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Abstract

Current study curriculum for Arts and Design lack emphasis towards preparing students with
creativity and skills to face the challenges of 21st century education and industrial
environment. The main objective of this study is to investigate a needs analysis for the Graphic
Design Program in higher learning institutions based on a cross-cultural corporate identity
curriculum model. Needs analysis is one of the most essential stages of data collection in
order to provide information for systematic analysis. Generally, the study involved a semi-
structured interview conducted on twelve participants. Qualitative analysis of data was
gathered from the semi-structured interviews and later transcribed and analyzed
thematically. Three main themes were recorded: (i) design based on local cultural identity, (ii)
cross-cultural curriculum and (iii) student-centered teaching and learning. Data findings
concluded that the majority of the study participants were inclined towards a cross-cultural
corporate identity curriculum model for the Graphic Design Program. It could be concluded
that the proposed development of a cross-cultural corporate identity design curriculum in the
Graphic Design Program was supported and approved by almost all study participants in this
research. This study could contribute towards guiding and shaping technical academic courses
that match 21st century needs.

Keywords: Corporate Identity, Cross-Cultural, Curriculum, Graphic Design Program, Needs
Analysis

Introduction

The development of a cross-cultural corporate identity curriculum model for the
Graphic Design Arts Program is a curriculum model which applies cross-cultural in the context
of teaching and learning to produce corporate identity design. This model is intended as a
guide for curriculum designers in developing a curriculum design which incorporates cultural
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or cross-cultural for Graphic Design Arts courses for higher learning institutions. Higher
learning institutions are a platform in preparing students to perform effectively in a
multiracial society (Dalib et al., 2019) and to provide an appropriate learning design
experiences (Chiang et al., 2018). To ensure that the design of this curriculum model is
pertinent to current needs in the creative industry, a needs analysis study is conducted.
Essentially, needs analysis is the first step to understand about the culture of the community
and identify the level of knowledge available before initiating the selection of objectives in
the development of curriculum design (Thiruvengadam, 2014). A needs analysis is needed to
ensure of the development of a learning program or curriculum which is more relevant to the
needs of a certain area (Bocanegra-Valle & Table, 2016). After identifying the needs analysis,
the next step is to transform the needs into a form of learning objectives which would be the
basis for the development of teaching and learning strategies, production of teaching content
and also as an assessment instrument.

Culture is an important element in the planning or development aspect of curriculum
design especially to develop the content of each curriculum (Murdoch-Kitt & Emans, 2014).
This is because part of the essence in education is to form an understanding and appreciation
of the cultural heritage of the community to the younger generation (Nordin, 2018).
Therefore, studies conducted by (Lee et al., 2016) have suggested that curriculum planning
and development should strive to integrate cultural component as it is part of the essence of
education to ensure that society benefit from it. Apart from that, to stimulate students'
attention, curricular integration should include activities such as interactive learning and the
use of information and communication technology (Rashed et al., 2020).

Curriculum Development in Graphic Design Education

Generally, curriculum development is implemented to produce a knowledgeable and
skilled society which in turn could meet the needs of the creative industry (Austerlitz et al.,
2008; Orr and Shreeve, 2018). In fact, curriculum development which meets the needs of the
industry is very important for the Graphic Design Program. (Fraher & Martinson, 2011) also
stressed that students of the Graphic Design Program are in dire need of education that meets
the needs of the industry because it will provide real experience as what is needed in the
actual work industry as professional designers. Thus, the curriculum for the Graphic Design
Program needs to be developed in line with the role played in the creative field (Drucker,
2016). According to (Drucker, 2016) one of the important features in the development of
Graphic Design Program curriculum design is the emphasis on the formation of good
understanding to convey information effectively and meet the needs of society. (Drucker,
2016) added that the curriculum of the Graphic Design Program should focus on technical
aspects and the outcome in the production of a design.

