Artistic Narration Vol. XVII No. 1 Jan.-June 2026 ISSN (P): 0976-7444 (e): 2395-7247 Impact Factor 8.899 (SJIF)
https://doi.org/10.31995/an.2026.v17i01.011

Prompt Engineering as a Design Skill: Redefining
Creativity in AI-Augmented Visual Arts

Anupam Negi Ms Sapna

Assistant Professor

MIMT - affiliated with

Shri Dev Suman Uttarakhand
University, Garhwal

Research Scholar

MIMT - affiliated with

Shri Dev Suman Uttarakhand
University, Garhwal

Email: anupmanegiOO@gmail.com

Reference to this paper should
be made as follows:
Received: 16-05-26

Approved: 15-06-26

Anupam Negi
Ms Sapna

Prompt Engineering as a
Design Skill: Redefining
Creativity in AI-Augmented
Visual Arts

Artistic Narration 2026,
Vol. XVII, No. 1,
Article No.11 Pg. 087-095

Similarity Check: 08%

Online available at:
https://anubooks.com/journal-
volume/artistic-narration-june-

2026-vol-xvii-nol

Referred by:
DOI:https://doi.org/10.31995/
an.2026.v17i01.011

Abstract

This study looks into prompt crafting as a growing part of
designing with Al in visual art and graphics. Because tools like Midjourney,
DALL-E 3, Adobe Firefly, and Stable Diffusion now fit into daily creative
work, knowing how to write clear, detailed, image-focused prompts matters
more than ever. Instead of being just a tech trick, it’s becoming central to
making art. Using recent writings, job market findings, and real examples
from areas such as branding, user interface design, illustration, and layout
creation, the discussion shows shifts in who controls the process when
humans team up with machines. It also questions what counts as creativity
and where credit should go. The lines around originality blur - yet new
forms of expertise appear.

More than 71 percent of working designers use Al tools today,
though less than 34 percent have had any official instruction on guiding
them well with clear prompts. Because these systems are advancing fast,
what comes out relies far less on code knowledge - instead it hinges on how
clearly a designer can express ideas using words, setting, and back-and-
forth tuning. Oddly enough, success now ties closely to storytelling sense,
not just software chops. Imagine shaping images not by drawing, but by
describing; progress means getting better at that kind of translation. One
fresh look at the problem treats prompt crafting like designing itself -
blending sight, speech, and machine teamwork into one practice. Learning
to nudge an algorithm feels more like coaching than coding, more
conversation than command entry. This shift asks creatives to think beyond
buttons and layers, reaching toward meaning, tone, and timing. Surprisingly,
fluency in human expression may matter most when talking to machines.

This work claims prompt crafting boosts imagination instead of
weakening it, turning creators into vision leaders alongside smart tools.
Results matter deeply for teaching art, shaping real-world design jobs, and
even how schools build courses.

Prompt Engineering Meets Generative Art in Design Education
Keywords
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Introduction

Now designers find themselves shaping words to steer Al images, a craft called
prompt engineering. Though researchers have spent years refining prompts to boost how
well language machines perform, this idea takes on fresh meaning in design work. Instead
of just better results, it becomes a blend of sharp wording and gut feeling about visuals.
Context matters more here, along with testing ideas again and again. What once lived in
labs now lives in sketchbooks, quietly changing how creativity unfolds.

Hard to say just how big a deal this shift really is. For ages, design lived through
sight alone - built on choices about shape, hue, volume, and arrangement. Now, with smart
tools stepping in, another piece appears: talking well to machines becomes part of the
craft, trading subtle looks for clear steps that guide repeated output. It goes beyond learning
new software - identity itself shifts for those who make images. What counts as seeing
changes when eyes are joined by code.

This study looks into prompt engineering as a form of design ability, digging into
its core ideas, real-world uses in artistic work, effects on teaching methods, along with
deeper concerns around originality, who owns an idea, and what it means to be a designer
today. With artificial intelligence growing steadily sharper, getting skilled at shaping prompts
won’t just matter - it’ll shape the very nature of future creators.

Literature Review
Theoretical Basics Behind Prompt Design

Yet visuals lagged behind when it came time to apply those ideas. Only once text-
to-image tools spread fast in 2022 and 2023 did things shift. With Midjourney, DALL-E 2,
or Stable Diffusion arriving, pictures could spring from plain words. Suddenly artists needed
to learn how to phrase their inputs just right. Groups forming online - on places like Reddit
or Discord, tucked inside niche discussion boards - started trading tips. Over time they
shaped loose rules, odd terms, shared tricks: grassroots set of habits for guiding image
generators by hand.

