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54 Gerrie Grobler

My name is Gerrie Grobler and I am a proud 
alumnus of CTU Training Solutions, having 
graduated from the institution in 2019 with a 
Diploma in Visual Communication.

CTU Training Solutions equipped me to confidently 
enter the creative and dynamic field of visual 
communication, and it didn’t take me long to 
secure work at an incredible company.

I am currently working as a graphic designer 
at Belgium Campus iTversity – a private higher 
education institution that offers exceptional IT 
qualifications that meet international standards.

I was welcomed with open arms and it didn’t take 
me long to settle in. Everyone at the company is so 
positive, friendly and driven which makes it easy 
to stay motivated and happy. I have joined an 
exceptional marketing team and I genuinely love 
what I do.

My main responsibilities include creating new 
and exciting designs to market the institution via 
various platforms, including social media, Google 
Ads and email, helping to keep the content on the 
institution’s website up to date, and carrying out 
photo and video shoots at important events.

Although I have only been at the company for a short time, I 
have grown immensely both personally and professionally, and 
it feels like I have been part of the team for years. The IT field is 
constantly adapting and improving, and as employees of an IT 
institution, we are challenged to do the same. 

I feel blessed to be part of a company where creativity and 
innovation are celebrated, and where there is plenty of room for 
growth. 

I am able to confidently share my ideas and my work 
environment inspires me to learn new skills and push beyond my 
creative boundaries. 

Due to the COVID-19 pandemic, I am currently working from 
home. At first, I was a bit stressed about this transition being 
a new employee who was still on probation, but the company 
quickly put my mind at ease.

I was provided with a work PC, and with the help of my team and 
regular communication, I quickly adapted to the new normal. 
I recently passed my probation and I am now a permanent 
employee at the company. 

Continued on p6

Autobiogrphical infographic from Gerrie Grobler’s student portfolio
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“Gerrie joined Belgium Campus iTversity only a few 

months ago. He seamlessly merged into our dynamic and 

energetic marketing team. 

Gerrie is extremely creative, and coupled with expert 

guidance from all our team members and a solid graphic 

design foundation, he has grown from a fresh-out-of-

varsity employee into a valuable asset.

Gerrie’s creativity comes to life in his designs. He is able 

to turn a mundane concept into a visual feast. He is also 

very open to input from team members.

This allows him to grow and produce content which is 

not only functional but also draws attention, conveys the 

message and makes an impact.”

A note from Elaine Van Wyk, Belgium Campus Registrar and Head of Marketing:

Continued from p5

Press advertising for the Pretoria Art Museum from Gerrie Grobler’s student portfolio
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Human centered design research and 
collaboration.

To have a competitive edge, industries must be 
able to communicate valuable information in a 
complexed global environment. The cultivation of 
visual technique and clear semiotic application may 
facilitate communication, persuade consumers and 
encourage positive social behavior (Margolin, 2011).

Blumberg 2020, suggests that the keenness for 
technical possibility in an age of information 
technology may result in a loss of understanding 
of customer and employee needs. She (Blumberg) 
opines that “human-centered design brings both to 
the forefront, enabling designers to address them 
through solutions in the shortest possible time, while 
also enabling them to adjust solutions ongoing to 
achieve the highest possible customer and employee 
satisfaction” (Blumberg, 2020).

The problem-solving tools designers use may assist 
other industries to develop strategies conducive to 
production of human centered products and services 
as it is based on innovative problem solving and 
observed needs of people, keeping the end user in 
mind.

Karen Pretorius

In the light of global technological and social connectedness, competitive 
practice in the 4th Industrial Revolution (4IR) requires industries to address both 
the need for technological proficiency and the need to embrace a human 
centered approach to service delivery. Other than technical upskilling, there is 
a demand for the inclusion of upskilling in human centered skills. In a 2020 
article: Skills for the Digital Era, Dr Renate Strazdina mentions in agreement 
with the World Economic forum (Future of Jobs survey 2018) the need for the 
inclusion of human centered upskilling: 

“Proficiency in new technologies is only one part of the 2022 skills equation, 
however, as ‘human’ skills such as creativity, originality and initiative, critical 
thinking, persuasion, and negotiation will likewise retain or increase their value, 
as will attention to detail, resilience, flexibility and complex problem-solving. 
Emotional intelligence, leadership, and social influence, as well as service 
orientation, also see an outsized increase in demand relative to their current 
prominence”.  (Strazdina, 2020). 