In fact, the graphic design field comprises various components which serve as a platform
to produce creativity. Corporate identity is one of the components in the Graphic Design
Program offered at the diploma or degree levels in local higher learning institutions.
Corporate identity in the field of education is an introductory course on basic work of graphic
design such as logos and corporate items, packaging, souvenirs, promotional materials,
website development and more. In addition, corporate identity is also a majoring in the final
year project for students in the Graphic Design Program at local higher learning institutions.
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Basically, learning in producing corporate identity design requires mastery of knowledge of
design basics such as concept selection, colour use, typography and technology use skills
(Foroudi et al., 2017). For instance, as a graphic designer, the basic understanding and skills
of producing designs are formed through the mastery of basic designs such as the production
of logos in corporate identity. The design aspect of a logo has its own unique message or
value, its meanings can be linked to the local sociocultural environment it symbolizes (Yunus
etal., 2019). The production of corporate identity designs is very important because it reflects
the identity or image of a company, organization or product that is shown to the public
(Grethe & Pedersen, 2016).

There are several important aspects that need to be emphasized in developing
curriculum design as recommended by previous researchers. Due to this, this study proposes
a look into the needs analysis towards a new curriculum development design in Graphic
Design Program based on a cross-cultural-based curriculum. Cross-cultural in learning
produces design which encourages students to better understand about the different cultures
and in turn could inspire new ideas which could be applied in the process of producing a
design (Lee & Bain, 2016). In addition, (Hoyos et al., 2015) also have a similar view that
understanding of culture can help increase understanding of cultural differences and this is
very important for a designer to remain competitive globally. Cross-cultural in teaching and
learning also can help students from many cultures to communicate effectively (Ahmad &
Weerakkody, 2011).

The advantages of various ethnicities and cultures give inspirations towards the
emergence of the production of various unique and creative designs. A study conducted by
(Lee & Bain, 2016), also suggested that the field of design education could apply culture in the
context of learning in order to meet and satisfy the needs of the target group. In the context
of cross-cultural design education, there is still limited discussion in the form of empirical
studies (Lee et al., 2016). Cross-cultural aspects need to be applied in the learning of design
to increase awareness of the diversity of unique sources of ideas via cultural diversity.
Therefore, this needs analysis study was conducted to identify cross-cultural needs in the
development of cross-cultural corporate identity design curriculum for Graphic Design
Program at diploma level. Therefore, the development of this cross-cultural corporate
identity design curriculum is seen to give new life to the Graphic Design Program curriculum.

Need Analysis

The cross-cultural corporate identity curriculum is new curriculum development for the
Graphic Design Program. The corporate identity curriculum needs to be reformed in order to
adapt to the current situation and needs. This study was conducted to obtain direct first-hand
information from lecturers and graphic designers on the need for a cross-cultural corporate
identity curriculum. This proposed curriculum development study integrates local cultural
elements and applies a project-based learning environment. Project-based teaching and
learning is an appropriate mechanism to be practiced in graphic design education (Orr et al.,
2014). To develop the new curriculum, this research applies design and development research
approaches (Richey et al.,, 2004). Based on the research of several previous studies, the
concept of development in education is a form of production of a learning material (Sahrir et
al., 2012). While the definition of research and development carries the meaning of research
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conducted systematically and through several phases such as design, development and
evaluation (Ibrahim, 2016; Richey & Klein, 2005).

Generally, there are three main phases in design and development research namely:

Phase one: Needs analysis phase

Phase two: Development and design phase

Third phase: Evaluation phase

Nevertheless, this study will focus only on Phase one which is the needs analysis phase.
According to (Bocanegra-Valle & Table, 2016), needs analysis is a form of information
gathering and systematic analysis in the development of a sustainable curriculum. The
purpose of the implementation of needs analysis is to gather information to develop all types
of teaching and learning so that the programs offered are more relevant to current needs
(Thiruvengadam, 2014) . The view by (Al-hamlan, 2015) states that needs analysis is defined
as a specific platform that can be used for improvement in the academic field. Therefore, in
this study, a needs analysis was conducted to obtain the views of a group of educators and
graphic designers on the reforms or improvements that can be implemented in the
development of cross-cultural corporate identity curriculum design.
In the context of this study, needs analysis was conducted to answer the research questions
namely:

What is the need for the construction of a cross-cultural corporate identity curriculum

in the Graphic Design Program?
Finally, the findings of needs analysis were evaluated. The results of the study would be useful
for the design development of main components and elements for each main component of
the cross-cultural corporate identity curriculum. Ultimately, this study could also empower
graduates to thrive amidst the rapid changes in the graphic design academic and professional
field.