From out of nowhere, Oppenlaider in 2022 began mapping how people shape prompts
for image generators. Instead of guessing, they noticed certain pieces kept showing up - like
subject or lighting - that made results hit closer to what someone imagined. Because of this,
prompt crafting started looking less like trial and error, more like something you could actually
study. Structure crept into a space once ruled by randomness. Each added detail shifted outcomes
just enough to matter. What seemed loose before now carries rules hiding in plain sight.
Prompt Engineering and Creative Authorship

Surprisingly, fresh academic debates often circle back to how prompt crafting
links to artistic creation. Not merely whose idea sparked an Al-made picture matters - the
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thinker behind the words, the team building the system, maybe even the code running it.
Suddenly, legal rights over ideas feel shaky, jobs tied to art shift shape, while society
rethinks what counts as meaningful making.

Mazzone and Elgammal (2019) claimed generative Al acts more like a helper for
human creativity instead of making art on its own. Much like how people once worried the
camera would kill painting back in the 1800s, it actually opened up new ways to see things
visually. Seen this way, someone writing prompts works similarly to a person behind a
lens. Their decisions - where to stand, when to click, what to include - shape how the final
picture feels even though machines do part of the work.

Still, some see things differently. They point out that because Al decisions are
hard to follow, comparing them to tools people use feels off. Back in 2004, Boden split
creativity into three kinds - combinational, exploratory, and transformational. She said
machines handle combinational tasks well, mixing known elements in fresh arrangements.
Design Skills in the Age of AI

Start here. Old-school ideas about design skill often spotlight seeing clearly, solving
puzzles, feeling what users feel, plus building quick models again and again. Lately though,
fresh research pokes at how these abilities need shifting when Al joins the workflow. From
one angle, a 2024 study led by Leahu pulled data from more than four hundred working
designers. What showed up? Routine tech tasks now handled by smart software are fading in
value. On another track, talents like guiding creativity, planning moves ahead, and especially
spelling out exactly what a design should do - so machines get it - are gaining ground fast.

This skill ties closely to shaping prompts. Stating a visual idea through words - describing
not only the elements present, but also its mood, underlying references, even the artistic roots
it echoes - depends on blending sight-based understanding with expressive precision.
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Figure 1 The Prompt Engineering Design Cycle Five stages from idea to refined Al output
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Prompt Engineering in Visual Design Fields
Graphic Design and Brand Identity

Now fast ideas pop through words typed into tools instead of slow sketching by
hand. Picture making choices quicker because machines show many versions right away.
Yet picking what works still depends on human sense, not just speed. More options appear
in moments, but thinking deeply about fit stays essential. Good prompts help see directions
early, though deciding remains a person’s job. What changes is how soon you face choices
- not how carefully you must choose.

A study from Adobe Creative Insights in 2024 showed that designers calling
themselves skilled at writing prompts gave first-round ideas clients liked much more -
satisfaction jumped by 40%. Getting good at shaping Al-generated drafts fast seems tied
directly to better results on the job

Al Tood Adoption Among Design Frolessonals (2024
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Al Tool Use by Designers 2024
Prompt Engineering Skill Components A Framework

Looking at how things are done now, plus what studies show, this setup points to
key skills needed for prompt engineering as a kind of design work. One-part builds on
known teaching methods in design - yet adds fresh needs tied to working with Al. These
areas pull from real classroom experience but shift slightly to fit how people talk to machines
today. Instead of copying old models, they adapt them - keeping what works, changing
what does not. Each piece fits together like parts of a tool made for one job only. Some
come from familiar places - others grow out of brand-new demands

Start with a painter’s name, then slide into brushwork styles from the 1800s. Pull
moments from surreal dream sketches instead of rules. Names like Klimt or O’Keefte
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shape how colors pool and stretch across frames. Choose eras - Art Deco, Bauhaus, folk -
not by trend but gut feel. Let a single photo from 1923 whisper angles and shadows. Build
images using what old magazines threw away. Trust rhythm more than research when
linking past visions to new outputs

Putting pictures into words so machines understand them clearly. How ideas seen
by eyes become directions a computer follows without confusion. Words shaped from
images guide artificial minds step by step. Seeing becomes speaking in ways code can
process precisely. What appears in vision turns into instructions free of doubt. Clarity
forms when sight meets speech meant for robots. Describing visuals lets technology act on
what humans imagine

Starting fresh each time helps spot what’s missing. One step leads to adjusting
questions. Better answers come by changing how you ask. Progress shows when outputs
get closer to the goal. Reviewing work points to where tweaks matter most
Prototype &amp; test cycles
Strategic design thinking Technical Fluency

Understanding settings unique to each model comes first. Yet aspect ratios shape
how images appear. Instead of guessing, try using negative prompts to block unwanted
elements. Weighting syntax matters because it controls emphasis. Each detail fits together
like pieces missing from a puzzle.
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Core Competency Areas in Prompt Engineering as a Design Practice
Challenges and Ethical Concerns
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Who Made It Who Owns It Ideas and Rights?

