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Abstract

The rapid integration of generative artificial intelligence into graphic design is transforming the
designer’s role in visual production and the competencies prioritized in design education. While
traditional graphic design education has emphasized students ‘ability to create, organize, and
technically develop visual compositions, generative Al systems can produce numerous visual
alternatives within a short period. This transformation increases the importance of making
informed visual decisions among generated alternatives.

This study aims to discuss visual decision-making in graphic design education in the context of
generative Al and to examine the changing role of the designer from a producer toward a selector,
evaluator, and director of visual outcomes. The study is designed as a conceptual review of recent
literature on generative Al, graphic design education, design processes, and human—Al interaction.
Based on the conceptual synthesis, visual decision-making in Al-assisted graphic design is
proposed as a process involving generating alternatives, comparing and selecting outputs,
evaluating aesthetic and communicative appropriateness, refining visual outcomes, and justifying
final design decisions.

The study argues that generative Al does not eliminate the designer’s role but changes the nature
of human contribution within the design process. Accordingly, graphic design education should
extend beyond technical software skills and visual production to develop students “abilities to
critically evaluate, select, refine, and justify Al-generated visual alternatives. Visual decision-
making may therefore become a central competency for educating designers capable of
maintaining meaningful human agency within Al-assisted creative processes.

Keywords: Generative artificial intelligence, Graphic design education, Visual decision-making,
Design education, Human—AlI interaction.
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Introduction

systems, image-editing tools, and generative functions incorporated into professional software. For
a designer working on a poster, editorial image, or campaign visual, the immediate change is
practical: several directions can be produced and tested before any one of them is developed in
detail. The design problem, however, is not resolved by the availability of more images. Each
output still has to be read in relation to the brief, the audience, the message, and the visual system

in which it will appear.

This distinction is already visible in graphic design education. Hwang and Wu (2025) examined
text-to-image generation in a graphic design course and reported that its use called for changes in
educational goals and teaching methods. Wagler (2025), working in an advertising design and
layout course, observed students using GenAl during ideation and experimentation while also
raising questions about originality, strategic creativity, and professional practice. These studies
place the issue inside ordinary studio concerns: how an idea is developed, how alternatives are

judged, and how a visual response is defended during critique.

The number of generated alternatives can also be misleading. In an experimental visual ideation
task, Wadinambiarachchi et al. (2024) found greater fixation on an initial example among
participants who used an Al image generator. The same group produced fewer ideas and showed
lower variety and originality than the baseline group. Their results concern a specific experimental
setting, but they are directly relevant to design teaching because they show that rapid variation and
divergent thinking are not equivalent. A screen filled with alternatives may still represent a narrow

conceptual search.

Studies of human-Al co-creation describe a similarly uneven distribution of work. Chen et al.
(2025), reviewing 80 studies, organized this literature around cognition, process, method, and
outcome. Fang et al. (2025), in a systematic review of GenAl-enhanced conceptual design,
identified different forms of collaboration across design stages. What varies from one workflow
to another is the location of human intervention: framing the task, setting constraints, interpreting
results, selecting a direction, or revising what the system has produced. For graphic design
education, these interventions are useful because they indicate where disciplinary knowledge can

be observed.
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Tekin Karagoz (2024) discusses artificial intelligence within a broader account of new media and
visual arts education, bringing image generators into the same educational field as digital
production tools. The present study develops one part of that discussion by concentrating on visual
judgment in graphic design. Visual decision-making is used here to refer to the designer's choices
when alternatives are compared, retained, rejected, altered, placed in context, and finally
explained. The paper is a conceptual study based on a narrative reading of current literature. Five
recurring activities are used to organize the discussion, but they are not proposed as a universal
sequence or a validated measurement model. In studio work they often overlap, repeat, or occur in

a different order.
2. Generative Al and Changes in the Graphic Design Process

Graphic design has been repeatedly reorganized by changes in production technology. Desktop
publishing altered page construction; image-processing software expanded photographic
manipulation; vector applications changed illustration and typographic production. GenAl
introduces a different starting condition because visual material can be proposed from verbal
instructions, reference images, or transformations before the designer has manually constructed

the image. This affects early exploration as well as later editing.

Research across design disciplines describes GenAl mainly in relation to ideation, visualization,
and iterative development (Choudhury et al., 2025). Chen et al. (2025) and Fang et al. (2025) show
that there is no single human-Al workflow. Designers may move between writing prompts,
inspecting results, changing constraints, introducing references, and developing selected material.
In practice, this means that generation can occur several times during one project rather than

occupying a single preliminary stage.

The educational literature records the same movement. Suk (2025) found that design students
associated GenAl with idea expansion, efficiency, and expressive possibilities, but prompt writing
and revision remained difficult. Hwang and Wu (2025) reached a related conclusion in a
workshop-based graphic design study: text-to-image systems changed the tasks students
performed and the way those tasks had to be taught. Wagler (2025) adds an important studio

perspective by showing that discussion and reflection remain necessary when generated material
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enters a design course. The tool may accelerate production, yet students still need a basis for

deciding what deserves further work.

A typical graphic design problem makes this clear. A generated image may be technically polished
and still fail as a poster because its focal point competes with the headline, its symbolic content is
irrelevant to the message, or its composition leaves no workable area for typography. Another
output may look unfinished but offer a more useful structure for the brief. Such judgments rely on

graphic design knowledge. They cannot be reduced to the visual finish of the generated image.

Studio assessment is affected for the same reason. Park (2025) discusses GenAl in relation to
critique, collaboration, creative agency, ethical responsibility, and the visibility of process. If
assessment is based only on the final image, the instructor has little evidence of how the student
arrived there. Sketches, prompt changes, discarded outputs, intermediate compositions, and
software edits can show where the student recognized a problem or changed direction. These
records are familiar to studio education even though some of the material is now generated

computationally.

This is also why the distinction between 'Al work' and 'software work' is becoming less useful in
graphic design. Tekin Karagdz (2024) discusses Al image generation alongside Photoshop,
[lustrator, Procreate, and other digital production environments. In a current workflow, an image
may be generated, cropped, masked, composited, redrawn, recolored, vectorized, and combined
with typography before it becomes part of a finished design. Generation and editing belong to the

same production history, even when different tools are used.
3. Visual Decision-Making

Visual decision-making is used in this paper as a design term. It covers the judgments through
which a designer decides what to keep, what to change, and what to discard. The criteria are not
identical for every project. An editorial spread may give priority to reading order and the relation
between image and text; a poster may depend more heavily on distance, hierarchy, and immediate
recognition; an identity system requires consistency across several applications. Color,
typography, composition, legibility, cultural reference, audience, and communication purpose

enter these decisions in different combinations.
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GenAl makes the selection problem more noticeable because alternatives accumulate quickly.
Some differences are substantial; others are variations of the same visual idea. Wadinambiarachchi
et al. (2024) provide empirical grounds for taking this distinction seriously. Their findings on
fixation suggest that students should be asked to describe conceptual differences among

alternatives instead of presenting a sequence of stylistic variations as evidence of exploration.