Research Problem

Graphic Design programs largely develop curriculum design according to the planning of
their respective educational institutions. Notably, there might be certain institutions that
would lack the experiences in the development of graphic design; and as an outcome the
graduates produced would not be able to meet the needs of the creative industry. A study by
(Spencer, 2016), also reported that Graphic Design Arts Program at the university level is less
successful to produce graphic design arts students according to current needs and have
caused graphic arts graduates to have difficulty getting jobs as designers in the industry.
Similarly, (Meyer & Norman, 2020) also stated that the current design education system is
less skilled in preparing or empowering students to face the challenges of the 21st century.
This means that the main design foundations and the design process are less emphasized in
the teaching and learning approaches, despite the fact that skills for the development of
creative ideas for solving problems or issues in complex designs are very essential for young
designers. Based on several previous studies, there are several factors that have been known
to be the cause of the problem, among them is the problem of implementation of teaching
and learning methods that is no transformation in the Graphic Design Program because there
are academics who still practice teaching and learning methods that do not meet the
demands and needs of the current environment (Blair-early, 2010; Drucker, 2016; Ozkaynak
& Ust, 2012). In addition, in the study (Inciong, 2010) stated that in-depth discussion of the
assigned tasks and emphasis on the design production process is given less attention in terms
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of learning graphic design. Some of the learning issues highlighted by (Meyer, 2008) in
previous studies include the problem of students' understanding of cultural components in
society, different teaching and learning practices in learning about culture and most learning
is too dependent on certain cultural aspects even though they have a basic understanding of
multiculturalism.

In addition, there are some recent studies which state the need for the application of
culture in Graphic Design Program. Among them is a study conducted by (Yang & Hsu, 2017)
which emphasizes that Graphic Design Program is very important for cultural development in
society. Although cross-cultural is not a new thing in the field of education, but in a study
conducted by (Gray & Boling, 2017) stated that the influence and elements of cross-cultural
are less practiced in the production of designs. The findings of the study (Offorma, 2016),
suggest that curriculum development should integrate cultural components that are the
essence of education so that teaching approaches become more meaningful. Educators need
to strengthen their knowledge of racial culture so that the knowledge can be channelled to
students more effectively (Hie et al., 2018). Therefore, based on the research gap which has
been identified then this study is important to explore the development needs of cross-
cultural corporate identity curriculum design for Graphic Design Program.

The objective of the study is to identify the need for the development of a cross-cultural
corporate identity design curriculum in the Graphic Design Program. In the context of this
study, the implementation of needs analysis is aimed towards identifying the views and
knowledge of study participants consisting of lecturers as well as graphic designers who have
extensive experience in the field of graphic design on cross-cultural corporate identity. Semi-
structured interview techniques were conducted to answer the research questions, namely:
What are the needs in the development of a cross-cultural corporate identity design
curriculum for Graphic Design Program?

The questions of this study provided insights into the views of the study participants on the
following:

a) cross-cultural needs in the production of graphic design artwork

b) cross-cultural corporate identity curriculum requirements in Graphic Design Program

c) appropriate teaching and learning methods for cross-cultural corporate identity curriculum
in graphic design program

Research Method

Needs analysis can be implemented using qualitative or quantitative approach by using
suitable instruments including interviews or questionnaires (Chu, 2016). This study applied a
qualitative approach to identify cross-cultural needs in the context of teaching and learning,
especially to generate corporate identity design. Data collection involved interviews with
experts in the Graphic Design academic field and also professional graphic designers.