In the global 4IR environment, with the heightened need for articulate 
communication between industries; disciplines; cultures; nationalities and 
language groups, the Visual Communication Design processes and methods 
can be adopted into other professions to augment communication with 
technical, social and economic needs and challenges.  Transdisciplinary 
research addresses complex social concerns. The Visual communication and 
design profession, according to (Margolin, 2011) should offer exchange of 
knowledge to be included in course material across programs. The discipline 
of Visual communication can share knowledge from a design perspective with 
other industries by introducing design processes as thinking processes and 
creative problem-solving techniques. Continued on p10



In a transdisciplinary (TD) research exploratory training workshop, 
offered by Rhodes University’s Centre for Postgraduate studies 
in 2016, (Rhodes University, 2016) participants and facilitators 
concluded that TD research principles encourage the notions of; 
layered realities, societal inclusiveness, humility, holism, ethical 
awareness, fluidity, balance, new knowledge systems and reflexivity. 
This is also relevant to the work place. 

Contextual qualitative research methods, such as conducting field 
work, engaging with industry role players, clients and the community 
(local and global), may lead to empathetic, ethical, innovative and 
sustainable solutions (Rogal 2011).

The design process is a non-linear process of research and discovery, 
exploring multiple solutions to a problem. It takes the diverse aspect 
of community into account, and may serve as a framework for 
research based on problem-solving methods and interdisciplinary 
collaboration.

Steyn Pretorius

As an institution offering creative 
courses, CTU Training Solutions 
were forced into the unfamiliar when 
lockdown was announced. From having 
lively discussions in a classroom filled 
with paper, pencils, paint and artwork 
on the walls, teaching and learning 
were forced into cyber space. The 
accommodation of an uninterrupted 
teaching and learning experience 
included classes set-up on an online 
platform.

The facilitation of modules was 
initially challenging as both lecturer 
and student had to acclimatize to the 
virtual environment. In the design field, 
students in the process of developing 
design projects, are required to 
frequently consult their lecturers. This 
happened seamlessly in a virtual 
environment as students are able to 

share their work with their peers and 
lecturers. 

Having full access to online sources 
whilst students are presenting their 
ideas, provides a new dimension in a 
lecturer’s ability to provide feedback. 
The online environment further eases 
the sharing of information during 
class times. Files shared are instantly 
available to all the team members 
and recordings of consultations are 
available after each session. These 
additional aids made possible with 
the adoption of an online platform, 
supports the teaching and learning 
process.

From a logistical viewpoint, the teaching 
of classes is effectively negotiated in a 
virtual context. There are certain aspects 
to online teaching and learning in the 
creative space which is less quantifiable. 

Student attendance is easily recorded 
in the virtual space, but gauging their 
level of activity during practical sessions 
is more challenging. In a physical 
class environment, body language 
plays an important role in determining 
students understanding and attitude 
towards a certain theme of learning. 
This may assist the lecture in adapting 
the manner of course material delivery 
or may lead to additional elaboration 
on a topic. Monitoring body language 
through virtual mediation is much more 
challenging.  

During traditional classes, students 
are required to develop their projects 
in extended practical sessions under 
the watchful eye of the lecturer. In a 
virtual context we rely on the student’s 
work ethic and his/her ability to work 
independently. We have found that 

Continued from p9
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Sources:
Pido,O. 2011. The grand cohesion: using VisComm design to hold it all together. ICOGRADA Design Education Manifesto. EdiVul-
pinari, O. Available at: https://www.ico-d.org/resources/design-education-manifesto. Accessed on June 2020.

