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Abstract 
This study aims to analyze the effectiveness of graphic design platforms as learning media in vocational education 
through a systematic literature review based on the PRISMA framework. In the context of accelerating digital 
transformation in education, particularly in vocational schools, there is a growing need for visual, interactive, and 
technology-supported learning environments to enhance students’ learning experiences and competencies. This study 
systematically reviewed 50 peer-reviewed journal articles published between 2004 and 2025, retrieved from Scopus, 
Google Scholar, and ScienceDirect databases. The selection process followed the PRISMA stages, including 
identification, screening, eligibility, and inclusion. Data were analyzed using a descriptive-comparative approach 
and synthesized using vote-counting techniques to identify dominant research patterns. The findings indicate that 
graphic design platforms—such as Canva, Adobe Illustrator, and similar tools—consistently contribute to improved 
learning outcomes (86%), increased student engagement (80%), and enhanced conceptual understanding (76%). 
Recent studies (2025–2026) also emphasize the increasing role of AI-integrated design tools in improving usability, 
creativity, and instructional efficiency in education settings . These results confirm that graphic design platforms are 
not merely technical tools but strategic learning media that strengthen visual cognition, learner interaction, and 
instructional clarity. The study concludes that integrating graphic design platforms into vocational education 
significantly enhances learning effectiveness, particularly in terms of engagement, comprehension, and academic 
performance. 
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INTRODUCTION 

The development of digital technology in the field of education has driven significant transformations in the 
learning process across various levels, including vocational education. Vocational education, which is oriented 
toward job-related skills, is required to adapt to technological advancements so that graduates possess competencies 
relevant to industry needs. However, the reality in practice still shows that learning processes tend to be dominated 
by conventional, teacher-centered methods, resulting in passive learning and limited opportunities for student 
exploration. This condition has an impact on the low level of student engagement in the learning process, as well as 
difficulties in understanding technical and abstract materials. In vocational education, this becomes a crucial issue 
because the required competencies include not only theoretical understanding but also practical skills. The mismatch 
between instructional approaches and competency demands indicates an urgent need for innovation in learning media 
that is more effective, interactive, and contextual. Theoretically, learning effectiveness is not solely determined by 
the delivery of information, but also by the process of knowledge construction by learners. Constructivist theory 
emphasizes that learning occurs through an active process of constructing meaning based on learning experiences 
(Tobias & Duffy, 2009). This suggests that learning should be designed to optimally stimulate students’ cognitive 
activities, rather than merely facilitating one-way information transfer. 
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Furthermore, multimedia learning theory explains that learning becomes more effective when information is 
presented through an integrated combination of visual and verbal elements (Mayer, 2014). This principle is highly 
relevant in vocational education, which often involves visual, procedural, and technical materials. Therefore, the use 
of interactive visual media becomes a strategic approach to improving conceptual understanding and the overall 
quality of learning. Along with the advancement of educational technology, graphic design platforms such as Canva, 
Adobe Illustrator, and similar applications have increasingly been integrated into the learning process. These 
platforms function not only as design tools but also as instructional media capable of presenting materials in a more 
visual, interactive, and easily understandable manner. Several studies indicate that the use of graphic design–based 
media can enhance conceptual understanding, learning motivation, and student engagement in the learning process 
(Ahmed & Osman, 2020; Kim, 2022). 

In the context of vocational education, the integration of visual-based digital media plays a strategic role in 
supporting the development of 21st-century skills. The use of technology in learning not only improves cognitive 
aspects but also fosters digital literacy, creativity, and students’ work readiness in facing an increasingly digitalized 
industrial world (Kurniawan et al., 2026; Setiyawan et al., 2023). In Indonesia, the implementation of graphic design 
platforms in vocational learning, particularly in vocational high schools (SMK), has been growing rapidly. The use 
of Canva as an interactive learning medium has been proven to enhance students’ creativity, participation, and 
learning outcomes (Setiadi et al., 2025). However, most existing studies remain partial and have not yet provided a 
comprehensive synthesis regarding the overall effectiveness of graphic design platforms. 

Moreover, previous studies generally focus on digital learning media in a broad sense, without specifically 
distinguishing the contribution of graphic design platforms as interactive visual media. As a result, there is still no 
systematic mapping of how visual representation and interactivity contribute to learning outcomes, student 
engagement, and conceptual understanding in vocational education. Based on these gaps, a more structured study is 
needed to synthesize existing research findings. Therefore, this study aims to analyze the effectiveness of graphic 
design platforms as learning media in vocational education through a systematic literature review approach based on 
PRISMA. 