Participants

Semi-structured interviews were used for data collection involving a total of 12
participants comprising of 10 lecturers who have had teaching experiences from at least three
to twenty years in the Graphic Design Program in local institutions of higher learning and also
2 graphic designers from the public sector who have had experiences of sixteen to twenty
years in producing professional graphic designs. Interviews were done in Malay according to
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the participants’ language preference which was the Malay language and was translated to
English when reporting was done in this journal article. Table 1 showed the background of the
study participants involved in this study. Overall, the selected participants were individuals
who have had extensive knowledge in design education especially graphic design; and they
have experiences in the production of graphic design works. Altogether, 12 people were
involved with 6 men and 6 women from various ages and races representing the majority
races in Malaysia ranging of Malays, Chinese and Indians. The rationale for the selection of
the study participants who are of various races and have different work experiences is to
obtain diverse information which is seen appropriate to the context of the study which is
based on a cross-cultural graphic design context. The number of participants selected in this
study is based on purposive sampling. Therefore, the selection of study participants is based
on suitability to the context and the purpose of the study.

Table 1:
Study Participants’ Background Information
STUDY AGE GENDER POSITION SERVICE WORK RACE
PARTICIPANT PERIOD PLACE
P1 (participant1) 25-35 Male Graphic 5-10 Public Malay
Lecturer University
P2(participant2) 46-55 Female Graphic 16 -20 Private Indian
Lecturer University
College
P3(participant3) 25-35 Male Graphic 11-15 Private Chinese
Lecturer University
College
P4 (participant4) 36-45 Female Graphic 11-15 Private Malay
Lecturer University
College
P5 (participant5) 46 -55 Female Graphic 16 -20 Public Malay
Lecturer University
P6 (participant6) 25-35 Male Graphic 3-5 Public Malay
Lecturer University
P7 (participant7) 46-55 Female Graphic 11-15 Private Chinese
Lecturer University
College
P8 (participant8) 25-35 Male Graphic 5-10 Private Malay
Lecturer University
College
P9 (participant9) 36-45 Female Graphic 11-15 Public Malay
Lecturer University
P10 (participant 25-35 Male Graphic 5-10 Public Malay
10) Lecturer University
P11 (participant 46-55 Male Graphic 16 -20 Creative Malay
11) Designer Industry
P12 (participant 36-45 Female Graphic 16 -20 Creative Malay
12) Designer Industry
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Instrumentation

After the determination of the study participants was done, the next step was to develop
an interview protocol that contained semi-structured interview questions to help the
researchers obtain the views of the study participants on the cross-cultural needs in corporate
identity curriculum design. Research ethics were done at university level, and therefore
involvement of all the study participants was on the basis of professionalism. The interview
guestions were confirmed by experts consisting of scholars with experience in graphic design
education and curriculum development experts at the university level. Finally, the
qualititative data obtained through the interview sessions were transcribed and analyzed
thematically.

Data Analysis Process

Thematic analysis involves the search for the required data based on the data obtained
through interviews and has undergone six main steps in the process of analyzing data [29].
The process of analyzing the data in this study is as follows:

Step 1: Understand the Data Collected

Interview data were recorded and transcribed to identify the required data. After the
interview results were transcribed, the data were also reviewed and agreed upon by the study
participants.

Step 2: Code Generation

Generation of initial codes and open coding (open coding) was done to generate initial codes
that have been found as a result of the implementation of the interview. The generation of
these initial codes was an initial translation of the researchers that was felt to be appropriate.

Step 3: Classify the Data
The initial codes found were classified by category prior to form themes.

Step 4: Theme Formation
The formed themes were based on the initial codes which have been classified by category.

Step 5: Define and Name the Theme
Define and refine each theme to illustrate the essence of the data.

Step 6: Generate Data Reporting
Write data findings.

Procedures of the Study

Study procedures involved several data collection processes. The first was to identify the
experts involved as study participants. The next step was to obtain permission and an
appointment to conduct the interview session. Meetings with study participants were
conducted at different time and places because participants had their own commitments too.
All interviews were visual and audio recorded to facilitate transcription processes. Finally,
transcription was aided using the NVIVO software 12 Pro version. Interview data were
recorded and transcribed using NVIVO software. After the interview results were transcribed,
the data was also reviewed and agreed upon by the study participants. The next step was
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generating initial codes. Open coding was done to generate the initial codes. A total of 198
codes were extracted from the interview data. Initially, each code was defined and then
refined. Next, 16 categories were redefined and arranged under the categorically. Next, the
researchers further detailed the arrangement of these initial codes into 16 categories to
develop appropriate themes and sub-themes.