Art made by Al using carefully written prompts brings tough questions about who
owns what. Though people spend time perfecting those prompts, often adjusting them
again and again, current copyright laws mostly look for work shaped directly by human
hands. Because of this, even clever prompting might not count as original creation under
the law. What counts as effort in digital craft does not always match up with old rules built
for painters or writers.

Outputs made by artificial intelligence alone cannot receive copyright in the United
States, according to new notes from the government office handling such rules. Still, what
counts as real human involvement stays unclear. One artist might build long prompts, full
of detailed choices about look, structure, and idea - another could type just three words.
Despite those differences, today’s system treats both results the same way.

Bias and How It Shapes What We See

Hidden inside generative Al systems built from massive image collections are the
same skewed views found in those sources. Without questioning what comes out, creators
may unknowingly spread old stereotypes further - turning quiet imbalances into louder
ones across visuals we see every day. Research shows common text-to-image tools often
favor Western styles by default, cast men and women into outdated job roles, and simplify
complex cultures into shallow copies when showing non-Western people or practices.
When designers operate across borders, facing varied cultures or particular traditions,
built-in system tendencies can create real hurdles - ones tied to fairness just as much as
function. Shaping Al results means doing more than steering visuals; it demands pushing
back on automatic choices that flatten or distort human diversity

INTERSEC THOM: Human Creatnvity & A Capakslity

Human Al
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Figure 3 Human Creativity Meets Al Through Prompt Engineering Future Paths and Their Effects
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Design Education Shifts

Picture-making prompts part of design training changes what schools need to cover.
Most courses now build on basics like sketching, color theory, shape work - then move
into tool mastery and focused abilities such as type arrangement, page structure, navigating
digital flows - yet skip any real focus on shaping words to guide artificial minds well. As
smart systems settle deeper into daily studio tasks, missing that word skill hits harder.

Picture-making courses could include lessons on how to write better prompts,
treating it like its own skill built from language study, clear visual messaging, and past
artwork awareness. Some classes may explore what makes image cues work well, build a
personal set of prompt phrases tied to classic art ideas, test different versions of prompts
step by step, then judge computer-made results using real design goals. This kind of learning
adds to basic abilities instead of swapping them out - because knowing more about visuals
actually helps craft smarter prompts. That point runs through this entire piece.

What matters just as much is learning to question Al tools and see where they fall
short. When design learners grasp how these systems are built - the data shaping them, the
flaws baked inside, the spots they keep getting wrong - they can treat them more like
collaborators in making things, less like mindless shortcuts for output.

Emerging Skill Requirements

Past 2030, changes in Al will reshape what visual designers must know. Because
of these shifts, picking strong results from many Al-generated choices becomes essential.
Not just selection, but judging them fast using detailed standards matters more now.
Understanding how different Al systems act, their strengths, and even their repeated flaws,
starts to define skilled work. This awareness guides when to lean on machines and when to
step in personally. Knowing the limits shapes better outcomes than relying blindly. Designers
who grasp model behavior gain sharper control over results.

What stands out now is how AI’s rising skill at getting tasks done shifts value
toward what only people bring to design - like feeling for others, understanding cultures,
making fair choices, seeing creativity through societal and past lenses. Not something you
can type into a machine to get - it grows from learning, doing, thinking over time. Whoever
builds sharp abilities in guiding AI while also nurturing their own human depth will find
themselves ready when creation meets smart tools.

Conclusion

This isn’t about fashion, quick fixes, or killing creativity. What we’re seeing instead
grows quietly beneath the surface - a new kind of craft taking shape. It changes how
images come to life, from first thought to finished piece. Alongside it come fresh demands
on skill, yet older wisdom gains more weight. Success won’t go to those clicking buttons
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most often. Strength shows up differently - in choices made with care, awareness, and
intent. Machines follow directions, yes, but only if someone knows exactly where to point
them.

This work suggests prompt crafting acts like real design practice, built on seeing
clearly, knowing art’s past, using words exactly, refining through cycles, and thinking
ahead. Yet it digs into tough issues too - who owns what when laws lag behind creation,
how skills might fade while global styles blur together, and why teaching must adapt fast
as job demands transform.

Here’s the twist: better Al design tools actually lift the worth of strong creative
training. Output depends heavily on how smart the person guiding the system really is.
Whoever feeds the machine ideas backed by art knowledge, sharp taste, clear goals, and
exact words tends to get far better results. So instead of fading away, designers show their
depth in new ways through these conversations with machines.

Change moves fast when machines start helping make designs. Schools, teachers,
people who work in design - they need to step in carefully. Not to block what’s coming, yet
guide it well so creativity isn’t lost. Design has always shifted each time a new tool arrived.
Typewriters. Computers. Now prompts that talk to Al - just another turns on the same path.
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