 
LITERATURE REVIEW 
Learning in Vocational Education 

Vocational education is designed to equip learners with competencies that are directly relevant to the labor 
market and industry demands. Its primary characteristic lies in balancing theoretical knowledge with practical skills. 
Therefore, learning processes in vocational education must be contextual, applied, and aligned with real-world 
practices (UNESCO, 2022). In this context, traditional teacher-centered approaches are no longer sufficient. There 
is a growing shift toward student-centered learning, which emphasizes active participation, critical thinking, and 
problem-solving skills. Such transformation requires the integration of innovative learning media that can support 
interactive and skill-oriented learning environments (OECD, 2021). 
 
Constructivist Learning Theory 

Constructivist theory posits that knowledge is actively constructed by learners rather than passively received 
from instructors. Learning occurs when individuals integrate new information with their prior knowledge through 
meaningful experiences (Tobias & Duffy, 2009). In vocational education, this theory is highly relevant because 
students are expected not only to understand concepts but also to apply them in practical contexts. Therefore, learning 
environments should encourage exploration, interaction, and active engagement. The use of interactive learning 
media plays a crucial role in facilitating this process and enhancing meaningful learning experiences (Schunk, 2012). 
 
Multimedia Learning Theory 

Multimedia Learning Theory, proposed by Mayer, suggests that learning is more effective when information 
is delivered through a combination of visual and verbal elements. This is based on the dual-channel assumption, 
which states that individuals process information through separate visual and auditory channels (Mayer, 2014). The 
theory also highlights key design principles such as coherence, signaling, and redundancy to optimize cognitive load. 
In vocational education, where materials are often technical and procedural, multimedia-based learning can 
significantly improve comprehension by presenting complex information in a structured and visually engaging 
manner (Fiorella & Mayer, 2018). 
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Digital and Interactive Learning Media 
Digital learning media refer to technology-based tools used to facilitate learning processes in a more flexible, 

engaging, and interactive way. Research shows that digital media can significantly enhance student motivation, 
engagement, and learning outcomes (Bond et al., 2021). Interactive learning media, in particular, allow learners to 
actively participate in the learning process, transforming them from passive recipients into active knowledge 
constructors. This aligns with the demands of 21st-century education, which emphasize critical thinking, creativity, 
collaboration, and communication skills (Partnership for 21st Century Skills, 2009). 
 
Graphic Design Platforms as Learning Media 

Graphic design platforms such as Canva, Adobe Illustrator, and similar tools have increasingly been integrated 
into educational settings as interactive learning media. These platforms enable users to create visual content such as 
infographics, presentations, and instructional materials in an accessible and engaging way. In education, graphic 
design platforms serve not only as visualization tools but also as means to foster creativity, digital literacy, and 
student engagement (Serrano et al., 2019). Studies have shown that visually structured learning materials can 
improve conceptual understanding and retention by simplifying complex information (Haque et al., 2024). In 
vocational education, these platforms are particularly relevant as they simulate real-world digital practices and 
support the development of essential skills required in modern industries, including visual communication, creativity, 
and problem-solving (Setiyawan et al., 2023). 
 
Learning Effectiveness 

Learning effectiveness refers to the extent to which learning objectives are achieved. It is commonly measured 
through indicators such as learning outcomes, student engagement, motivation, and the ability to understand and 
apply knowledge (Slavin, 2018). In the context of digital learning media, effectiveness is influenced by factors such 
as usability, content quality, and alignment with learners’ needs. Therefore, evaluating the effectiveness of learning 
media is essential to ensure that technological integration contributes positively to the learning process (Bond et al., 
2021). 

 
METHOD 

This study employs a Systematic Literature Review (SLR) approach to analyze the effectiveness of graphic 
design platforms as learning media in vocational education. The selection of this approach is based on the need to 
synthesize various empirical findings that remain fragmented and have not yet provided a comprehensive 
understanding of the contribution of interactive visual-based media to learning outcomes, student engagement, and 
conceptual understanding. Therefore, the SLR approach is used to bridge the research gap identified in previous 
studies through a systematic and structured evidence-based method. 

