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Introduction 
This Essay will explore a series of designs, and Graphic designer’s approach to communicate, show, translate, or inspire the viewer, through the visual medium. This essay will try to explain human interactions with the designs, how material and design shape our ideas, and create emotions or inspire us. The reason for this is to draw upon ideology that translate perception of the world with the logic of it. Interesting is how technology synthesising with perception of the real world. What is the role of a graphic designer’s and approach to communicate the message and changes in time, and how the, “cultural industry degrades us” (Adorno, 1984) looking at issue of power and, ethic looking at similarity in history, today political problems or any other problems that need solving by graphic designer or visual artist. In relation to today problems with pandemic. Essay will Judge new ways of thinking by synthesizing the philosopher’s point of view with the reaction of a graphic designer to resolve on a particular problem related to manipulation power and, hierarchy, in the history through now and where it is going, I would like to explore possibility of a new kind a solution a new way of looking at the problems by taking negative aspects of a past and analyse it from the negative one can arrive at the greater positive. (Adorno 1944). Graphic designers have the tools to translate the truth in a way that can be understood in a particular time ““It is the task of the translator to release in his own language that pure language that is under the spell of another, to liberate the language imprisoned in a work in his re-creation of that work. (Benjamin 1923) it is a powerful skill “Every era can be looked at as repository kind of wisdom” (Hegel 1807) 
Bigger picture. 
[bookmark: _Hlk58079893]What has been navigating the radical change when the demand for new way of thinking is needed starts with fresh ideas. It’s the duty of designer to constantly stand outside, His own convictions, “The splinter in your eye is the best magnifying-glass” (W.Adorno 1944) Situation that we find our self today in nothing close to normal, technology today gives us opportunity to grow and develop, but also could be destructive, but it is good to look at the history, and draw the knowledge and ideologies from thinkers, philosophers, leaders, and situations that they have to experience, as it might be the key to the solution of any problem. In the words of Theodor Adorno German-Jewish philosopher "When everything is bad it must be good to know the worst.” (Adorno 1944). The rules and the environment are completely different than 20 years ago solutions. From past created new problems today, that need new approach. We trust the technology more, than ever but where it will lead us? When tribes, collective politics, social consciousness are, becoming digitalised and there is so much of mix media on the internet that it’s hard to see what is really valuable, for example, digging in to a history of ancient Greece we might grasp the idea of what community might be and what is lost in the modern age, or middle ages can be a good place to search for the honour even, when there was a no good solution towards rights for woman and attitude to children was harsh. Best we can do is to learn by implementing best ideas from the past. Resolving problem of pandemic by separating people, forcing them to cover their faces or stay away from families to help majority it seems to be a good solution. This leads to bringing problems of increase rate of suicides, feeling lonely or losing trust or being suspicious about others. That is giving the machines advantage, over a human interaction in a sense that machine cannot infect you physically. Social media like Facebook will use any type of trick to keep you watching what they design for you. And it is a challenge for a graphic designer to show, translate, apply, those measures, to help keep the truck of the truth, reality that is constantly evolving, and changing. What is good now can be opposite in few years. 
Manipulation in design.
In the previous paragraph I was talking about Importance and function of a graphic design 
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Description automatically generated]Now I will talk little bit on how technology interfering in trust between humans. 
How an artist can use technology to create art that is created in a digital space.Figure2 Photo of a man interacting with the installation http://digicult.it/design/daniel-rozin-mirror-of-the-soul/.




 How Graphic[image: ] Designer can promote engagement and interaction. In this set of work by Daniel Rozin, called “Mirror of the soul”. Figure3 accessed on 07.12.20 Digicult.com Daniel Rozin, Mirror Of The Soul 
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Figure 4 access on 05.12.20 artsy.net
He focused on the, concept of mirror’s focused on technology, contrasting with hidden dialogue between physical material, and computer. It is a good example of an artistic use of technology not necessarily trying to hand you hidden message or even sell something, but it is a mirror where everyone can see them self in a way that is not reflecting your appearance but rather your soul. Daniel Rozin (2006) “the final goal of any art piece is to touch people, to connect with them.” in this interaction people, create a dialog between themself and object. This is the artist influence. It could be argued that those creations make the viewer ask oneself why they did move in front of the mirror just to make that art connecting with them. By reactions like this we can assume that people need real interactions like them mirrors are giving a little taste, it is our archetypal need to bond, construct, discover.  Further artist that comes to mind is Sir Anthony Gormley with his beautiful sculptures of human forms, where it seems, that function of his art is purely to evoke emotional state, (fig 5) some sort of feeling you might experience when in crowded places. We might assume it is another model for the connection between human and material world where we are the creators just by simply looking or experience the art, both, applied in assessing its value based on image of ourselves. 
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Description automatically generated]“Reflection is a basic mental process with either a purpose, or an outcome, or situations in which material is unstructured or uncertain and where there is no obvious solution “ (A.Moon, 1999 p.10) We have as much time as we like to be there and translate our relationship with this type of art, -In contrast to the philosophy of Adorno when he stated that there are 3 way that capitalism degrade us he called “the culture industry “
Figure 5. Domain field, 2003 Anthony Gormley accessed on 05.12.20.