Result and Discussion
The results of the interview analysis identified three main themes were as the themes and
sub-themes identified were stated in the Table 2.

Table 2:
Themes and Sub-Themes Derived in Needs Analysis Phase
THEMES SUB-THEMES
i) Application of cross-cultural arts elements
Theme 1:

Design features with local ii) Cross-culture inspires new ideas
culture identity

i) Curriculum design based on experiential learning

Theme 2: ii) Cross-culture integration in corporate identity
Cross-cultural based
curriculum
i) Learning cross-cultural identity
Theme 3: ii) Mastery of theory and practice
Education based on a iii) Project-based learning
holistic approach iv) Assessment based on academic and industrial standard

Theme 1: Design Features with Local Culture Identity
Based on the interviews conducted with the 12 study participants, it was found that
cross-cultural needs ought to be applied to the production of graphic designs such as
corporate identity. This is because cross-cultural designs highlighted the uniqueness of
designs characterized by local identity. Local identity in designs needed to be created in order
to be accepted by public and industries (Chu, 2016). Therefore, the design should be able to
elevate the popularity of local culture in the eyes of the world. Based on the interview, there
were some study participants who emphasized that:
a) cross-cultural is very important in the design medium so that designs become more
versatile or adapted according to the situation or environment.
b) cross-cultural design concepts could highlight local identity as the strength of design
presentation
c) cross-cultural provide good competitiveness to other design concepts as designs become
more versatile and comprehensive, rather than focusing on producing one design feature.
For example, an experienced professional designer from the industry, (Participant 11)
explained:
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Because what..because from there if we do not cross-culture..we can not ..what people
say..can produce a aaa design,.. design that is versatile or comprehensive compared to us
only.. aaa.. focus on only one(design feature)

(P11: Line 26 - 28)

It seemed that majority of the study participants agreed to the application of cross-cultural
arts elements in the production of a design and sub-themes. The results are as follows:

Sub-theme 1: Application of Cross-cultural Arts Elements

Diversity of races and religions found in Malaysia has sparked various art forms in a
culture. Therefore, some study participants stated that this cross-cultural art element is an
advantage which could be used as a form of generating creative ideas in the production of a
design, especially in the field of graphic design.

(Participant 3) stated:

They (students)will be more creative when these cultural elements are combined. This will
have a more harmonious impact. (P3: 55 - 56)

Whereas, (Participant 1) explained:

Designers need to understand how culture works in society because we create our visuals
here using a local context, which means new local culture can sell. We can't use the overseas
context to sell locally ... we can't. So for designers and for students in fact, understanding the
cultures that exist in Malaysia is very important. (P1: 45 - 47)

Furthermore, elements of cross-cultural art which do not touch on racial and religious
sensitivities could be used to produce designs that feature local identity (Philip, 2018). In
addition, (Participant 10) also stated about the importance of cross-cultural in a multi-racial
local. Based on interviews with the study participants who were experienced as lecturers in
public and private institutions of Higher Learning as well as professional graphic designers, all
the participants agreed with the cross-cultural application in the production of a design
especially in graphic design. Moreover, several participants emphasized the importance and
needs of cross-cultural in the field of design such as in corporate identity. Indeed, one of the
expert views that injecting elements of cross-cultural was necessary for producing design to
meet current needs.

This was showed in the statements presented by (Participant 9):
| think it is a MUST..okay (child)..so that we remain relevant..okay! Means that as a
designer, no matter whether it is corporate identity or other design discipline in the graphic
design, here is the cross culture ... okay.
(P9: Lines 238 - 239)

Another point was that the views from graphic designers were also important in terms of
looking at cross-cultural needs in the production of graphic design. According to Expert 12,
the application of cross-cultural art elements in design would produce designs which could
adapt and innovate according to the situation or environment.
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Sub-theme 2: Cross-culture Inspires New ldeas

Next, the majority of study participants also argued that cross-cultural could trigger and
inspire new ideas in the production of designs and therefore lead to the production of designs
which have their own identities. Cross-culture inspires new ideas on creating the design (Dong
Yeong Lee & Waller, 2016). The participants also explained clearly that the integration of
cross-cultural contexts could assist in the proliferation of new ideas in inspiring creative
designs as well as being able to meet with the current industry needs. The result of cross-
cultural design will have an interesting impact because there is a combination of various
elements of cultural arts.