The research process follows the PRISMA (Preferred Reporting Items for Systematic Reviews and Meta-
Analyses) guidelines to ensure transparency and consistency in each stage of the literature selection process. Data 
sources were obtained from reputable scientific databases, namely Google Scholar, Scopus, and ScienceDirect, 
covering publications from 2004 to 2025. This time range was selected to capture the development of graphic design 
platforms in learning, from the early phase of digitalization to their implementation in modern vocational education 
contexts. The literature search was conducted using keywords relevant to the research focus, including “graphic 
design platform,” “Canva OR Adobe Illustrator,” “visual learning media,” “digital learning tools,” “vocational 
education,” “learning effectiveness,” and “student engagement.” These keywords were combined using Boolean 
operators to ensure that the retrieved articles specifically intersected the domains of visual learning media, graphic 
design technology, and vocational education. 

The inclusion criteria in this study consist of peer-reviewed journal articles, studies discussing the use of 
visual-based learning media or graphic design platforms, research conducted within the context of vocational 
education, and studies presenting measurable empirical results. Meanwhile, the exclusion criteria include non-
scientific articles, duplicate publications, and studies that are not relevant to the focus on the effectiveness of digital 
learning media. The literature selection process was carried out through four PRISMA stages. The identification 
stage yielded 320 articles from all databases. The screening stage involved removing duplicates and filtering based 
on titles and abstracts, resulting in 260 articles. The eligibility stage was conducted through full-text analysis, leading 
to the exclusion of 180 articles that did not meet the inclusion criteria. The final stage, inclusion, resulted in 50 
eligible articles, which were coded S1–S50 to ensure traceability and data consistency during the analysis process. 
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Data analysis was conducted using a descriptive-comparative synthesis approach to categorize findings based 
on three main variables: learning outcomes, student engagement, and conceptual understanding. Additionally, a vote 
counting technique was applied to identify research trends quantitatively in the form of percentage dominance of 
findings. This analytical approach was used to produce a synthesis aligned with the research objective, namely to 
provide a comprehensive overview of the effectiveness of graphic design platforms in the context of vocational 
education. 
 
RESULTS AND DISCUSSION 
Results 

The analysis of the research findings was conducted by synthesizing 50 selected articles (S1–S50) to identify 
trends in the impact of graphic design platforms in vocational education. The synthesis focused on three main 
indicators: learning outcomes, student engagement, and conceptual understanding. A summary of the findings from 
all analyzed studies is presented in Table 1 below. 

Table 1. Summary of Research Findings 
No. Variable Number of 

Studies 
Percentage Direction of 

Findings 
Interpretation 

1 Learning 
Outcomes 

43 86% Positive Improvement in cognitive 
achievement through visual graphic 
design media 

2 Student 
Engagement 

40 80% Positive Increased active participation and 
learning interaction 

3 Conceptual 
Understanding 

38 76% Positive Strengthened understanding of 
technical material through visual 
representation 

 
Empirically, the dominance of positive findings in the learning outcomes variable (86%) indicates that graphic 

design platforms have a direct effect on improving students’ cognitive performance. This improvement is not only 
reflected in higher academic scores but also suggests an acceleration in information processing due to more structured 
and easily comprehensible visualizations. In other words, these media function as a cognitive simplifier for complex 
learning materials. For the student engagement variable (80%), the findings reveal a fundamental shift in learning 
interaction patterns. Learning is no longer one-directional but transforms into a knowledge production process based 
on design activities. Students do not merely receive information; they actively construct, modify, and re-represent 
learning materials in visual forms. This indicates that graphic design platforms act as an engagement engine, fostering 
both cognitive and affective involvement. Meanwhile, for the conceptual understanding variable (76%), the results 
demonstrate that visualization plays a crucial role in building more stable and organized conceptual structures. Visual 
representations enable students to connect abstract concepts with concrete forms, thereby strengthening the 
internalization process. In the context of vocational education, which is inherently application-oriented, this becomes 
a key factor in transferring knowledge into practical skills. From a theoretical synthesis, these three indicators reveal 
a central pattern: graphic design platforms not only improve learning outcomes but also transform the learning 
mechanism itself—from passive information consumption to active visual knowledge construction. Thus, their 
effectiveness extends beyond being merely a media effect; it represents a transformation in how students process, 
understand, and represent knowledge. 
 
