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In this Essay I will talk about Graphic design, and the practise of it, from one of the first known visual marks, in the cave to a computer-generated design that are indistinguishable from human design, in those early stages of AI design, also I will try to combine the technics and dissect the meaning of them. I will look at how in the digital era, industry of information and art of graphic design is evolving and how we perceive or how it influences our interaction with the design. Ill will interpret the media that we use, and how effective they are in solving ethical, economic, or social, problems.
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Description automatically generated with medium confidence]Figure.1

“Memes” On the picture above (figure 1) from About 30.000 years ago. Found on Somebody was trying to say, ‘I was here!’ Numerous studies supported the theory that communication between humans developed thanks to spreading stories, rumours. “Our language evolved as a way of gossiping” Yuval Noah Harari (2014) 
By Richard Dawkins words memes as a cultural concept, it’s a “unit of cultural information spread by imitation” (Dawkins. 1976) like a gens but memes not spreading by giving birth, through genes, but by cultural influences on us. 
Ideas spreading from one person to another multiplying itself and changing, depending on an individual surrounding, ideas with negative impact could be compared to a virus, also “copying errors are an essential prerequisite for evolution” (Dawkins.1976) moreover he also suggesting that for evolution to occur
Bigger volume of copies will have a higher chance of influence the next variation,
If genes are information carried by DNA than the same could be said for memes that are carried by the culture and its language in Daniel Dennett talk on How Cultural Evolution Works, he explains this in a way that what makes
Language a potent media, it’s that it’s digitized the same way the DNA is.
Habits of our ancestors were repeating true time creating a base for what we as a society’s develop in to. Humans were differentiating from apes in the way that they could imagine things that does not exist, create art by combining animal and human hybrids, and with language, they were spreading false imagined stories, connecting facts and things that they imagined or wish that would happen so it might be more interesting or funny. Such stories created collective following among similar people, and form larger groups that could collaborate and solve more complicated problems because, lager group of warriors was more successful, and had more chance of surviving. So, the power of convincing others to believe in one’s ideology was the biggest advantage as it is now. Differential survival of the fittest in Darwinian way of thinking “Simple become complicated “Dawkins. (1976) memes carry information that are replicated, and are transmitted from one person to another, having the ability to evolve, mutating randomly and going though natural selection not depending on physical abilities of humans to reproduce their genes instead on social condition. Some say Identity design originated from first tribes. The way, how they could separate their visual appearance from other tribes, makes them original, using colours, shapes.etc.to decorate their bodies or homes, marking places of ownership, danger territory or to warn enemy or rank the warrior’s creating hierarchy of importance and other values.Figure 2 
 David Airey (Identity Designed: The Definitive Guide to Visual Branding