Professional judgment also appears in the human-Al co-creation literature. Chen et al. (2025)
describe changes in design cognition and process, and Fang et al. (2025) identify different
collaboration modes across conceptual design. These accounts locate human work in several
places: defining a task, setting limits, interpreting outputs, and deciding what should happen next.
In a studio course, critique can make these decisions explicit. The instructor can ask why one image
was retained, which feature of the brief led to a revision, or why a visually attractive result was

rejected.

Cultural knowledge becomes especially important when a generated image draws on an
identifiable historical or artistic language. A model can produce a plausible stylistic resemblance
without accounting for the cultural position of the source, the accuracy of its symbols, or the
implications of placing that style in a new context. This is a design issue because visual references

communicate before they are explained verbally.

Two contemporary practices illustrate different aspects of this problem. Refik Anadol works with
data, machine intelligence, immersive environments, and spatial presentation. Anadol (2022)
describes this relationship from within his own practice, while Oktan and Akyol Oktan (2024)
examine 26 projects in relation to data visualization, artificial intelligence, memory, space, and
audience. The computational image is only one part of these works; data selection, scale,

architectural setting, and the conditions of viewing contribute to their meaning.

Murat Palta approaches visual transformation from another direction. His work brings the pictorial
conventions of Ottoman miniature into contact with cinema and contemporary popular culture.
Aract (2025) discusses this practice through hybrid aesthetics, glocalization, and cultural
sustainability. For design education, the relevance of Palta's work lies in the knowledge required

to transform a historical visual language rather than merely reproduce its surface characteristics.
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Iconography, narrative organization, cultural reference, and contemporary context all affect the

reading of the image.

Anadol and Palta are used here for this limited purpose and are not treated as templates for the
stages discussed later. Together they show that visual judgment may concern technological
material, historical reference, spatial presentation, or cultural meaning. The criteria change with
the work. That variability is precisely why visual decision-making is more useful as a studio

question than as a fixed checklist.
4. Decision-Making Across an AI-Supported Studio Workflow

The recurring activities identified in this study are presented in Figure 1 as interconnected decision
sites within an Al-supported design workflow. Their arrangement reflects the iterative character
of studio practice: exploration, selection, evaluation, revision, and rationale may overlap or lead

back to earlier decisions rather than follow a fixed sequence.

Figure 1
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Note. Conceptual framework developed by the author; the figure was visualized with the
assistance of OpenAl's ChatGPT image-generation tool.

4.1. Exploration, Selection, and Evaluation

At the beginning of a project, GenAl can enlarge the field of material available for discussion.

Prompts, reference images, parameters, and successive revisions determine how broad that field
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becomes. Alsswey (2025), in a controlled study with 112 students in a design software course,
reported significant differences between intervention and control groups in utilitarian benefits,
hedonic benefits, learnability, and user experience after the use of Al graphic design tools. These
findings concern students' experience with the tools; they do not establish the quality of every
generated alternative. For studio teaching, the distinction matters. Exploration can be documented
by asking students to pursue more than one conceptual direction and to explain how those

directions differ.

Selection begins before generation ends. A student may discard an output immediately because it
misreads the brief, keep another as a compositional reference, and use a third only for a particular
texture or figure. The useful question is not how many images were produced but what role each
selected image has in the developing design. Criteria may include the clarity of the message,
relation to the audience, hierarchy, typographic potential, technical feasibility, and the cultural

associations carried by the imagery.

Evaluation is often inseparable from this selection. Once an alternative enters the layout,
weaknesses that were not apparent in isolation become visible. An image may lose its effectiveness
when combined with type; a color relationship may weaken legibility; a visual metaphor may
prove too literal or culturally ambiguous. At this point the designer may return to generation, alter
the brief, or continue with manual editing. The movement is recursive and depends on the

particular problem rather than on a predetermined order.
4.2. Revision, Production, and Rationale

Selected material rarely remains untouched. It may be regenerated in part, masked, composited,
redrawn, retouched, or reconstructed. Typography, grids, vector elements, and color systems may
be developed separately and then integrated with the generated image. Tekin Karagoz (2024)
places Al image generation within a wider ecology of new-media and digital production tools in
visual arts education. This is a useful description of the studio situation: the provenance of an

element matters, but so does the work performed on it after generation.

Revision also provides evidence of learning. A student who identifies a weak focal point and
restructures the composition demonstrates a different level of engagement from a student who

accepts the first plausible output. The same applies to typographic integration, cropping, color
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correction, or the removal of misleading details. Intermediate files can therefore be discussed

during critique without turning process documentation into a mechanical record of every action.

The final rationale gives the student an opportunity to connect these decisions to the brief. A
concise account can identify the selected direction, the main revisions, the role of Al-generated
material, and the reasons for the final composition. Prompt histories and rejected alternatives may
support this explanation when they are relevant, but they are evidence rather than ends in
themselves. What matters for assessment is whether the student can relate visual choices to

communication goals and demonstrate control over the developing work.

Viewed together, exploration, selection, evaluation, revision, and rationale describe recurring
moments in Al-supported graphic design. They correspond to the five activities identified in this
study, but the studio workflow does not require five separate steps. Several may occur in the same
critique or software session, and a late revision may reopen an earlier question. The framework is

therefore best understood as a set of decision sites that can be observed across a project.
S. Implications for Graphic Design Education

The teaching context is changing because generative systems are entering software environments
already used in graphic design courses. Osei-Wusu et al. (2026) developed an Al-assisted
pedagogical framework for beginner graphic design using Al-powered platforms that included
Adobe Firefly. Erlyana and Saputra (2026) compared Midjourney, DALL-E, and Adobe Firefly
with undergraduate visual communication design students. These studies place generative tools
inside design instruction and provide a more concrete basis for curriculum discussion than treating

Al as a separate specialist topic.

For studio teaching, the immediate issue is how these functions are introduced alongside
established software skills. Students learning Photoshop or Illustrator may encounter generative
operations in the same broader workflow as masking, compositing, vector editing, typography,
and layout. An instructor therefore has to address the decisions surrounding those operations. A
generative fill, for example, can be discussed in terms of composition and continuity; an Al-
generated image can be evaluated for its relationship to a headline, target audience, or cultural

reference. The familiar language of graphic design remains applicable.
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This has consequences for assignments. A final poster alone may provide too little information
about the student's contribution. A compact process submission can include the brief interpretation,
a few significant alternatives, selected revisions, and the final rationale. The number of process
items should depend on the assignment rather than on a fixed template. In some projects a prompt
sequence may be informative; in others, layered files or successive layouts may reveal more about

the student's decisions.

Critique can work in the same way. Instead of separating Al use into a technical discussion, the
instructor can ask ordinary design questions: Where does the eye move first? Does the image
support or compete with the typography? Is the reference appropriate for this audience? What
changed between these two versions? Why was this direction abandoned? Such questions keep the

focus on design knowledge while making the use of generative tools discussable.

