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STRATEGIES FOR THE APPLICATION  

OF RESOURCE-ORIENTED LEARNING IN TRAINING 

FUTURE GRAPHIC DESIGNERS: DIGITAL 

TECHNOLOGIES AND INNOVATIVE APPROACHES 
 

The contemporary advancement of digital technologies and internet resources 

opens up new opportunities for training future graphic design professionals. 

According to scholars, Resource-Oriented Learning (ROL) is becoming a relevant 

approach, enabling students to access open sources, interactive platforms, and tools 

that foster the development of creative and practical skills. 

J. Hill and M. Hannafin state that Resource-Oriented Learning (ROL) emerged 

as a response to the limitations of pre-digital educational resources, providing 

learners with diverse knowledge [1]. D. Rumahlatu, K. Sangur, M. Bergitu, 

S. Kainama, V. Kakisina, and K. Latupelirissa conclude in their study that ROL 

effectively enhances learners' creative skills, concept acquisition, and digital literacy 

[5]. U. So and F. Ching note that ROL effectively assists educators in creating 

learning environments using online resources [6]. M. Ikdami, based on their 

research, asserts that digital technologies in ROL encourage learners to explore and 

create new knowledge according to their needs [4]. J. Hill, D. Domizi, M. Hannafin, 

M. Kim, and H. Kim argue that ROL contexts include external, individual, and 

aligned goals, allowing learners to adapt education to their needs [2]. These scholars, 

along with T. Iyoshi and F. Wang, conclude that the tools in ROL help learners 

engage with digital data, supporting analysis, synthesis, and communication [2; 3]. 

It can be argued that Resource-Oriented Learning (ROL) is becoming 

increasingly relevant in the contemporary educational space due to its ability to 

integrate various digital resources into the learning process. This approach is 

particularly important for preparing future graphic design professionals, as it fosters 

the development of creative skills, independence, and practical experience. 
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In Resource-Oriented Learning for aspiring graphic design professionals, 

significant emphasis is placed on researching and analyzing analogs. While libraries 

traditionally served as the primary source for design research materials, online 

resources have now taken on greater importance. Search engines like Bing and 

Baidu are commonly used to locate articles, while social platforms such as Little 

Red Book and Pixiv facilitate the discovery and analysis of leading designers’ 

works. Additionally, stock photo libraries, such as Freepik, have become 

indispensable tools for accessing stock images and enhancing design research and 

project development. 

Currently, artificial intelligence is emerging as a substitute for stock photo 

libraries in design projects, offering the ability to automatically generate new 

images, tailor them to specific requirements, and quickly produce visual content. 

In the training of future graphic design professionals within the framework of 

Resource-Oriented Learning, the following pedagogical strategies and techniques 

can be applied: 

1) The use of open educational resources: encouraging learners to 

independently study and utilize open educational resources, such as online courses, 

video tutorials, blogs, and websites with information about graphic design. 

2) Practical training using available resources: creating opportunities for future 

graphic designers to utilize free or accessible tools and software for hands-on 

learning in graphic design. 

3) Collaboration with open sources: engaging students in working with open 

resources, such as free vector images, fonts, textures, etc., to create graphic projects. 

4) Use of interactive platforms: utilizing interactive platforms and resources 

that allow future graphic design professionals to communicate and share 

experiences with other members of the design community. 

5) Project-based learning with open-source resources: assigning students 

projects that involve using open-source materials to create graphic designs, such as 

logos, posters, web designs, and more. 

Conclusions. Thus, it can be stated that Resource-Oriented Learning is an 

educational approach where students learn by solving practical tasks using various 

resources. This approach emphasizes the active role of students in the learning 

process and fosters independence in acquiring knowledge. Design research and 

working with analogs are among the methods employed in Resource-Oriented 

Learning. In the context of the global shift toward digital technologies, the use of 

open online resources and tools has become a key component in the education of 

future designers. 
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