For example, (Participant 1) viewed that:

Yes..l think that when there is a integration of two or more cultures then we will be able
to see something interesting and such things that have never been seen will likely to happen.
As a result, we (people in the industry) are excited about the results or findings of the
integration (P1: Lines 74 - 75)

Theme 2: Cultural-based Curriculum

In addition, the majority of the study participants also agreed that there was a need to
develop cross-cultural based curriculum design for the Graphic Design Program. According to
the participants involved, they were of the view that cross-cultural elements should be
applied in education, especially for programs involving graphic designs because the cross-
cultural based curriculum will meet the needs of creative industries. (Participant 2) argued
that cross-cultural curriculum design should be developed so that students could understand
more about cultural diversity of the nation.

Emmm..maybe we can practice an arrr program or special course for cross-cultural (P2:
Line 105)

Moreover, the study participants further stated that the implementation of cross-cultural
based curriculum would provide good learning experiences for students to increase their
understanding about the various cultures; and this move eventually could generate a variety
of ideas in the production of designs . It is hoped that with the integration of the cross-cultural
in the field of arts education would guide students to produce designs that could meet the
needs of society because the objective of design production is to convey information that is
effective and accepted by the target group. It could be seen that various views were given by
the participants with regards to cross-cultural based curriculum design and to conclude there
were two sub-themes found namely:

Sub-theme 1: Curriculum Design based Learning Experience

Firstly, based on the findings, it could be summarized that the development of
curriculum design in the Graphic Design Program should be based on curriculum concepts.
Basically, the development of a graphic design curriculum should focus on learning outcomes,
emphasize mastery and competence in terms of three essential of understanding, design skills
and techniques, also creative thinking (D’Amico, 2018). Essentially, several of the study
participants were of the view that mastery in the form of understanding and skills in the
production of designs is obtained through the application of doing collaborations with the
industry where students would be given opportunities to undergo actual practical training in
the relevant industries. It is believed that industry involvement in the development of Graphic
Design curriculum could assist in creating and training prospective graduates who could then
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meet the current needs of the industry (Dziobczenski et al., 2018). In other words, industry
involvement will create the impacts of producing graduates who are able to meet the needs
of the creative industries locally and globally, which would lead to graduates who are ready
to take on the duties and responsibilities as a graphic designer in the real world.

According to (Participant 9), the industry's involvement in the development of Graphic
Design curriculum is with the aim to ensure that the courses offered to students are relevant
and be able to meet the current needs. In addition, the implementation of practical training
in the industry can expose graduates to gain a lot of real experiences, give them the
networking and able to fulfil the needs of industries (Chiang et al., 2018). This impact would
lead towards improving the quality of learning outcomes. Overall, it could be summarized
that an appropriate curriculum design can provide a good learning experience and enhance
the creative thinking skills in order to produce a new design with cross-culture art elements.

Furthermore (Participant 5) argued:

Our students ummm..are maybe a bit advanced in terms of technology..they have skills
in the use of aaa specific software but in the production of ideas..design design..they need to
have a new subject or curriculum that helps them to learn further or be taught in such areas
(P5: Lines 76 - 78)

In addition, the curriculum design should expose students to graphic design work that
implemented in the real creative industries, so that students can master knowledge with
regards to producing effective and creative designs.

Sub-theme 2: Cross-cultural Integration in the Corporate Identity Curriculum

It seemed that the agreement towards cross-cultural integration should be considered in
developing a corporate identity curriculum design. This is because the study participants felt
that cross-cultural should be exposed to students from the early stages of design-based
learning. Moreover, (Participant 2) expressed the view that she agreed to the development
of cross-cultural corporate identity design. However, she suggested that planning research
should be carried out to implement this curriculum. This is because cross-cultural involves
cultural diversity and it requires in-depth research in order to develop a cross-cultural
corporate identity curriculum design.