Ethical questions also belong to project work. Hu and Wang (2025) developed an ethical-
touchpoints framework in design education using tools including ChatGPT, Adobe Firefly, and
Runway ML. Their pilot study addresses transparency, reliability, and human-Al collaboration
within an Al-enhanced motion graphics project. Chiu et al. (2024), from a broader educational
perspective, distinguish Al literacy from Al competency and include knowledge, application,
ethics, collaboration, and self-reflection in their framework. In a graphic design course, these
concerns can be attached to concrete decisions about attribution, source material, reliability, and

disclosure rather than taught only as abstract principles.

Foundational instruction remains necessary because it supplies the criteria used during these
discussions. Typography, composition, hierarchy, color, image-text relations, visual culture, and
communication theory allow students to explain why one solution works differently from another.
The spread of GenAl in professional software changes where these criteria are applied; it does not
make them secondary. For that reason, teaching Al in the graphic design studio is most coherent

when it is attached to existing design problems, critique practices, and production methods.
Result

GenAl has increased the speed with which visual material can be produced and revised in graphic
design. The literature reviewed here shows that this change affects ideation, studio practice, and

assessment. Hwang and Wu (2025) document changes in graphic design education associated with
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text-to-image generation, while Wagler (2025) records its use in design ideation and classroom
discussion. Wadinambiarachchi et al. (2024) add an important qualification: under the conditions
of their experiment, Al-supported ideation was associated with greater fixation and lower variety
and originality. These findings make the designer's choices around generated material an

appropriate object of educational attention.

The paper has organized those choices around five recurring activities: producing alternatives,
selecting among them, evaluating their visual and communicative qualities, revising selected
material, and explaining the final decision. In practice, these activities overlap. They can occur in
a different order, repeat several times, or disappear into a single period of studio work. Their value
as a framework lies in identifying places where design knowledge can be discussed and assessed,

not in prescribing a five-step method.

For graphic design education, the immediate task is curricular rather than speculative. Generative
systems such as Adobe Firefly are already being studied within design education (Erlyana &
Saputra, 2026; Osei-Wusu et al., 2026). Studio courses can respond by documenting selected parts
of the design process, using critique to examine visual choices, and asking students to account for
the role of generated material in the finished work. This keeps attention on disciplinary learning

while acknowledging the production environment students now encounter.

The framework remains conceptual. Its usefulness should be examined through classroom
research. Think-aloud protocols, critique transcripts, process files, interviews, and rubrics could
show whether the proposed decision sites are observable in student work and whether they differ
between Al-supported and non-Al-supported projects. Such evidence would allow the framework

to be revised on the basis of actual studio practice.

References

Alsswey, A. (2025). Examining students' perspectives on the use of artificial intelligence tools in
higher education: A case study on Al tools of graphic design. Acta Psychologica, 258, 105190.
https://doi.org/10.1016/j.actpsy.2025.105190

Anadol, R. (2022). Space in the mind of a machine: Immersive narratives. Architectural Design,

92(3), 28-37. https://doi.org/10.1002/ad.2810

186


https://doi.org/10.1016/j.actpsy.2025.105190
https://doi.org/10.1002/ad.2810

7 ™ International Congress of Social Science, Innovation & Educational Technologies

Araci, A. (2025). Hybrid aesthetics and cultural sustainability in the context of glocalization:
Reshaping strategies in art. In D. Aydogan (Ed.), Art management: Selected topics. Ozgiir
Yayinlari. https://doi.org/10.58830/0zgur.pub904.¢3739

Chen, G., Yu, Z., Xie, Y., Liu, Z., & Yu, C. (2025). The study of human-AI co-creation design
under generative artificial intelligence: Cognition, process, method, and outcome. Journal of

Engineering Design. Advance online publication.

https://doi.org/10.1080/09544828.2025.2567155

Chiu, T. K. F., Ahmad, Z., Ismailov, M., & Sanusi, I. T. (2024). What are artificial intelligence
literacy and competency? A comprehensive framework to support them. Computers and Education

Open, 6, 100171. https://doi.org/10.1016/j.cae0.2024.100171

Choudhury, M. M., Eisenbart, B., & Kuys, B. (2025). Artificial intelligence (Al) in the design
process — A review and analysis on generative Al perspectives. Proceedings of the Design Society,

5, 631-640. https://doi.org/10.1017/pds.2025.10077

Erlyana, Y., & Saputra, M. G. (2026). Comparative study of generative Al tools in visual
communication design education: Creativity and usability. JITK (Jurnal Ilmu Pengetahuan dan

Teknologi Komputer), 11(3), 733—742. https://doi.org/10.33480/jitk.v11i3.7087

Fang, C., Zhu, Y., Fang, L., Long, Y., Lin, H., Cong, Y., & Wang, S. J. (2025). Generative Al-
enhanced human-Al collaborative conceptual design: A systematic literature review. Design

Studies, 97, 101300. https://doi.org/10.1016/j.destud.2025.101300

Hu, N., & Wang, W. (2025). Ethical touchpoints: A tool-based framework for teaching Al ethics
in design education. In C.-Y. Chang, C.-H. Chen, & Y. Hsu (Eds.), IASDR 2025: Design Next.
https://doi.org/10.21606/iasdr.2025.954

Hwang, Y., & Wu, Y. (2025). Graphic design education in the era of text-to-image generation:
Transitioning to contents creator. International Journal of Art & Design Education, 44(1), 239-

253. https://doi.org/10.1111/jade. 12558

187


https://doi.org/10.58830/ozgur.pub904.c3739
https://doi.org/10.1080/09544828.2025.2567155
https://doi.org/10.1016/j.caeo.2024.100171
https://doi.org/10.1017/pds.2025.10077
https://doi.org/10.33480/jitk.v11i3.7087
https://doi.org/10.1016/j.destud.2025.101300
https://doi.org/10.21606/iasdr.2025.954
https://doi.org/10.1111/jade.12558

7 ™ International Congress of Social Science, Innovation & Educational Technologies

Oksanen, A., Cvetkovic, A., Akin, N., Latikka, R., Bergdahl, J., Chen, Y., & Savela, N. (2023).
Artificial intelligence in fine arts: A systematic review of empirical research. Computers in Human

Behavior: Artificial Humans, 1(2), 100004. https://doi.org/10.1016/j.chbah.2023.100004

Oktan, A., & Akyol Oktan, K. (2024). Refik Anadol’s Al-based digital art and its intellectual
connotations.  Galactica  Media:  Journal of Media  Studies, 6(3), 17-43.
https://doi.org/10.46539/gmd.v613.478

Osei-Wusu, F., Asante, G., Asiedu, W., Muntaka, S. A., Yeboah, D., & Azameti, C. Y. (2026). An
Al assisted pedagogical framework for improving beginner graphic design learning outcomes.