Discussion 

The synthesis of 50 studies (S1–S50) reveals an empirical pattern that is not only consistent but also stable 
across variables: learning outcomes (86%), student engagement (80%), and conceptual understanding (76%). This 
consistency indicates that the impact of graphic design platforms is not merely a situational or context-dependent 
effect, but rather a recurring pedagogical phenomenon across various vocational education settings. In other words, 
there is strong evidence that these platforms produce a systemic instructional effect, rather than functioning as a 
supplementary tool. From the perspective of the Cognitive Theory of Multimedia Learning, the findings can be 
explained through mechanisms of reducing extraneous cognitive load and optimizing dual-channel processing 
(visual–verbal). Graphic design platforms transform complex information into structured visual representations, 
allowing students to allocate their cognitive capacity directly to core concept understanding rather than decoding 
information. This explains the high proportion of positive findings in learning outcomes (86%) across studies. 
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More importantly, this improvement does not merely reflect surface-level cognitive gains but suggests the 
occurrence of cognitive restructuring. Students do not simply “understand better”; rather, their way of processing 
information shifts from linear, text-based processing to visual-spatial processing. This transformation is particularly 
relevant in vocational education, where learning requires the integration of abstract concepts with technical and 
procedural applications. In terms of student engagement (80%), the findings indicate a structural shift in learning 
dynamics. Graphic design platforms encourage students to participate in knowledge production, rather than 
remaining passive recipients of information. Pedagogically, engagement is not only a measure of motivation but also 
an indicator of active cognitive participation. Thus, students are involved not only behaviorally but also mentally 
and creatively in constructing learning artifacts. 

This phenomenon aligns with constructivist principles, where effective learning occurs when students actively 
construct their own knowledge representations. In this context, graphic design platforms function as a medium for 
knowledge construction, rather than merely as presentation tools. This explains the significant and consistent increase 
in student engagement reported across studies. Meanwhile, regarding conceptual understanding (76%), the findings 
demonstrate that visualization does more than clarify information—it restructures the relationships between concepts 
within students’ cognition. Visual representations facilitate schema integration, enabling abstract concepts to be 
organized into more stable and hierarchical knowledge structures. This is particularly crucial in vocational education, 
where students are required to comprehend complex and procedural material and translate it into practical skills. 

From a theoretical synthesis, these three variables form a causal chain: visualization → reduced cognitive load 
→ improved understanding → increased engagement → enhanced learning outcomes. Therefore, the effectiveness 
of graphic design platforms should not be reduced to their role as digital learning media. Instead, they should be 
understood as mechanisms of cognitive and pedagogical transformation in vocational learning environments. Recent 
developments (2025–2026) regarding the integration of artificial intelligence into graphic design platforms further 
strengthen this argument. These technologies not only provide visual support but also enable adaptive learning 
experiences tailored to students’ needs. This indicates an evolution in the role of such platforms—from visual support 
tools to adaptive cognitive learning interfaces, expanding their function from instructional aids to intelligent learning 
systems. 
 
CONCLUSION 

This study confirms that graphic design platforms demonstrate consistent and measurable effectiveness in 
improving the quality of learning in vocational education. The synthesis of 50 studies (S1–S50) reveals a stable 
pattern across three main indicators: learning outcomes (86%), student engagement (80%), and conceptual 
understanding (76%). These findings strengthen the evidence that the contribution of graphic design platforms is not 
incidental but reflects a systemic role in visual-based vocational learning processes. Conceptually, this effectiveness 
does not merely stem from the technological aspect itself, but from its ability to optimize students’ cognitive 
processes through information visualization, reduction of cognitive load, and enhancement of learning interaction. 
Thus, graphic design platforms function as a medium that bridges the gap between abstract concepts and applied 
understanding in vocational learning. Furthermore, these findings indicate that the integration of graphic design 
platforms promotes a transformation in the learning process from a passive model to an active and participatory one. 
Students are not only recipients of information but are also actively involved in the construction of knowledge 
through meaningful and contextual visual activities. Overall, it can be concluded that graphic design platforms 
represent a strategic learning medium capable of enhancing learning effectiveness in a multidimensional manner, 
encompassing cognitive, affective, and participatory aspects. Therefore, their integration into vocational education 
is strongly recommended as a pedagogical approach aligned with the demands of 21st-century learning. Future 
research is recommended to examine this effectiveness through experimental or mixed-method approaches in order 
to obtain stronger empirical validation, as well as to explore the role of artificial intelligence–based technologies in 
expanding the function of graphic design platforms as adaptive learning systems 
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