Theme 3: Education based on a Holistic Approach

Summarily, based on the findings it could be said that lecturers and graphic designers
have provided a variety of views in terms of the teaching and learning methods for cross-
cultural corporate identity curriculum. A teaching method is a collection of actions that
educators employ in order to instruct students and the technique within an approach is
referred to as a method (Husaian et al., 2021). Based on the interviews conducted, it was
found that education based on a holistic approach is suitable to be implemented in cross-
cultural corporate identity curriculum design. Student-centered teaching and learning would
provide a platform to give out effective learning experiences to students such as mastering
high levels of understanding and acquisition of skills.
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For example, (Participant 12) who is experienced in the field of graphic design commented
that:

Then in terms of one’s attitude..err..attitude. So if you want to produce a design, the
important one is the attitude because when he understands it, he can do it..for me..in my point
of view. Attitude because when you want to process a logo..a design..the designer must have
an attitude that what people say aaa here understand and aaa there is an observer..the basis.
If not when we give a task, when we give something..he will not understand what..why there
is a need to do that thing..why need that thing (P12: Lines 118 - 122).

Based on the findings from the interviews, it could be summarized that there are four
main sub-themes to explain the teaching and learning methods of cross-cultural corporate
identity, namely:

Sub-theme 1: Exploration in Cross-cultural Identity Learning
The participants were of the view that exploration in learning is an appropriate

method to be implemented in the cross-cultural corporate identity curriculum. This
exploration is in the form of a study analysis before a project or design is implemented. Some
study participants suggested that the production of research in the design process should
begin with reading from scientific materials. It could be seen that the majority of lecturers
and graphic designers interviewed illustrated that the design process is an important
component in the production of a design. In addition, two study participants suggested that
field studies should be conducted by conducting interviews while one study participant was
of the view that case studies should be implemented in cross-cultural learning.

Next, (Participant 6) stated that:

Research...he needs to look for research..he needs maybe there is field work..field
research..go to see about ok why this house is like this so he can simplify it and then why he
wears this kind of color. | think field research is better (P6: Lines 103 - 105)

Whereas (Participant 8) commented that:

Chances are they can do research by going to a place..meet people..see for yourself..more
independent

(P8: Lines 94 - 95)

Sub-theme 2: Mastery of Theory and Practice

According to a few participants, the theoretical and practical aspects implemented in
teaching and learning should be appropriate to the design medium to be produced. Apart
from that, balance in mastering theoretical and practical aspects is important in order to
improve students' understanding of producing a design. In total, seven study participants
stated the importance of Gestalt theory which is the formation of the basis of understanding
in producing a design. Apart from Gestalt theory, there are two other theories namely
semiotic theory and semantic theory which have been explained by four study participants.
The three theories stated by the respondents are theories that are commonly applied in
learning to understand the production of a design. Every design needs to focus on theoretical
aspects so that it looks more effective.
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For example (Participant 1) argued:

If you want to apply Gestalt principle of course. If graphics should not run away from the
Gestalt principle

(P1: Line 161)

He furthermore added:

The most important theory..| think..I think..aaa..if you study first of course it is the most
basic..semiotic ahh..this semiotics causes us to symbolize, iconize from real objects (P1: Lines
157 - 158)

In addition, (Participant 5) also agreed that gestalt theory and semiotic theory are needed
in design production learning:
Gestalt theory and then semiotic theory .. (P5: Line 123)

Sub-theme 3: Project-based learning

It could also be seen that almost all the study participants suggested that this cross-
cultural corporate identity curriculum be implemented at the diploma level because through
a lot of exposures from the aspects of understanding and technical aspects could be conveyed
in learning to produce a design. The majority of study participants suggested towards the
usefulness of project-based learning in the Graphics Design Program curriculum. This is
because project-based teaching and learning would provide a learning experience to produce
designs based on the design process such as sketching ideas, design concept, composing a
good layout arrangement and mastering of technical aspects such as applying of graphic
software skills by using computer technology (Riyanti et al., 2019). Several study participants
suggested that a few project-based tasks in learning such as packaging design and creating
the symbol for logo design. Finally, in terms of assignments or projects that are proposed for
cross-cultural corporate identity curriculum design development, the study participants also
suggested on emphasizing the importance of conducting in-depth research on assigned tasks,
implementing design processes, conducting academic visits and also encouraging the use of
technology in learning. According to (Participant 5) there are many tasks that could be given
to students related to cross-cultural corporate identity including packaging design, poster
design, postcard design and more.
She commented:
Typography, packaging, posters..poster design, calligraphy..what is a greeting card..aaa
many corporate identities lahhh...(P5: Line 136)