Discover Education, 5, 328. https://doi.org/10.1007/s44217-026-01352-w

Park, H. (2025). Generative Al in studio-based design education: Human—Al relationships,
collaboration and assessment. In C.-Y. Chang, C.-H. Chen, & Y. Hsu (Eds.), [ASDR 2025: Design
Next. https://doi.org/10.21606/iasdr.2025.845

Suk, K. J. (2025). How to use generative Al tools in design education: Focusing on the design
production  process. Journal of Basic Design & @ Art, 26(5), 323-336.
https://doi.org/10.47294/KSBDA.26.5.22

Tekin Karagoz, C. (2024). Gorsel sanatlar egitiminde yeni medya ve yapay zeka teknolojileri:
Tech Nouveau. In F. Gegen (Ed.), Sanat egitiminde yeni yaklagimlar-1. Akademisyen Kitabevi.
https://doi.org/10.37609/akya.3393.¢8833

Wadinambiarachchi, S., Kelly, R. M., Pareek, S., Zhou, Q., & Velloso, E. (2024). The effects of
generative Al on design fixation and divergent thinking. In Proceedings of the 2024 CHI
Conference on Human Factors in Computing Systems (Article 380, pp. 1-18). Association for

Computing Machinery. https://doi.org/10.1145/3613904.3642919

Wagler, A. (2025). Exploring generative Al as part of the design and creative process. Journal of
Advertising Education, 29(2), 118—132. https://doi.org/10.1177/10980482251347510

188


https://doi.org/10.1016/j.chbah.2023.100004
https://doi.org/10.46539/gmd.v6i3.478
https://doi.org/10.1007/s44217-026-01352-w
https://doi.org/10.21606/iasdr.2025.845
https://doi.org/10.47294/KSBDA.26.5.22
https://doi.org/10.37609/akya.3393.c8833
https://doi.org/10.1145/3613904.3642919
https://doi.org/10.1177/10980482251347510

7 ™ International Congress of Social Science, Innovation & Educational Technologies

Uretken Yapay Zeka Caginda Grafik Tasarim Egitiminde Gorsel Karar
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Ozet

Uretken yapay zekanin grafik tasarrma hizla entegre olmasi, tasarimcinin gorsel iiretimdeki roliinii ve
tasarim egitiminde Onceliklendirilen yeterlikleri doniistiirmektedir. Geleneksel grafik tasarim egitimi
ogrencilerin gorsel kompozisyon olusturma, diizenleme ve teknik olarak gelistirme becerilerine
odaklanirken, iiretken yapay zeka sistemleri kisa siirede ¢ok sayida gorsel alternatif iiretebilmektedir. Bu

doniislim, iiretilen alternatifler arasindan bilingli gorsel kararlar verme becerisinin 6nemini artirmaktadir.

Bu caligsma, iiretken yapay zeka baglaminda grafik tasarim egitiminde gorsel karar vermeyi tartismayi ve
tasarimcinin roliiniin Ureticiden gorsel c¢iktilar1 segen, degerlendiren ve yonlendiren bir konuma dogru
degisimini incelemeyi amaglamaktadir. Calisma; iiretken yapay zeka, grafik tasarim egitimi, tasarim
siiregleri ve insan-yapay zeka etkilesimine iliskin giincel literatiiriin kavramsal bir incelemesi olarak
tasarlanmistir. Kavramsal sentez dogrultusunda, yapay zeka destekli grafik tasarimda gorsel karar verme;
alternatif iiretme, ¢iktilar1 karsilagtirma ve segme, estetik ve iletisimsel uygunlugu degerlendirme, gorsel
ciktilart gelistirme ve nihai tasarim kararlarini gerekgelendirme etkinliklerini igeren bir siire¢ olarak ele

alinmaktadir.

Calisma, liretken yapay zekanin tasarimcinin roliinii ortadan kaldirmadigini; insan katkisinin tasarim
siirecindeki niteligini degistirdigini ileri siirmektedir. Bu dogrultuda grafik tasarim egitiminin, teknik
yazilim becerileri ve gorsel iiretimin dtesine gegerek dgrencilerin yapay zeka tarafindan iiretilen gorsel
alternatifleri elestirel bicimde degerlendirme, se¢me, gelistirme ve gerekgelendirme becerilerini
gelistirmesi gerekmektedir. Gorsel karar verme, yapay zeka destekli yaratici siireclerde anlamli insan

etkinligini siirdiirebilen tasarimcilarin yetistirilmesinde temel bir yeterlik héaline gelebilir.

Anahtar Kelimeler: Uretken yapay zeka, Grafik tasarim egitimi, Gérsel karar verme, Tasarim egitimi,

Insan-yapay zeka etkilesimi.
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1. Giris

Uretken yapay zekd (GenAl), metinden gorsele sistemler, goriintii diizenleme araglar1 ve profesyonel
yazilimlara entegre edilen iiretken islevler araciligiyla grafik tasarim alanina girmistir. Poster, editoryal
gorsel ya da kampanya gorseli {lizerinde ¢alisan bir tasarimei agisindan en belirgin degisim pratiktir:
herhangi bir yon ayrmtili bigimde gelistirilmeden 6nce birden fazla gorsel yon diretilebilmekte ve
denenebilmektedir. Ancak daha fazla gorselin erisilebilir olmasi tasarim problemini kendiliginden ¢6zmez.
Her ¢ikti; tasarim problemi, hedef kitle, mesaj ve igcinde yer alacagi gorsel sistemle iligkili olarak

degerlendirilmek zorundadir.

Bu ayrim grafik tasarim egitiminde de goriilmektedir. Hwang ve Wu (2025), bir grafik tasarim dersinde
metinden gorsele liretimi incelemis ve kullaniminin egitim hedefleri ile 6gretim yontemlerinde degisiklik
gerektirdigini bildirmistir. Wagler (2025), reklam tasarimi ve sayfa diizeni dersinde 6grencilerin GenAl'yi
fikir gelistirme ve deneme siire¢lerinde kullandiklarini; bununla birlikte 6zgiinliik, stratejik yaraticilik ve
mesleki uygulamaya iliskin sorularin giindemde kaldigin1 gézlemlemistir. Bu ¢aligmalar konuyu tasarim
atolyesinin olagan sorunlart icine yerlestirmektedir: bir fikrin nasil gelistirildigi, alternatiflerin nasil

degerlendirildigi ve bir gorsel ¢ozlimiin elestiri siirecinde nasil savunuldugu.

Uretilen alternatiflerin sayis1 yaniltic da olabilir. Wadinambiarachchi ve arkadaslar1 (2024), deneysel bir
gorsel fikir gelistirme gorevinde yapay zeka goriintii iireticisi kullanan katilimcilarin baslangi¢ 6rnegine
daha fazla sabitlendigini belirlemistir. Ayn1 grup daha az fikir liretmis; cesitlilik ve 6zglinliik diizeyleri de
temel karsilastirma grubundan daha diisiik bulunmustur. Bulgular belirli bir deneysel baglama aittir; ancak
hizli varyasyon {iretimi ile iraksak diigiinmenin ayn1 sey olmadigini gostermesi bakimindan tasarim egitimi
acisindan dogrudan 6nem tasimaktadir. Alternatiflerle dolu bir ekran, kavramsal agidan hala dar bir arayis1

temsil edebilir.