 In contrast, memes in digital era do not seem to have the meaningful useability, they are being created by people interested in visual communication with humour in mind in the first place, based on cultural influence, memory of the past, usually describing the situation, feeling, or something that cannot be expressed in simple words, but can with combining pictures and words mixing popular messages together to create new perspective of the situation in a humorous way, replicating many times to maximize the creative variation, for making the chance of surviving greater. Creating new ideas that people will embrace and take forward until will leave the best ones stand out just before they die, called “Dank Memes” this happening even without people understand why they so popular and who created them, as this process took many people being influence by surrounding environment, social condition 
Like termites building a large, complicated structures without understanding anything about architecture or can’t follow logic thinking, in a large enough group are able to composite something greater than them individually, something smarter that will help the m survive Daniel Dennett called it brilliant piece of engineering that no one invented it. Design process as an exploiting information in certain environment for creating, and improving the design of things, this process in nature only takes time and energy, but with humans it takes intelligent design. In Daniel Dennett words “Evolution is purposeless, foresight less, extremely costly, slow, and intelligent design is purposeful, relatively fast, govern by cost consideration, and somehow foresighted” (Dennett and Weiner, n.d.)
 Dennett arguing that rational behaviour could be mechanical.
Ideas appear when we not actively thinking in the sleep as also in active pursuit 
Which might suggest constant active creative process without involving consciousness, from the Stone Age, Iron Age, Bronze Age to a current Digital Age
“Men of lofty genius when they are doing the least work are most active” 
Leonardo da Vinci.
Automation:
In a digital era that we are, it’s very easy to get inspired, and it’s very easy to combine the ideas, also the way of presenting them is greater than ever, however with use of constantly learning algorithms, that becoming better at predicting human behaviours, or being design to know what will be of interest for you, so the specific buy-product can be pushed towards you, or influence you way of thinking, begs the question, if there is a mechanical design or intelligent design And is the creativity just simply mechanical process that can be replace by computers. “Humans are not original…we only reinvent, make connections between things we have seen” (Mario Klingemann)
It could be argued that machines can be creative, for some it’s obvious, “Creativity is one of the defining features of human beings” (Dreyfus and Kelly, 2014) and others think its ridicules. looking only from perspective of technology evolving we could match this statement with saying that only birds can fly, which is not true anymore. These different views might be tested only based on human reaction to the art itself and if the viewer is not aware of the creator origin, then what difference does it make who create it. Machines and our interaction with them redefining meaning of words and their functions, they affect our development and way of thinking changing the perception of what’s true, the same way that the rumours of our ancestors created the new ways of seeing things. Merging with our smartphones that are becoming part of us, gives current generation new set of opportunities and opens new windows with creative thinking. If today world was presented to someone from Middle Ages, they would think of us as a witch that need to be burned, so recalling that looking from the future back at us now, we might hold on with judgement about the AI not being able to be creative as it might just surprise us with the creative ways that humans would never come up with, solving many important problems of the world  
On the picture bellow we can see piece[image: A painting of a person
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created by (Artificial Intelligence19.10.2018) that was sold for 432.500 USD 
Humans striving to create compelling, adverts, graphics, products using methods that corporate and politic entities will benefit and stay in business, winding up our senses and cheating to our hearts, some worry that our media industry is developing people that are less ambitious who are incapable of making a well-informed decision, or are too passive to do something about any problem 
To illustrate if we are comparing this type of corporate design to a piece of art on the wall made by AI, we could say that the machine is more human than human. If creativity updates understanding of our consciousness, then the machines should help us to be more creative. In a 2013 Oxford study on future of employment we could see the data showing the Art industry, chance of being replace by computers is low at 2.3 precent of probability [image: Chart, histogram
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Probability of Computerization 


On the other hand, computers require, (mostly by information traders), energy that, have big impact on the environment creating big problem with an air pollution, global warming. Problems like this need to be fixed with innovative, creative thinking, when AI might be able to solve, as humans constantly failing at this global problem.
[image: A picture containing text, silhouette

Description automatically generated]People could be greedy, might be too egoistic as a species to think about whole world. Designing a graphical representation of a problems based on statistics, history and automated predictions, calculations, together with use of internet we connecting to the rest of the world, better than ever. The role of a Graphic Designer might have a huge potential in representing the problem visually that was solved by automated algorithm that later can be fed to the system as a fuel, better at resolving bigger problems. In my opinion relationship of computers and Graphic designers is essential in future. However, information industry could lead to an extreme energy use.Design by Jonathan Barnbrook
Figure 5


Designers can have some fun with Ai right now, like drawing programs that are predicting what you trying to draw and create some suggestions, or helping with outlining certain things on the canvas, like subject, sky detect, and it does with one click. Programs becoming personalised for the need on the information-based industry, for example there is a company called Art lebenev, that created AI Designer called Nikolay Ironov that started making logos and create brand identity for various companies, gained a lot of followers and is perceived by many as a Graphic Designer but it’s just a program running algorithm 
This example showing us that automation and its creative approach by human utilize the computer. to help being more productive [image: A picture containing company name

Description automatically generated]Screenshots from the video about Nikolay Ironov
Figure 6 