Sub-theme 4: Assessment Based on Academic and Industrial Basic Standards

The proposed form of evaluation based on a given task is intended to test the
understanding and mastery of skills in producing a design. Some study participants stated that
the evaluation conducted was to assess the understanding of the basics of design production
such as knowledge of design elements and principles, mastery of skills and look at the design
process that has been produced. Therefore, the evaluation conducted on project-based
assignments would be evaluated according to the criteria of basic academic standards in the
Graphic Design Program (Giloi & Du Toit, 2013). In addition, there were several study
participants who suggested the involvement of people from the industry as well as outsiders
who have expertise in the design field should be invited to evaluate students’ project. The
involvement of the people from the industry as well as design experts is needed to provide
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constructive comments on students’ project. This effort and strategy is one of the most
beneficial forms of knowledge sharing. In addition, students would be able to get good and
comprehensive input on the production of designs produced. In fact, students would also gain
a better understanding of reality in order to produce a design.

To conclude, (Participant 3) commented:
Usually, there is the involvement of external examiners because it is a basic practice (P3: Line
146)

Summarily, this could mean that industry involvement should be of importance for
Graphic Design Programs. This means that the basic practice to produce effective designs and
good graduates that fulfil the needs of industry is to collaborate and build networking with
the industry itself. Apart from that, teaching and learning method should not just rely on the
standards set by academicians but also involve professionals from the industry. From the
aspects of evaluating the task or project, the findings of the study indicated that evaluation
should be conducted to assess understanding level and performance of skills holistically.

Conclusion

It could be concluded that the proposed development of a cross-cultural corporate
identity design curriculum in the Graphic Design Program was supported and approved by
almost all lecturers and graphic designers who collaborated as study participants in this
research. This study focuses on the cross-cultural corporate identity design curriculum as a
component in the graphic design curriculum. Cross-culture is seen as very important in the
Malaysian context because understanding culture is one of the ways for our country to
maintain peace and unity. Overall, it can be concluded that cross-cultural giving has a positive
impact in the field of design such as being able to generate high creativity, able to generate
various concepts based on culture and produce a variety of new designs that are unique and
able to highlight on local identity. Elements such as local culture, local identity, colours in
culture, local motifs and patterns are among those that have been explained by the study
participants during the interview sessions in relations to cultural elements in the production
of designs such as when designing the corporate identity items. Moreover, the findings in this
study showed that all the study participants have suggested the use of elements from the
local culture to be used in producing a design such as in corporate identity. It is suggested
that the designs that apply cross-cultural elements would look more unique.

In addition, a cross-cultural corporate identity curriculum can contribute towards the
development of a better Graphic Design Program. This new curriculum is a platform to
prepare students to penetrate easily into the job market in the industry. In addition, this
cross-cultural corporate identity curriculum is seen to open many opportunities for students
to learn various forms of knowledge disciplines in design. Certainly, culture is another area
that can be applied in design. Meanwhile, with a good understanding of culture, this situation
would help to generate new ideas that are still fresh and the designs produced can be
accepted by all walks of life. Thus, cross-cultural context is seen to be able to open the minds
and eyes of students to produce natural ideas without plagiarizing from various sources.
Designs would also look unrestrained and be able to provide great competition to designs at
international level. Hence, it could be clearly seen that there is a need to develop cross-
cultural corporate identity curriculum design in the Graphic Design Program. Eventually, with
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all the in-depth information gathered through this analysis phase, the knowledge would
contribute as a guide to design a cross-cultural corporate identity curriculum model for the
Graphic Design Program in local higher learning institutions. It is hoped that the development
of a cross-cultural curriculum model could also empower students to master high skills on the
use of digital technology in the production of design in line with 5t Industrial Revolution. In
fact, this empowerment would further produce future graphic designers who are competitive
and able to meet the needs of the creative industry globally.
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