, Learning Management Using project- based learning has also developed and
innovated the concept of teaching and learning to a certain extent. To further understand Learning
Management Using project- based learning, it is necessary to dig deeper into the basic concept of
project-based teaching.

Component/Feature/Step of teaching:

1. Determine the theme of the project

This stage is the beginning of the implementation of Learning Management Using project-
based learning. Teachers introduce the project so that students can understand the significance and
scope of operation of the project. The selection of the project has four points: 1) students' interest in
learning. 2) Project and market fit. 3) The project has a certain degree of difficulty so that students can
better use knowledge to solve problems. 4) The selection of projects should cover a wide range of areas,
and the knowledge points used should be related to each other.

2. Develop a project plan

Under the guidance and help of teachers, students will form different creative themes for
teaching projects, and the best project theme will be determined after discussion by each project group.
The project plan formulated by each project team under the guidance of the teacher is the action program
for the implementation of the project in the whole teaching activities, which mainly includes the project
theme, work tasks, team members and division of labor, time arrangement, working methods, working
procedures, etc.

3. Implementation of the project plan

Members of each project team define their work tasks and responsibilities according to the
project plan and carry out a series of practical activities such as market or customer demand survey,
data collection, data sorting and analysis, production, and product display within the specified time
range. They are also supervised and guided by the project leader, teachers, technicians, experts, and
scholars to promote the implementation and modification of the project plan. Teachers guide students
to actively participate in group discussions, encourage innovation, understanding, inspection,
supervision, and guidance of students to operate the process, grasp the process, and give full play to the
role of facilitator and mentor.

4. Evaluation and Reflection

After the completion of the project, each team member will first make a self-evaluation of
their work, and then the teacher will evaluate each team from the aspects of time control, technical
operation, product quality, division of labor, and learning atmosphere, and guide the students to discuss
and think about the successes and shortcomings in the work process, and summarize the difficulties.
The teacher can show different solutions to the students. So that students can have a more
comprehensive understanding of the key points of the project, and when they encounter similar
problems in the future, they can use what they have learned to solve them more quickly. Based on the
above theory, learning management using project-based learning has the following characteristics.

Research conceptual framework

The concept of this research is composed of 3 variables one independent variable is learning
management using project-based learning and the dependent variable is graphic design ability and
students' satisfaction with Learning Management Using project-based learning.
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Independent variable Dependent variable

1.Graphic Design Ability

Learning Management Using project- 2.Students' Satisfaction on Learning
based learning Management Using project-based
learning

Figurel Independent variable and dependent variable

Methodology

1. The population of this study is Suzhou Institute of Art and Design (6 classes, 25 per class)
Sophomore Students 2023 students of the Faculty of Environmental Arts; The sample of this study was
25 (1 class) students derived from cluster random sampling method.

2. Research instruments were composed of 2 instruments composed of 1) Graphic design ability
evaluation form. 2) Student satisfaction questionnaire on learning management using Learning
Management Using project- based learning Construction and examining/ assessing the quality of
research instruments. The research instruments were evaluated by five experts, including two
curriculum area experts, two content-specific teaching experts, and one measurement and evaluation
expert. After the experts evaluated the research instruments, the researcher implemented the
instructional strategy (Learning Management Using project-based learning) and followed the lesson
plans. After the implementation, the researcher employed 1) a Graphic Design Ability evaluation form
(Rubric score) and 2) a Questionnaire for students’ satisfaction with learning management using
project- based learning. Construction and examining/assessing the quality of research instruments
including the achievement test, the evaluation form, and the students’ satisfaction questionnaire for
collecting data to assess the learning outcomes.

3. Data collection, the procedure for data collection was as follows; (1) The sample was taught
Learning Management Using Project-Based Learning. (2) After the instruction, the sample was
evaluated using Graphic Design Ability evaluation and Student satisfaction with learning management
using Learning Management Using project-based learning.

4, Data analysis. In this study, we used statistical procedures to analyze the data according to the
study objectives, the details are as follows; (1) To compare the graphic design ability of sophomore
students after receiving Learning Management Using Project-based Learning by using a t-test for one
sample, (2) To assess Student satisfaction on learning management using project-based learning by
using t-test for one sample.

Results

The research findings based on the two objectives were summarized as follows;

The result of comparing graphic design ability with the determined criterion at 70% is shown in
Table 1

Table 1: The result of comparing the mean score of Learning Management Using project- based
learning. after learning through learning management using Graphic Design Ability with the determined
criterion of 70 percent by using a t-test for one sample

Group N Full Criterion M ) t p
score score
Experimental o5 100 70 82.24 7.82 7.81% 0.00
group
*P<.05

As presented in Table 1: the mean score of graphic design ability was 82.24 and the standard
deviation was 7.82 which was statistically higher than the criterion of 70% (Full score is 100, criterion
score is 100).