Knowing how to program might be crucial for designers to create artificial artists that are original, and meet the expectation of businesses demanding brand, might be the next tool that graphic designers need to learn for, not to be obsolete.
"the medium is the message” (Marshall McLuhan. 1964).  This statement, in my opinion captivate the message, that I am trying to explain in this essay.
Perception: 
This Information Revolution that we are living, is as big as Gutenberg’s print in1448. We need to remember that computers only finding the answers to the questions we asked, and this is the most important.
[image: Diagram

Description automatically generated]Graphic designers trying to solve ethical problems. The question we need to ask will come from understanding the problem. “Without the art of forgetting, the mind clutters with ready-made answers, and never finds occasion to ask the proper questions” (Ingledew, J., n.d.) this statement tells us that we need to be awake well rested and well informed to ask correct questions. Social and ethical responsibility lays in the designer hands. In (fig.6) we can see the Tetrad diagram created by McLuhan That is asking relevant question 
That designers need to ask them self, regarding the medium they are using, in relation to the times they live in 
As medium will always change, like with the Guttenberg letter press. it Enhanced the quality and quantity of media by obsolesces handwriting jobs. It will recover communication lost in translation because its more efficient to print in large amounts. When pushed to its limits it becomes binary code that its display on a screen that is in a hand of 78.9 % of population. When it comes to artificial designers or algorithms that are running creative processes, to produce the work for a client. We can construct Tetrad diagram with “artificial intelligence” as a medium to formulate structure based on McLuhan diagram balancing between 4 keywords from this diagram to see how beneficial it is at all. To elaborate on this, I attempted to predict the importance of AI in the design environment, by asking 4 questions from the diagram, my formulated answers are that Ai Amplify: Accessibility (because I can be designing form many people at the same time). Efficiency, (because its fast and original, saving client and designer time.) AI medium Retrieve: it brings back freedom with designing rules (because it’s not bound by expectations as the medium its artificial,) Ai as a medium Obsolesce the need for Designers that are only doing sketching, personal responsibility for any mistakes or dislikes from the client, building new way of interaction between client and designer. It will be more important, what designer have to say, what’s the idea behind the design and the rest will be executed automatically.Figure 7

This medium will Reverse/ flip, when pushed to the limit changing from the programmer developing the system (in which machine work) to the Ai, designing the concepts, by which humans will live. leaving the decision for importance of a problems arising with ethics to the machine 
so, in concussion what we are perceiving as a creative design might be obsolete soon and replace with different name, like Taking Portraits, was obvious that it will be painting, now days it’s obvious that it’s a photograph.
Another interesting aspect of a perception formats with Non Fungable Tokens NFT which artists designers can assign to their artwork to make it one of a kind and at the same time original, the signature is created on a blockchain so it very secure and some art pieces are selling for as high as 69 mil dollars like the one bellow created by artist called Beeple. Mostly NFT phenomenon is based on the popularity of the artist or the owner of the art, so it might be argued that the connections, and social influence, are the driving force for the art to became successful and it’s not necessary depending on the skill the artist have.Fig 8
“Everyday — The First 5000 Days,” a composite work by the artist known as Beeple,














To contextualise, from using hand as a main tool making marks on the wall with a dirt and spit on a cave wall, true the brush in hand, creating portraits on the cotton canvas, with far more colours paints available, forward to the next stem which is digital canvas that only exist in a digital space until is printed ,but the need to do it is less and less needed as more people operate in digital space and now the canvas is the internet and as a person we bring our creativity to the playground for everyone to see it, constructing the visual picture of an artist that has to be  evaluated by majority of like-minded people that unconsciously gives the artist recognition and recognise him as a valuable 
What the designers are facing now. it’s imbedded in modifying the human relationship with art, identity and perception of it, what tools are there for graphic designers, in the future to embrace combine and develop ideologies ? and what role should they play in the near future to stay in the game, and on top, when Ai is on the horizon,  forward to those 3 key words research led me to formulate the Questions :
How much our prediction of future art and design  will influence the current designing techics and tools ?
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