Rogal, M. 2011. Positioning communication design. ICOGRADA Design Education Manifesto. EdiVulpinari, O. Available at: https://
www.ico-d.org/resources/design-education-manifesto. Accessed on: June 2020.

Strazdina, R. 2020. Skills for the digital era. Available at: https://news.microsoft.com/en-cee/2020/08/26/skills-for-the-digital-era/. 
Acessed on 2 August.2020.

Triggs, T. 2011.The future of design education —Graphic design and critical practices: informing curricula. ICOGRADA Design 
Education Manifesto. EdiVulpinari, O. Available at: https://www.ico-d.org/resources/design-education-manifesto. Accessed on: 
June 2020.

Vukic, F.2011. Design for tomorrow? ICOGRADA Design Education Manifesto. EdiVulpinari, O. Available at: https://www.ico-d.org/
resources/design-education-manifesto. Accessed on: June 2020.

https://www.weforum.org/reports/the-future-of-jobs-report-2018
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Richard Visagie: IT Diploma 1st year. 
The online classes are pretty fun and exciting and as an IT student I can always quickly look up 

something if I don’t understand. II much prefer a face to face approach as I’d like to be in contact 
with the person teaching. 

Renier Van Dijk: WEB, 2nd year.
In the beginning the classes were rough - most of the time I had to go through the work again to 

understand what was going on because we did not understand the work. After a while the classes 
did become better and the classes started being fun for everyone. It was hard to not interact with 
my friends due to us all being far away and being in lock down, I just want to be able to meet up 

with everyone again and have fun like we always did

Armand Pienaar: Visual Communication, 1st year.
The whole pandemic was such a crazy and scary experience, but did help me get to know myself 
better and understand who I am. I further got to spend more time with my family. With the move 

to online classes, it helped me focus more on my studies, such as assignments and tests. It was 
extremely exhausting and overwhelming, but with the support from family, friends, lecturers and 

faculties, I was more relaxed and focused on my work. This pandemic certainly did help us by 
toughening us up, helped us find ourselves and being there for each other.

Fransina Esterhuizen: Visual Communication, 2nd year.
I would say the online classes are particularly good, and was well implemented. You are still able 

to communicate and stay in touch with everyone from class. The biggest problem for me is the 
distance that we are from each other - the people we saw each day and talked to were not there 
anymore. That was an excessively big adjustment for me during the whole lock down thing. But 

overall, the classes are good, and the lecturers are putting in a lot of effort to help us.

second and third year students fair much better in this regard 
as they possess greater maturity, understanding of the design 
process and realizing the expected outcomes. 

In contrast, the entry level students in general seem to have 
greater challenges to adequately manage their time. 

What we do realize is that individual students will react and 
perform differently in the more isolated virtual environment. A 
concept in psychological literature known as locus of control 
refers to an individual’s internal belief as to the experiences 
and factors that contribute to success. There are two 
categories discernible in this concept: internal and external 
(Joelson, 2017).

Should a person possess an internal locus of control, he/
she attributes success to his or her own efforts and abilities. 
People with an external locus of control believe that their 
success is dependent on external factors. This could be 
societal, political and peer interaction. The two categories 
do not suggest that one category is better than the other. It 

merely indicates that people may have different ideas and 
approaches that impacts the way that they interact and find 
motivation to succeed (Joelson, 2017). 

The traditional class environment may therefore be better 
suited to students with an external locus of control as there is 
more external stimuli such as the class environment and direct 
peer and lecturer interaction. I can vividly remember the 
experience of walking into the design studios at the institution 
where I studied. The smell of turpentine, art work hanging on 
the walls and the lively banter of students contributed greatly 
to inspiring my own creative efforts. The virtual world can give 
us many advantages, but lacks the tactility sometimes needed 
for inspiration and motivation in any creative endeavour. 

Teaching and learning creative programs in the virtual space 
has its pros and cons. In the ideal world, one without the 
restrictions of lockdown, a blend between traditional classes 
and interactive virtual sessions will provide us with the best of 
both worlds.