(T Adorno, 1960) And that leisure time becomes toxic “entertainment machine “
In his opinion leisure time is not for relaxing but should be the prime opportunity to develop expand reach after a better nature and to acquire tools with which to change society, adopting his point of view to today-world artists work can be experience as combination of pleasure time and give the opportunity to reflect and inspire by using a technology in many cases. World around us is changing from material to digital quicker than we can understand, and the meaning of words are changing to. That leads us to importance of truth and real experience of the material world, 
 
How Technology interfering with perception of truth. 
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Description automatically generated][image: ] In next Picture we see what is still called a mirror, but it not reflects what is in front of it because is digital and the camera is outside. Next (fig, 5) there is an aspect of emotional individual feel about connecting with our self but in (fig 7) the designer is collaborating with the audience and create personal yet communal to the representation of work Well known Graphic Designer Gordon Young it is related to material realm of a design and this work utilises the dreams and aspirations of the community in school ranging from pupils’, staff, and other school workers. I will try to explain relationship between Fine Art and specific place, art that say the truth, that was there once, and the interpretation is only the one, that was there at the time of creating it and will not change. Even if the meaning if the words might change in future it will not change when connecting to a time period and place, community it might become beacon of the past in contrast to fine art where it can be interpreted in other ways depending on the perception of reality .Human made material versus digital space Digital era is relatively new compare to human material interaction that have been going for millions of years and nature direct the development of necessary skills for surviving but with the digital era we might go a little too fast, of truck here and, the role of graphic design is to keep it real. “The insistence that the oppressed engage in reflection on their concrete situation is not a call to armchair revolution. On the contrary, reflection – true reflection – leads to action.” (Paulo Freire 2000, p.66)Figure 6 Picture taken on 07.12.20 Zalewski.
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Description automatically generated]Oppressed (New York: Continuum2000) Social media like Facebook Instagram Twitter, etc. are big platforms that hold millions of people that are exchanging views, opinions, expressing reactions, and so on. Creative designers, influencers, can have audience broader than ever and reach people that could not have in real world because not many people like to walk into galleries or do not have the time to do so moreover in digital space you do not have to be You, so it gives the freedom and opportunity to say what you think without ever be responsible for your words. Society of today create “Fake identity “and fake objects like in the( fig 6) you can see representation of a mirror in a changed form, the signifier (Ferdinand de Saussure, Charles Sanders Peirce, Roland Barthes, Roman Jakobsen, Charles Morris and Umberto Eco (Eco, 1979; Leeds-Hurwitz, 1993; Panuti & Zoest, 1996; Chandler, 2002) Umberto Eco often refers to it as theory of lie, or deception because it can be used for misleading or deceiving others (1976, p. 6-7). the mental object (signified) stayed same as before (fig7) so it might be decided that the name for it is wrong or the definition of the mirror will have to change .Figure 7       Wall of Wishes. access om 08.12.20 https://gordonyoung.info/wallofwishes



Buying what we do not need.
In a lot of situations role of a Graphic Designer is to visualise product, service, message in a pleasing and appealing to the target audience way so it can lead the viewer to buy a product or use the service. Influencing Sub personalities that create potential to have powerful control over the audience emotional behaviours and thoughts (Jung, 1912) Capitalism does not sell us the things we really need. The culture industry (Adorno, 1960) picks up on popular ideologies and sells them back to us. Showing something, we need especially now in the pandemic times where people must separate.  Marketing companies will use a video showing connections with friends understanding husband ,holiday abroad and, then at the end when you are hooked up on the ideology they will stick their product influencing our unconscious mind that this is what you need in order to have a good time ,but is not what people really need the idea behind the product , moreover  popular brands sell products  that are part of a set like if you buy an I phone you need MacBook and then tablet and I watch or when buying Samsung mobile  you want to buy most of the products from them like washing machine so you can connect easier with your phone. More brands create a network of products that when you do not have one of the products you might feel that you are losing something, or you need more to complete the purchase. Visual design of a brand utilises meaningful idea and aesthetically pleasing rich elegant look. The brand appears to define your character and social status.in reality people are becoming a product. The value we need should be reason logic, moral sense “The will to life” A (Schopenhauer 1818) and not what we have been given.
     From ‘giving something back’ to empowerment and collaboration to change we need collaboration like in work of Gordon young with association with Andy Altman created comedy carpet it took them 5 years to crate this piece of art that will inspire, create ideas, bring back memories, bring people together and move outside the house. this type of graphic design for me is interactive, reflective of yourself. It is a Designer point of view, and example how one person can influence so many. It is a Designer design, and we can assume that what it signifies is laughs of the past, work in collaboration, serious project, interests in tv programs, short phrases etc. Looking at this picture we can see that the boys trying to adapt the phrase from the carpet to their own image so the value of  
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Figure 8 comedy carpet sourced at 08.12.20 https://kidscraftroom.com/blackpool-review/
Of the selfie picture will increase, better the combination greater the value the translation in another words when you use piece of graphic and put it in the environment where it can interact with the surrounding environment it changes its value .In contrast to digital art works that is always laying in a digital space, you can manipulate the image to become other thing but whatever you do it is not real the real is computer that is processing the binary code and the code its always the same zero and one .we should use technology to help us develop the idea behind and not create pretty, colourful, eye catching designs without any deeper meaning ”usually ethnographers stand to gain personally from their interactions with research participants” as Pink (2013)
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Figure9. sourced at https://www.visitblackpool.com/detail/comedy-zz-651130/
How reflection Help us  
Through the series of designs we were exploring approach of a graphic design to technology. 
How 21century technology synthesising with handmade tools and approaches.  
I was trying to guid you through interactive design that already there but making mark in the world around us. Is hard and, it takes passion looking at the artists from fine art to graphic design. It can be proved that the valuable part of the history has been recovered and put into real word for new people to be inspired. All the things that technology can do for us, and the things that people with passion and, will collaborate can do for other people.
Combining all those artists formulate the idea that mirroring is present in many different areas. And there is a need to utilize both technics in our society. We can make up that today problems of visually representing the truth lays in the combination of technics , and tools from the past as from the current times, because new technics are interesting and old technics are meaningful.
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