Insan-yapay zeka ortak iiretimine iliskin ¢alismalar da i béliimiiniin tek bi¢imli olmadigin1 gostermektedir.
Chen ve arkadaslar1 (2025), 80 ¢alismay1 inceleyerek bu literatiirii bilis, siire¢, yontem ve ¢ikt1 boyutlarinda
diizenlemistir. Fang ve arkadaglar1 (2025) ise GenAl destekli kavramsal tasarima iligkin sistematik
incelemelerinde tasarim asamalarinda farkli is birligi bicimleri belirlemistir. Bir is akisindan digerine
degisen unsur, insan miidahalesinin nerede gerceklestigidir: gorevin cercevelenmesi, sinirlamalarin
belirlenmesi, sonuglarin yorumlanmasi, bir yoniin se¢ilmesi veya sistemin {rettigi icerigin yeniden
diizenlenmesi. Grafik tasarim egitimi acisindan bu miidahaleler, disipline 06zgii bilginin nerede

gozlemlenebilecegini gdstermesi bakimindan 6nemlidir.
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Tekin Karag6z (2024), yapay zekay1 yeni medya ve gorsel sanatlar egitiminin daha genis baglami iginde
ele almakta ve goriintii iireticilerini dijital iiretim araglartyla ayn1 egitim alan1 icinde degerlendirmektedir.
Bu calisma, sdz konusu tartismanin bir boliimiinii grafik tasarimda gorsel yargiya odaklanarak
gelistirmektedir. Burada gorsel karar verme; alternatiflerin karsilagtirilmasi, korunmasi, elenmesi,
degistirilmesi, baglama yerlestirilmesi ve sonunda agiklanmasi sirasinda tasarimcinin yaptigi segimleri
ifade etmektedir. Makale, giincel literatiiriin anlatisal okunmasina dayanan kavramsal bir ¢alismadir.
Tartigmay1 diizenlemek amaciyla bes yinelenen etkinlik kullanilmaktadir; ancak bunlar evrensel bir sira ya
da dogrulanmig bir 6l¢gme modeli olarak onerilmemektedir. At6lye calismalarinda bu etkinlikler ¢cogu

zaman Ortlismekte, tekrarlanmakta veya farkli bir sirada gergeklesmektedir.
2. Uretken Yapay Zeka ve Grafik Tasarim Siirecindeki Degisimler

Grafik tasarim, liretim teknolojilerindeki degisimlerle siirekli yeniden bigimlenmistir. Masaiistii yayicilik
sayfa olusturma siireclerini degistirmis; goriintii isleme yazilimlar1 fotografik miidahale olanaklarini
genisletmis; vektorel uygulamalar illiistrasyon ve tipografik iiretimi doniistiirmiistiir. GenAl ise farkli bir
baslangi¢ kosulu ortaya koymaktadir; ¢ilinkii tasarimer goriintiiyii elle olusturmadan 6nce sozel komutlar,
referans gorseller veya doniisiimler araciligiyla gorsel malzeme onerilebilmektedir. Bu durum hem ilk kesif

asamalarini hem de sonraki diizenleme siireclerini etkilemektedir.

Tasarim disiplinleri genelindeki arastirmalar GenAl'yi agirlikli olarak fikir gelistirme, gorsellestirme ve
yinelemeli gelistirme siiregleriyle iliskilendirmektedir (Choudhury et al., 2025). Chen ve arkadaslar1 (2025)
ile Fang ve arkadaglar1 (2025), tek bir insan-yapay zeka is akisinin bulunmadigimi gostermektedir.
Tasarimcilar komut yazma, sonuglari inceleme, kisitlar1 degistirme, referans ekleme ve secilen malzemeyi
gelistirme arasinda hareket edebilmektedir. Uygulamada bu durum, iiretimin yalmzca ilk asamada

gerceklesmesi yerine ayni proje iginde birkag kez tekrarlanabilecegi anlamina gelmektedir.

Egitim literatiirlinde de benzer bir hareket goriilmektedir. Suk (2025), tasarim 6grencilerinin GenAl'yi
fikirleri genisletme, verimlilik ve ifade olanaklariyla iliskilendirdigini; ancak komut yazma ve revizyonun
giicliik olusturmaya devam ettigini belirlemistir. Hwang ve Wu (2025), atdlye temelli grafik tasarim
caligmalarinda metinden gorsele sistemlerin 6grencilerin gerceklestirdigi gdrevleri ve bu gorevlerin 6gretim
bi¢imini degistirdigi sonucuna ulagmistir. Wagler (2025) ise iiretilmis gorsel malzemenin tasarim dersine
girdigi durumlarda tartisma ve yansitmanin Onemini korudugunu gostermektedir. Arag {iiretimi
hizlandirabilir; ancak 6grencilerin hangi ¢iktinin gelistirilmeye deger olduguna karar verebilmesi igin bir

degerlendirme temeline gereksinimi vardir.
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Tipik bir grafik tasarim problemi bunu agik bigimde gdstermektedir. Uretilmis bir goriintii teknik agidan
etkileyici olabilir; ancak odak noktasi baslikla rekabet ettigi, sembolik igerigi mesajla ilgisiz oldugu veya
kompozisyonu tipografi i¢in kullanilabilir alan birakmadig1 i¢in poster olarak basarisiz olabilir. Bagka bir
¢ikt1 tamamlanmamig goriinebilir fakat tasarim problemi i¢in daha islevsel bir yapi1 sunabilir. Bu tiir yargilar

grafik tasarim bilgisine dayanir ve yalnizca iiretilen goriintiiniin yilizeysel gorsel niteligine indirgenemez.

Atolye degerlendirmesi de ayni nedenle etkilenmektedir. Park (2025), GenAl'yi elestiri, is birligi, yaratici
ozerklik, etik sorumluluk ve siirecin goriiniirliigii baglaminda tartismaktadir. Degerlendirme yalnizca nihai
goriintiiye dayanirsa dgretim elemaninin 0grencinin sonuca nasil ulastigina iliskin kanitt sinirh kalir.
Eskizler, komut degisiklikleri, elenen ¢iktilar, ara kompozisyonlar ve yazilim {izerinde yapilan
diizenlemeler 6grencinin bir problemi nerede fark ettigini veya yoniinii nerede degistirdigini gdsterebilir.
Malzemenin bir bolimii artik hesaplamali olarak iiretilse de bu tiir kayitlar atdlye egitiminin tanidik

unsurlaridir.