Continued from p11

Sources: 
Joelson, R. B. (2017, August 2). Locus of Control: How do we determine our successes and failures? Retrieved December 11, 
2020, from Psychology Today: https://www.psychologytoday.com/za/blog/moments-matter/201708/locus-contro



14 Steyn Pretorius

Discussions on the 4th Industrial 
revolution dwells on artificial 
intelligence, machine learning, robotics 
and the interconnectedness of things 
to name but a few. The adoption of 
technologies to make our lives and work 
easier has infiltrated every thinkable 
corner of society. 

The world is constantly in flux, and no 
one is able to succinctly predict what the 
future holds for people and the jobs they 
are currently occupying. 

The working world is rapidly changing 
and it is imperative for any training or 
educational institution to embrace the 
challenges and opportunities presented 
by the 4th Industrial revolution to 

prepare students for successful 
assimilation into the work force.

The Design Faculty at CTU training 
consists of programme offerings in 
Visual Communication, Graphic Design 
and Computer Aided Draughting (CAD).

In the visual communications industry, 
changes in media consumption and 
the manner how users interact with 
communication have a tremendous 
impact on the acquisition of skills for 
any potential designer. In the programs 
offered in Graphic Design and Visual 
Communication, students engage with a 
variety of current software applications 
that enables application of design ideas 
to press, online, film and interactive 

media. Students are further encouraged 
to explore the combination of media 
types such as creating illustrative 
designs and providing the viewer the 
option to engage with content through 
augmented reality.

In an Article published in Art Times it is 
stated that ‘creative economy, now more 
than ever, needs to be considered a 
powerful addition to the current world of 
work. Conceptualised by John Howkins 
in 2001, the ‘creative economy’ refers 
to economic systems in which value is 
derived from creative and imaginative 
qualities instead of traditional sources 
such as capital, land or labour’ (Art 
Times, ND).

Continued on p16



integrated to assist in performing land surveys, photogrammetry, 3D 
mapping, topographic surveying, and more. Whilst students will still 
engage with the traditional methods of land surveying, engaging with new 
technologies and the methods of interpreting data will assist in preparing 
them for utilizing new technologies in the industry.

In the Icograda Design Education Manifesto, Dave Malouf (2011) states 
that “[t]echnology as a tool cannot be relied upon and our ability to predict 
future technology is severely hampered by the complexity and flux of our 
society and our markets. It is, thus, more important to develop methods for 
understanding technology and its uses than it is to learn how to use any 
specific tool.”

In the Design Faculty we not only develop creative skills considered as key in 
the 4th Industrial revolution, we also create an awareness of technological 
advances which will encourage the desire to apply technology, whatever it 
may be in future. 

Sources: 

Art Times. (ND). Art Times. Retrieved March 17, 2020, from Creativity is currency in 4th industrial revolu-
tion: https://arttimes.co.za/creativity-currency-4th-industrial-revolution/Gray, A. (2016, January 19).

The 10 skills you need to thrive in the Fourth Industrial Revolution. Retrieved March 17, 2020, from World 
Economic Forum: https://www.weforum.org/agenda/2016/01/the-10-skills-you-need-to-thrive-in-the-
fourth-industrial-revolution/Malouf, D. (2011). Design Education of the Future. Icograda Design Education 
Manifesto 2011, 100.

DESIGN  and the

Besides developing students’ technical acuity, the programs in Visual 
Communication and Graphic Design focus on the development of 
students’ ability to develop innovative design solutions to stated design 
problems. 

Creativity is not only a key skill for every successful designer, but is 
identified as a priority skill in the 4th Industrial Revolution. In 2015, 
creativity was ranked number 10 on the list of important skills, but as  
most important skill after complex problem solving and critical thinking 
by the World Economic Forum (Gray, 2016).

In the CAD programmes offered by CTU Training Solutions, the 
application of technology is consistently reviewed to ensure students stay 
abreast of latest developments. Although the principles of Mechanical 
and Architectural draughting remain the same, technology has 
drastically altered the way that we are able to present three-dimensional 
representations of architectural and mechanical structures. At CTU we 
employ virtual reality (VR) to enable a viewer to experience the space of 
an architectural structure through a virtual walk-through.