The result of assessing the students’ satisfaction with learning Management Using project-based
learning is as follows:
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Table 2: The result of assessing the mean score of Learning Management Using project-based learning
(PBL) using Satisfaction with lesson plan

Group N Full Criterion M sD 0
score score
Experimental group 25 5.00 3.50 4.25 0.80 0.00

*P<.05
As presented in Table 2: the mean score of students’ satisfaction with Learning Management Using
project-based learning method was 4.25 (Full score5.00, SD 0.80).

Discussion

According to the research results, after using Learning Management Using project-based learning
management, students' graphic design abilities are above the norm and students are satisfied with this
learning method

1. Determine the theme of the project: Learning management adopts Learning Management Using
project-based learning, using real projects instead of empty lesson plans and rote memorization to keep up
with social development, stimulate students' interest and ability of self-study, improve students' learning
efficiency, adopt effective and reasonable teaching project design, and combine theoretical knowledge with
practical skills and knowledge. Effectively solve the problem of linking theoretical knowledge and practical
skills in teaching. (Wang Zhe, 2012) At school, interest is an important aspect of an individual’s connection
to a domain being learned. Interest can be personal, as is the case when a student voluntarily gravitates to
the domain, or it can be triggered. Incongruous, surprising, intensive, or personally relevant features can
spark interest, while participatory activities, such as PBL, can maintain that triggered situational interest
(Hidi & Renninger, 2006 Schneider et. Al, 2016)

2. Develop project plan: Learning management adopts Learning Management Using project-
based learning, changes the rigid teacher-student teaching relationship, takes students as the main body,
enlivens the classroom atmosphere, and promotes the understanding of new knowledge. It has greatly
aroused the enthusiasm of students to study actively and improved the style of study to a certain extent.
(‘Yan, 2012). Students are engaged in a task when they experience it as highly interesting, find it
challenging, and perceive themselves as highly skilled in accomplishing it, that is, the situation is an
optimal learning moment (Schneider et al., 2016).

3. Implementation of the project plan: Learning Management Using project-based learning
improves students' interest in learning majors, makes students more relaxed in the learning process,
stimulates students' sense of innovation, and cultivates students' sense of teamwork. ( Liu,
2015)problem-solving creatively, flexibility, and originality (Duchovicova et al., 2018)

4. Evaluation and Reflection: Learning Management Using project-based learning is conducive
to cultivating students' evaluation of their work, knowing their shortcomings in work, making use of
the existing studio platform of the school, and completing work tasks according to customer
requirements, to experience the joy of success in work (Li, 2014)It makes a strong connection between
students’ engagement in their projects and their learning outcome (Pedersen and Hobye, 2020).

Recommendation

The use of project-based learning (PBL) in a learning management system (LMS) can have a
significant impact on improving graphic design abilities. This approach fosters hands-on experience,
creativity, problem-solving, and critical thinking skills, which are all crucial in the field of graphic
design. Here are some recommendations on how to effectively implement PBL in an LMS to enhance
graphic design abilities:

1. Clear Learning Objectives, start by defining clear learning objectives for each project. Ensure that
these objectives align with the specific graphic design skills and concepts you want students to acquire.

2. Engaging Projects, Design projects that are engaging and relevant to the real-world practice of
graphic design. Encourage students to work on projects that simulate actual client work, such as
designing logos, posters, or websites.

3. Resources and Materials, Provide students with access to a wide range of graphic design tools
and resources within the LMS. This might include design software, tutorials, stock images, and
templates.
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4. Collaboration Opportunities, Encourage collaboration among students. Graphic designers
often work in teams or with clients, so collaborative projects can simulate real-world scenarios. Use
LMS features like discussion forums, group assignments, or video conferencing for this purpose.

5. Feedback Mechanisms, establish a system for providing regular and constructive feedback on
students' work. Encourage peer feedback and self-assessment as well. The LMS can facilitate this
through discussion boards, comments on assignments, or dedicated feedback forms.

6. Mentorship, if possible, provides students with access to experienced graphic design mentors
or instructors who can offer guidance, answer questions, and provide additional insights into the design
process.

By implementing these recommendations, you can create an effective learning environment
within an LMS that enhances students' graphic design abilities through project-based learning. This
approach not only builds technical skills but also fosters creativity and problem-solving, preparing
students for success in the field of graphic design.
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