Bu nedenle grafik tasarimda 'yapay zeka isi' ile 'yazilim isi' arasindaki ayrim giderek daha az islevsel hale
gelmektedir. Tekin Karagoz (2024), yapay zeka ile goriintii liretimini Photoshop, Illustrator, Procreate ve
diger dijital {iretim ortamlanyla birlikte ele almaktadir. Giincel bir is akisinda goriintii iiretilebilir,
kirpilabilir, maskelenebilir, birlestirilebilir, yeniden ¢izilebilir, renklendirilebilir, vektdre doniistiiriilebilir
ve tamamlanmis bir tasarimin pargasi haline gelmeden 6nce tipografiyle biitiinlestirilebilir. Farkli araglar

kullanilsa bile iiretim ve diizenleme ayn1 {iretim ge¢misinin parcalaridir.
3. Gorsel Karar Verme

Gorsel karar verme bu ¢alismada bir tasarim terimi olarak kullanilmaktadir. Kavram, tasarimcinin neyin
korunacagina, neyin degistirilecegine ve neyin elenecegine iliskin yargilarin1 kapsamaktadir. Olgiitler her
proje icin ayni degildir. Editoryal bir sayfa diizeninde okuma sirasi ile gorsel-metin iliskisi 6ncelikli olabilir;
bir poster uzakliktan algilanma, hiyerarsi ve hizli taninmaya daha fazla bagl olabilir; kurumsal kimlik
sistemi ise farkli uygulamalar arasinda tutarlilik gerektirir. Renk, tipografi, kompozisyon, okunabilirlik,

kiltiirel referans, hedef kitle ve iletisim amaci bu kararlara farkli birlesimlerle katilir.

GenAl, alternatiflerin hizla birikmesi nedeniyle se¢im problemini daha goriiniir hale getirmektedir. Bazi
farkliliklar belirgindir; bazilar1 ise ayni1 gorsel fikrin varyasyonlaridir. Wadinambiarachchi ve
arkadaglariin (2024) sabitlenmeye iliskin bulgular1 bu ayrimin 6énemini ampirik olarak desteklemektedir.
Bulgular, 6grencilerden yalnizca stilistik varyasyon dizilerini kesif kanmiti olarak sunmalar yerine

alternatifler arasindaki kavramsal farkliliklar1 agiklamalarinin istenmesi gerektigini diislindiirmektedir.
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Mesleki yarg: insan-yapay zeka ortak iiretimi literatiiriinde de goriilmektedir. Chen ve arkadaslar1 (2025)
tasarim bilisi ve siireglerindeki degisimleri agiklarken, Fang ve arkadaglar1 (2025) kavramsal tasarim
boyunca farkli is birligi bigimleri belirlemektedir. Bu calismalar insan emegini gorevi tanimlama, sinir
koyma, ¢iktilar1 yorumlama ve bir sonraki adim1 belirleme gibi farkli noktalara yerlestirmektedir. Atdlye
derslerinde elestiri siireci bu kararlar1 goriiniir kilabilir. Ogretim elemani bir goriintiiniin neden
korundugunu, tasarim probleminin hangi 6zelliginin revizyona yol a¢tigimi veya gorsel acidan ¢ekici bir

sonucun neden elendigini sorabilir.

Uretilen goriintii tanimlanabilir tarihsel veya sanatsal bir gorsel dile dayandiginda kiiltiirel bilgi 6zellikle
Oonem kazanir. Bir model, kaynagin kiiltiirel konumunu, sembollerin dogrulugunu veya s6z konusu tislubun
yeni bir baglama taginmasinin sonug¢larini hesaba katmadan ikna edici bir stil benzerligi iiretebilir. Bu,

gorsel referanslarin sozel agiklamadan once iletisim kurmasi nedeniyle dogrudan bir tasarim problemidir.

Iki cagdas sanat pratigi bu sorunun farkli ynlerini gériiniir kilmaktadir. Refik Anadol veri, makine zekas,
stiriikleyici ortamlar ve mekansal sunumla ¢alismaktadir. Anadol (2022) bu iliskiyi kendi pratigi i¢inden
aciklarken, Oktan ve Akyol Oktan (2024) 26 projeyi veri gorsellestirme, yapay zeka, bellek, mekan ve
izleyici iligkisi lizerinden incelemektedir. Hesaplamali goriintii bu ¢alismalarin yalnizca bir pargasidir; veri

sec¢imi, 0lcek, mimari ortam ve izleme kosullart da anlamin olusumuna katki saglamaktadir.

Murat Palta gorsel doniisiime baska bir yonden yaklagmaktadir. Caligmalari Osmanli minyatiiriiniin
resimsel geleneklerini sinema ve ¢agdas popiiler kiiltiirle bulugturmaktadir. Araci (2025), bu pratigi hibrit
estetik, glokallesme ve kiiltiirel siirdiiriilebilirlik baglaminda ele almaktadir. Tasarim egitimi agisindan
Palta'nin ¢aligmalarinin 6nemi, tarihsel bir gorsel dilin yalnizca yiizey 6zelliklerini yeniden iiretmekten ¢ok
onu ddniistiirmek i¢cin gereken bilgiyi gdstermesidir. Ikonografi, anlat1 diizeni, kiiltiirel referans ve cagdas

baglam goriintiiniin okunmasini birlikte etkilemektedir.

Anadol ve Palta burada sinirli bir amagla kullanilmakta ve sonraki boliimde tartisilan etkinliklerin sablonlar1
olarak ele alinmamaktadir. Bu iki 6rnek, gorsel yarginin teknolojik malzeme, tarihsel referans, mekansal
sunum veya kiiltiirel anlamla iliskili olabilecegini gdstermektedir. Olgiitler calismaya gore degismektedir.
Bu degiskenlik, gorsel karar vermenin sabit bir kontrol listesinden ¢ok atdlye iginde tartigilabilecek bir soru

olarak ele alinmasini anlamli kilmaktadir.
4. Yapay Zeka Destekli Atolye Is Akisinda Karar Verme

Bu calismada belirlenen yinelenen etkinlikler Sekil 1'de yapay zeka destekli tasarim is akisi i¢indeki

birbirine bagh karar alanlar1 olarak sunulmaktadir. Diizenleme, atdlye pratiginin yinelemeli karakterini
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yansitmaktadir: kesif, secim, degerlendirme, revizyon ve gerekcelendirme sabit bir sira izlemek yerine

ortiisebilir veya onceki kararlara geri donebilir.