The CAD department is further in the planning phases of incorporating 
drone technology into the curriculum. Drones have been successfully 

Continued from p14
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In 2020, CTU Training Solutions rolled out the Higher 
Certificate in Graphic Design at Pretoria and Stellenbosch 
campuses. 

The Higher Certificate in Graphic Design is designed to 
develop knowledge and skills required to enter a career 
in graphic design. The qualification further assists in the 
development of academic skills empowering graduates 
to further their education in higher education. The 
qualification is focused on the development of knowledge 
and skills in design, drawing and software application 
that will provide a balanced set of skills required for 
entry-level positions in the graphic design industry. 
The qualification further assists in the development of 
students’ academic skills through engagement with theory 
that underpins the development of practical projects. 

The Higher Certificate in Graphic Design is structured to 
allow for a progressional accumulation of skills. 

The qualification consists of eight modules. It focuses 
on industry standard programs and provides students 

with practical knowledge in Adobe Illustrator and Adobe 
Photoshop. In the first semester there is a focus on 
English Communication, which is designed to equip 
students with written and verbal skills related to the 
design industry. Both fictional and non-fictional writing 
are explored while ultimately improving their general 
writing and communication skills for future application in 
the visual communication field. 

In the first semester modules, Graphic Fundamentals 
and Drawing Fundamentals, students engage with 
fundamental principles related to the specific subject 
stream. In semester two, students have the opportunity 
to apply knowledge of fundamentals in the completion 
of a variety of projects. Projects in Graphic Design 
Application typically provides students with an opportunity 
to work with industry appropriate themes and real 
word application by delving into sub-disciplines such as 
corporate identity design, packaging design, editorial 
design and advertising design. 

“What the visionaries had in common was a particular love of craft and a desire to play”  Petrula Vrontikis. 

Continued on p20 Emily Middleton 



Lastly, a module in Art History focuses on the progression 
of relevant movements that still have influence on and 
informs our design decisions today.

The Higher Certificate in Graphic design aims to 
simulate industry practice and in doing so, ensures that 
students acquire a solid understanding of the demands 
of the graphic design industry. The projects are set-up 
in a phased manner that guides students through the 
design process. Each project further requires students 
to critically analyze existing design projects relevant to 
a specific project. The ability to analyze visual stimuli is 
an important skill in the process of design as it assists 
students, not only in the process of design, but also in 
evaluating the efficacy of their own design solutions. 
This structure of the programme enables students to 
build confidence in their abilities and to move into 
the workforce or into further creative studies with a 
substantial foundation of knowledge.

Lecturer comments on the qualification: 
The course flowed smoothly this year despite the 2020 
disruptions. The students exhibited great improvements 

in all aspects covered in this course. Vast amounts of 
development could be seen in their observation and 
drawing skills and these results were translated into their 
design projects. The first change that was noticeable was 
an improvement in the language use by the students, 
which quickly became evident in their projects. I noticed 
that while executing certain tasks students were unaware 
of the improvements happening and often could not 
understand the relevance. However, as I watched from 
an outsiders perspective it was inspiring to see how each 
project steered students in the direction of becoming a 
competent designer. While the online teaching of creative 
subjects did at first take some adjustment, as we moved 
from a classroom environment to an online platform, the 
students were still dedicated to their work. The projects 
created by the students improved in standard and skill, 
making it evident that they had absobed the guidance 
provided and knowledge supplied throughout the year.  
The keen willingness of the student to grow and improve 
their skills has been inspirational and I look forward to 
seeing this continue.

2120

Continued from p18 Students’ comments on the qualification: 

Melinda Nel: “Prior to this course, I had little to no knowledge 

about compositional sketches, using the correct fonts and colour 

psychology. Throughout the year, I learned quite a bit and added 

new skills to my skill set. I love it and wouldn’t want to study 

anything else.”

Emily Middleton: “I’ve learnt a lot about the actual connection 

between a design and the feeling it should evoke and how much 

actually goes into a final design. I definitely learnt a lot of new 

things I never knew.”

Anzel: “I enjoyed it even though it was challenging but it was fun 

to see my imagination come to life with creating the illusions.”

HIGHER Certificate in

Emily Middleton Melinda Nel



Graphic designers, also referred to as graphic artists or communication designers, 
combine art and technology to communicate ideas through images and the layout of 
web- and printed pages. They may use a variety of design elements and principles to 
achieve artistic or decorative effects and more often designers will need specific programs 
such as provided by Adobe to execute their concepts and designs.

Whether you are starting your own design company or planning on being a freelance 
designer, you still need reliable software to digitize your concepts effectively.

The market is flooded with free and subscriptions base apps, all alternatives to Adobe’s 
range of products. Some of these programs however may have restrictions or limitations. 
I have listed a couple of design programs in this article which I think is worth looking 
into. I have tried out some of these apps myself, however, I do suggest you look at 
recommendations from various users, reviews and tutorials before diving into any of 
these programs.

Don’t get me wrong Adobe products are amazing and there are very few programs as 
powerful as the Adobe range. Remember a program is merely a tool to get the job done, 
you are the creator! Continued on p20
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Drawing, illustrations, painting and conceptualization
Autodesk Sketchbook (Windows / Mac)
Sketchbook is perfect for conceptualisation and a good alternative to 
“pen and paper”.  
I use Sketchbook with my pen display and  I can recommend the 
program as a good alternative to Adobe Sketch and Astropad Studio. It 
has an easy-to-navigate user interface and allows you to save in a .psd 
format for an easy transfer. 

Krita (Windows / Mac / Linux / Android / Chrome OS)
Krita is a professional free and open source program. Krita is a raster 
graphics editor designed primarily for digital painting and 2D animation. 
The program provides loads of build-in tools, presets, preloaded brushes, 
brush stabilizers (for those with shaky hands), vector and text tools to 
name but a few.
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Design, layout, image manipulation and final execution
“Affinity Trinity” (Windows / Mac)
Affinity is a design suite that includes photo editing, illustrations and layout. Affinity has 
become popular owing to its price and usability. Affinity Photo has variety of options, 
filters and effects to do quick corrections or touch-ups to get that perfect ambiance.  

CorelDraw Graphics Suite (Windows / Mac)
CorelDraw Suite packs some pro-level features and offers a highly accessible interface 
that is easy to use. It is a bundle of multiple applications that deliver powerful editing 
features.

Inkscape is a capable free graphic design software that can help designers create 
scalable graphic designs that won’t stretch or blur during resizing. It’s a user-friendly 
option for hobbyists or beginners interested in vector drawing.

Having access to the 
knowledge and technolo-
gy needed to directly put 
it into words and pictures 
puts you at the top of 
your marketing game.

24

Alternative
(?)DESIGN 

P R O G R A M S

Continued from p23 In the end no medium 
should be too foreign or too 
strange when executing your 
design. It should also suit 
your budget.



m e e t i n g  e x p e c t a t i o n s



29Steyn Pretorius28

At CTU Training Solutions, we subscribe to the value attributed to student understanding of the real world. 
As educators it is our duty to encourage engagement with social issues and to foster conversations in the 
classroom.

Students studying towards the Diploma in Visual Communication are required to complete a number of 
projects dealing with specific social issues. These projects require students to thoroughly investigate social 
issues as basis for the development of Public Awareness Campaigns or promotional campaigns for Non-
Government Organizations (NGO’s). 

The Diploma in Visual Communication final year students were tasked to develop a campaign promoting 
a fictitious NGO, that deals with femicide. Umfazi is an NGO who aims to increase awareness of femicide 
in a South African context. Besides the creation of awareness, the NGO further will embark on a number 
of initiatives to elicit donations to be used in the support of woman in abusive relationships. Femicide 
is generally understood to involve intentional murder of women because they are women, but broader 
definitions include any killings of women or girls. Students were required to develop a corporate identity 
system as well as promotional material for Umfazi.