Sekil 1

//— Yinelemeli Siireg

1. Kesif 2. Segim 3. Degerlendirme 4. Revi; 5:
Alternatifler Uretme Kargllagtirma ve Tercih Estetik ve [letisimsel Gelistirme ve Diizenleme Nihai Karani Agiklama
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« Gorsel aftematiferi

« Tasarim problemini tanimlama kargllastrma Cop e e
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+ Uretken YZ araglanya + Uygun segenekler seqme
birden fazla alternatif iretme

iliskilendirme
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# 4 4 f E
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Baglamsal Etkenler @ b i m TG la el Q (Photoshop, lllustrator, Firefly) (atolye, elestiri, degerlendirme)

Yapay Zeka Destekli Grafik Tasarim Is Akisinda Gérsel Karar Verme

Not. Kavramsal ¢ergeve yazar tarafindan gelistirilmis; seklin gorsellestirilmesinde OpenAl'nin ChatGPT

gOoriintii iretim aracindan yararlanilmistir.
4.1. Kesif, Secim ve Degerlendirme

Bir projenin baglangicinda GenAl, tartigsmaya agik gorsel malzeme alanini genisletebilir. Komutlar, referans
gorseller, parametreler ve ardisik revizyonlar bu alanin ne kadar genisleyecegini belirler. Alsswey (2025),
tasarim yazilimi dersine katilan 112 6grenciyle yiriittiigii kontrollii calismada yapay zeka grafik tasarim
araglarmin kullanimindan sonra miidahale ve kontrol gruplari arasinda yararci fayda, hazsal fayda,
ogrenilebilirlik ve kullanici deneyimi agisindan anlamli farkliliklar bildirmistir. Bu bulgular &grencilerin
araglarla yasadig1 deneyime iligkindir; liretilen her alternatifin niteligini kanitlamaz. At6lye 6gretiminde bu
ayrim Onemlidir. Kesif siireci, dgrencilerden birden fazla kavramsal yon izlemeleri ve bu yonlerin

birbirinden nasil ayrildigini agiklamalar istenerek belgelenebilir.

Segim, iiretim sona ermeden baslar. Ogrenci bir giktiy1 tasarim problemini yanlis yorumladig1 igin hemen
eleyebilir, baska bir ¢iktry1 kompozisyon referansi olarak koruyabilir ve {i¢iincii bir ¢iktiy1 yalnizca belirli
bir doku ya da figiir i¢in kullanabilir. Asil soru ka¢ goriintii iiretildigi degil, secilen her goriintiiniin
gelismekte olan tasarim iginde hangi islevi iistlendigidir. Olgiitler mesajin acikhigi, hedef kitleyle iliski,
hiyerarsi, tipografik potansiyel, teknik uygulanabilirlik ve goérselin tasidigi kiiltiirel cagrisimlari igerebilir.
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Degerlendirme ¢ogu zaman se¢imden ayr1 diisiiniilemez. Bir alternatif sayfa diizenine girdiginde, tek basina
goriiliirken fark edilmeyen zayifliklar ortaya ¢ikabilir. Goriintli yaziyla birlestiginde etkisini kaybedebilir;
renk iliskisi okunabilirligi zayiflatabilir; gorsel metafor fazla dogrudan veya kiiltiirel acidan belirsiz
kalabilir. Bu noktada tasarimei yeniden iiretime donebilir, tasarim problemini degistirebilir veya elle
diizenlemeye devam edebilir. Hareket yinelemelidir ve dnceden belirlenmig bir siradan ¢ok ilgili probleme

baglidir.
4.2. Revizyon, Uretim ve Gerekcelendirme

Secilen malzeme nadiren degismeden kalir. Bir boliimii yeniden iiretilebilir, maskelenebilir, kompozit hale
getirilebilir, yeniden ¢izilebilir, rétuslanabilir veya yeniden yapilandirilabilir. Tipografi, grid sistemleri,
vektorel ogeler ve renk sistemleri ayr1 ayri gelistirildikten sonra iiretilen goriintiiyle biitiinlestirilebilir.
Tekin Karago6z (2024), yapay zeka ile goriintii {iretimini gorsel sanatlar egitimindeki daha genis yeni medya
ve dijital liretim araclar1 ekolojisi icinde konumlandirmaktadir. Bu yaklasim at6lye durumunu agiklamak
acisindan islevseldir: bir 6genin kaynag1 6nemlidir; ancak iiretimden sonra o dge iizerinde gergeklestirilen

calisma da ayni 6l¢lide 6nem tasir.

Revizyon ayni zamanda 6grenmenin kanitint sunar. Zayif bir odak noktasini belirleyip kompozisyonu
yeniden yapilandiran bir 6grenci, ilk makul ¢iktiy1 oldugu gibi kabul eden bir 6grenciden farkli bir katilim
diizeyi gostermektedir. Ayni durum tipografik biitiinlestirme, kirpma, renk diizeltme veya yaniltict
ayrintilarin ¢ikarilmasi igin de gecerlidir. Ara dosyalar, siire¢ belgelemesini her islemin mekanik kaydina

doniistiirmeden elestiri sirasinda tartigilabilir.

Nihai gerekgelendirme, 6grencinin bu kararlari tasarim problemiyle iliskilendirmesine olanak verir. Kisa
bir aciklama; sec¢ilen yoOnii, temel revizyonlari, yapay zeka tarafindan iiretilen malzemenin roliinii ve nihai
kompozisyonun gerekcelerini ortaya koyabilir. Komut gegmigleri ve elenen alternatifler gerekli oldugunda
bu aciklamay1 destekleyebilir; ancak bunlar basl basina amag¢ degil, kanittir. Degerlendirme agisindan
onemli olan 6grencinin gorsel segimleri iletisim amaglartyla iligkilendirebilmesi ve gelismekte olan ¢aligma

iizerinde kontrol gosterebilmesidir.

Birlikte ele alindiginda kesif, secim, degerlendirme, revizyon ve gerek¢elendirme yapay zeka destekli
grafik tasarimda yinelenen anlari tanimlamaktadir. Bunlar ¢alismada belirlenen bes etkinlige karsilik
gelmekle birlikte atolye is akisi bes ayr1 adim gerektirmez. Birkag¢ etkinlik ayni elestiri ya da yazilim
oturumunda gerceklesebilir ve ge¢ asamadaki bir revizyon daha 6nceki bir soruyu yeniden giindeme

getirebilir. Bu nedenle ¢ergeve, proje boyunca gozlemlenebilen karar alanlari biitiinii olarak anlagilmalidir.

5. Grafik Tasarim Egitimine Yansimalar
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Uretken sistemlerin grafik tasarim derslerinde halihazirda kullanilan yazilim ortamlarina girmesi 6gretim
baglammi degistirmektedir. Osei-Wusu ve arkadaslar1 (2026), Adobe Firefly'in da yer aldig1 yapay zeka
destekli platformlar1 kullanarak baslangi¢ diizeyi grafik tasarim igin yapay zeka destekli bir pedagojik
cergeve gelistirmistir. Erlyana ve Saputra (2026) ise lisans diizeyindeki gorsel iletisim tasarimi
ogrencileriyle Midjourney, DALL-E ve Adobe Firefly'1 karsilagtirmistir. Bu ¢aligmalar {iretken araglart
dogrudan tasarim Ogretiminin igine yerlestirmekte ve yapay zekay1 ayr bir uzmanlik konusu olarak ele

almaktan daha somut bir program tartismasi zemini olusturmaktadir.