In this article we showcase some of the students’ creative outputs for the NGO Umfazi.

C h a n t e l l e  B o s m a n :

The Hamsa Hand is considered a protective 
symbol in all faiths. This protective symbol 
forms the basis of the logo for Umfazi to 
represent protection. In many instances the 
symbolic hand has an eye in the centre to 
ward off evil. In the application of the logo, 
the eye is applied on elements such as the 
stationary design.

Continued on p30

FEMICIDE
a      issue
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J o z e l l e  A u c a m p :
Jozelle based her project 
in a Daisy flower. The 
daisy flower is attributed to 
purity and innocence. It is 
also a flower that is given 
to someone to confess 
undying love. Daisies wrap 
up at night which can 
represent the keeping of a 
secret as well as symbolize 
truth. 

E n y a  H e l b e r g :
Ancient Greek brides sometimes wore the olive branch 
as a wreath during their wedding period in order to 
symbolize purity. The olive branch further relates to 
Athena, the Greek goddess of wisdom, courage, law, 
and justice as well as strength, strategy, and war. The 
olive branch therefore is appropriate to represent 
Umfazi, a NGO aiming to help woman negotiate 
the serious issue of abuse and create awareness of 
femicide. 

Continued from p29

Continued on p32

FEMICIDE
a        issue
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T r e a s u r e  M a p u t l e
Oya is one of the most powerful African Goddesses (Orishas). A Warrior-
Queen, she is the sister-wife of the God Shango, to whom she gave the power 
to create storms. Much of Oya’s power is rooted in the natural world; she is the 
Goddess of thunder, lightning, tornadoes, winds, rainstorms and hurricanes. 
The idea behind this design is to emphasize protection and self-determination 
the goddess represents.

FEMICIDE ; 
a  s o c i a l  i s s u e
Continued from p31
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STUDENT work; 
Printing is not dead yet, and in packaging it will be alive for as long as we sell products. Besides 
visual and tactile appeal, with today’s heightened awareness and need for environmentally 
friendly production, packaging should also consider environmental impact and recyclability. 
Increased resources and complexed finishing tools allow greater opportunities for repurposing 
packaging components. 

With packaging, protection, preservation and presentation are equally important. Yes, we pack 
to protect and preserve, but packaging also communicates the brand’s identity. Packaging 
should serve as a marketing tool and the designer’s job is to create packaging design that 
enhances brand recognition and sway the customer to pick up a product.

Considering that each product competes directly or indirectly with thousands of others and that 
it takes only a few seconds for the consumer to decide on and pick up a product from the shelf, 
the brand promise should be conveyed and differentiated within seconds. The customer needs to 
be motivated to pick up the product. How does packaging design do that? 

Packaging should tell a story. It should also be visually appealing and according to Grip 
2013 two major components; Typography and texture, greatly influence consumer behavior. 
Typography and texture may add to the product appearing expensive, cheap, humorous or 
rebellious for instance. Texture may beg for touch which encourage the consumer to pick up the 
product. Picking up encourages purchasing. The use of a proper colour system can influence 
subconscious decision making as colour can be a powerful emotional tool. Colour also serve as 
a tool for differentiation.  

Visual consistency across a product line is about finding a good balance between cohesion and 
differentiation so that a family of products come together while each product maintains its own 
character (Grip 2013). Here are some examples showing how students approach the problem of 
cohesion in packaging design.

Chantelle Bosman - Loerie finalist

Jozelle Aucamp

PACKAGING DESIGN

Jennifer Joshua. 

Enya HelbergGrip. 2013. Best Practices for Graphic Designers, Packaging. Rockport Publishing
https://www.condair.com/m/0/white-paper-5-printing-packaging-trends-2019.pdf
https://retailminded.com/4-reasons-why-product-packaging-is-important/#.X58QVdZuKqk

Continued on p34
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Tiffany McAllister

Amoné Naudé, 
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Sean Spijkers

STUDENT work; 
PACKAGING DESIGN

Latief Suhail
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