Atolye Ogretimi acisindan temel mesele, bu islevlerin yerlesik yazilim becerileriyle birlikte nasil
sunulacagidir. Photoshop veya Illustrator 6grenen 6grenciler; maskeleme, kompozit olusturma, vektorel
diizenleme, tipografi ve sayfa diizeniyle ayni genis is akisi i¢inde iiretken islemlerle karsilasabilir. Bu
nedenle dgretim elemanmin s6z konusu islemleri gevreleyen kararlart da ele almasi gerekir. Ornegin
tiretken dolgu kompozisyon ve siireklilik agisindan; yapay zeka tarafindan tiretilen bir goriintii ise baslik,
hedef kitle veya kiiltiirel referansla iligkisi bakimindan tartigilabilir. Grafik tasarimin yerlesik dili

gecerliligini korumaktadir.

Bu durum o6devleri de etkilemektedir. Tek basina nihai poster, 6grencinin katkis1 hakkinda sinirh bilgi
saglayabilir. Kisa bir siire¢ dosyasi; tasarim probleminin yorumunu, birka¢ anlamli alternatifi, segilmis
revizyonlar1 ve nihai gerekgeyi igerebilir. Siire¢ dgelerinin sayisi sabit bir sablona gore degil, ddevin
niteligine gore belirlenmelidir. Bazi projelerde komut dizisi bilgi saglayabilirken, baska projelerde katmanl

dosyalar veya ardisik diizenlemeler 6grencinin kararlarini daha agik gosterebilir.

Elestiri siireci de benzer bigimde isleyebilir. Yapay zeka kullanimini ayri bir teknik tartismaya doniistiirmek
yerine 0gretim eleman1 tasarimin olagan sorularini sorabilir: Goz ilk olarak nereye yoneliyor? Gorilinti
tipografiyi destekliyor mu, onunla rekabet mi ediyor? Bu referans hedef kitle i¢in uygun mu? Bu iki siirlim
arasinda ne degisti? Bu yonden neden vazgecildi? Bu sorular, liretken araglarin kullanimini tartigilabilir

kilarken odag1 tasarim bilgisinde tutar.

Etik sorular da proje caligmasinin parcasidir. Hu ve Wang (2025), ChatGPT, Adobe Firefly ve Runway ML
gibi araglarin kullanildig1 tasarim egitiminde etik temas noktalari ¢ercevesi gelistirmistir. Pilot ¢aligmalari,
yapay zeka destekli hareketli grafik projesinde seffaflik, giivenilirlik ve insan-yapay zeka is birligini ele
almaktadir. Chiu ve arkadaslar1 (2024) ise daha genis bir egitim perspektifinden yapay zeka okuryazarligi
ile yapay zeka yeterligini ayirmakta ve bilgi, uygulama, etik, is birligi ve 6z-yansitmayi ¢ercevelerine dahil
etmektedir. Grafik tasarim dersinde bu konular yalnizca soyut ilkeler olarak 6gretilmek yerine atif, kaynak

malzeme, glivenilirlik ve agiklama gibi somut kararlarla iliskilendirilebilir.
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Temel tasarim egitimi gerekliligini korumaktadir; ¢linkii tartismalarda kullanilan 6l¢iitleri saglar. Tipografi,
kompozisyon, hiyerarsi, renk, gorsel-metin iliskileri, gorsel kiiltiir ve iletisim kurami 6grencilerin bir
¢Ozlimiin neden digerinden farkli isledigini aciklamasina olanak tanir. GenAl'nin profesyonel yazilimlarda
yayginlagmasi bu 6l¢iitlerin uygulandigi yeri degistirmekte; onlari ikincil hale getirmemektedir. Bu nedenle
grafik tasarim atdlyesinde yapay zeka 6gretimi, mevcut tasarim problemleri, elestiri uygulamalar1 ve tiretim

yontemleriyle iliskilendirildiginde daha tutarli bir yap1 kazanmaktadir.
Sonug¢

GenAl, grafik tasarimda gorsel malzemenin {iretilme ve yeniden diizenlenme hizini artirmistir. Burada
incelenen literatiir, bu degisimin fikir gelistirme, atdlye pratigi ve degerlendirmeyi -etkiledigini
gostermektedir. Hwang ve Wu (2025), metinden gorsele iiretimle iliskili olarak grafik tasarim egitimindeki
degisimleri ortaya koyarken; Wagler (2025) bu araglarin tasarimda fikir gelistirme ve simif ici
tartismalardaki kullanimini kaydetmektedir. Wadinambiarachchi ve arkadaslari (2024) 6nemli bir sinirliliga
dikkat ¢ekmektedir: deneylerinin kosullar1 altinda yapay zeka destekli fikir gelistirme daha yiiksek
sabitlenme, daha diisiik cesitlilik ve 6zgiinliikle iligkili bulunmustur. Bu bulgular, tasarimcinin iiretilen

malzeme ¢evresinde yaptig1 secimleri egitimsel acidan incelenmeye deger hale getirmektedir.

Calisma bu segimleri bes yinelenen etkinlik etrafinda diizenlemistir: alternatif liretme, alternatifler
arasindan secim yapma, gorsel ve iletisimsel nitelikleri degerlendirme, secilen malzemeyi yeniden
diizenleme ve nihai karari agiklama. Uygulamada bu etkinlikler ortiismektedir. Farkli bir sirada
gerceklesebilir, birkag kez tekrarlanabilir veya tek bir atdlye ¢alisma dilimi iginde birlesebilir. Cercevenin
degeri, bes adiml1 bir yontem 6nermekten ¢ok tasarim bilgisinin tartisilabilecegi ve degerlendirilebilecegi

alanlar1 goriiniir kilmasinda yatmaktadir.

Grafik tasarim egitimi acisindan temel gorev varsayimsal degil, programla ilgilidir. Adobe Firefly gibi
iiretken sistemler tasarim egitimi i¢inde halihazirda arastirilmaktadir (Erlyana & Saputra, 2026; Osei-Wusu
et al., 2026). Atdlye dersleri tasarim siirecinin se¢ilmis boliimlerini belgeleyerek, gorsel secimleri elestiri
yoluyla inceleyerek ve Ogrencilerden bitmis g¢aligmada iiretilmis malzemenin roliini agiklamalarini
isteyerek bu duruma yanit verebilir. Boylece 6grencilerin karsilagtigi iiretim ortami kabul edilirken odak

disipline 6zgii 6grenmede tutulabilir.

Cergeve kavramsal niteliktedir. Kullanighligr sinif aragtirmalariyla incelenmelidir. Sesli diisiinme
protokolleri, elestiri kayitlari, siire¢ dosyalari, goriigmeler ve dereceli puanlama anahtarlari; 6nerilen karar

alanlarmin 6grenci ¢alismalarinda gézlemlenip gézlemlenmedigini ve yapay zeka destekli projelerle yapay
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zeka kullanilmayan projeler arasinda farklilasip farklilasmadigini gosterebilir. Bu tiir kanitlar, ¢ercevenin

gercek atolye uygulamalarina dayanarak yeniden diizenlenmesine olanak saglayacaktir.
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