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Abstract

The continuous progress of digital technology has transformed many educational practices, bringing
artificial intelligence (AI) into classroom settings, including vocational education. Among the latest
advancements in this field is Generative Al exemplified by ChatGPT which offers new possibilities
for enhancing creativity and interactive learning. This Community Service (PkM) initiative was
designed to strengthen the competencies of students in the Visual Communication Design (DKV)
department at SMK Darus Sa’adah, enabling them to use ChatGPT in an ethical, effective, and
innovative manner. The program consisted of three sequential phases: initial coordination and
preparation, a series of nine intensive training sessions across three grade levels, and an evaluation
stage. The learning modules introduced the fundamentals of ChatGPT, its creative applications in
design oriented learning, and ethical considerations in AI usage. Findings from the evaluation
revealed strong enthusiasm and solid conceptual understanding among students, along with
increased ability to use ChatGPT for content creation and idea development. Participants also
showed growing curiosity to explore Al applications beyond the classroom context. Overall, the
program improved students’ self-reported digital literacy and supported the integration of Al driven
learning practices within vocational education. This activity serves as an essential foundation for
promoting the responsible and innovative adoption concerning Generative Al in educational
settings.

Keywords: ChatGPT; Generative Al; Visual Communication Design; Vocational Education.
How to Cite: Kurniawan, E., Santi, N. & Murniasih, I. (2026). Digital Learning Transformation:

Education and Application of Generative Al at SMK Darus Sa’adah. Abdi: Jurnal Pengabdian dan
Pemberdayaan Masyarakat, 8(3), 1028-1036.

@ This is an open access article distributed under the Creative Commons Share-Alike 4.0 International License. If you remix, transform, or build
upon the material, you must distribute your contributions under the same license as the original. ©2026 by author.

Introduction

Over the past twenty years, the rapid digital revolution has reshaped numerous dimensions of
contemporary life, and the education sector is no exception (Belostecinic & Jomir, 2023; Khan et al., 2024;
Shiva & Khatri, 2023). Among the key technological drivers of this shift is Artificial Intelligence (AI), which
offers transformative potential to improve learning effectiveness, operational efficiency, and the
personalization of educational experiences (Naeem et al., 2023), Within this domain, Generative Al stands
out as a major innovation that can autonomously produce new forms of content, including text, imagery,
and audio, through learned data patterns. A prominent example is ChatGPT, a language model designed to
generate coherent, human like responses and creative written materials (Jauhiainen & Guerra, 2023). Recent
studies also highlight that generative AI technologies are increasingly integrated into educational
environments to support interactive learning, idea generation, and problem-solving activities among students
(Mittal et al., 2024; Wei et al., 2025).

In the framework of vocational teaching and learning, the use involving Generative Al has become
increasingly pertinent, particularly in disciplines centered on creative and digital content development. SMK
Darus Sa’adah, a vocational high school situated in Bogor Regency, offers three key study programs: Visual
Communication Design (DKYV), Information and Network Systems, and Software Engineering. Among
these, the DKV program provides the greatest opportunity to integrate Generative Al into educational
practice especially for design oriented activities such as poster production, digital promotion, and creative
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visual projects (Kong & Yang, 2024; Mittal et al., 2024). The integration of Al based tools in vocational
education is considered important because it helps students develop industry relevant digital competencies
and creative thinking skills required in modern workplaces (Benvenuti et al., 2023).

Nevertheless, findings from initial observations and discussions with the school’s representatives
revealed that many DKV students still lack sufficient knowledge and practical skills in utilizing ChatGPT.
Specifically, preliminary observations indicated that while approximately 90% of the students had heard of
ChatGPT, less than 15% had used it for design-oriented workflows. Their current use of digital technology
remains largely limited to searching for information rather than employing it as a tool for creative exploration
and content generation. This situation reflects a gap between technological potential and students’ digital
literacy levels, highlighting the need for structured guidance and practical learning experiences. Previous
research has also reported that without proper training and guidance, students tend to use Al tools only for
basic information retrieval rather than for higher level creative or analytical learning processes (Alzubi et al.,
2025).

To respond to this gap, a Community Service (Pengabdian kepada Masyarakat or PkM) initiative was
organized by lecturers from Universitas LIA. The program aimed to strengthen students’ capacity to apply
Generative Al effectively within classroom based creative projects at SMK Darus Sa’adah. Unlike general
Al training, the added value of this program lies in its specific tailoring to the Visual Communication Design
(DKV) context, which integrates simulated client-designer interactions and visual design-oriented prompt
engineering. The activities were designed around three interconnected stages: (1) introducing ChatGPT and
its basic functions, (2) conducting hands on workshops for project based creative learning, and (3) promoting
awareness of digital ethics and responsible Al practices (Rahimzadeh et al., 2023; Ray, 2023). Through this
participatory approach, students were not only introduced to Al concepts but also gained direct experience
in applying the technology ethically and productively.

Ultimately, this initiative is expected to enhance the digital literacy and creative competence of DKV
students, preparing them to adopt Generative Al effectively and responsibly within their vocational learning
context. Furthermore, the collaboration between higher education institutions and vocational schools
demonstrates a sustainable model of educational community empowerment helping to address the emerging
challenges brought by the Fourth Industrial Revolution and nurturing an innovative, adaptive learning
culture aligned with ongoing technological progress. Such collaborations between universities and schools
have been recognized as an effective strategy for strengthening community based educational innovation and
technology adoption in learning ecosystems (Jakhelln & Postholm, 2022).

Method

This Community Service (Pengabdian kepada Masyarakat / PkM) initiative was structured as an
integrated education and training program designed to enhance students’ technological literacy particularly
in applying Generative Al through ChatGPT within the Visual Communication Design (DKV) department
of SMK Darus Sa’adah. The program combined conceptual instruction with practical workshops, enabling
participants to not only grasp the essential principles of Artificial Intelligence but also implement them
directly to enrich classroom learning and creative design activities (Han & Cai, 2023). Furthermore, the
pedagogical framework embedded discussions on digital ethics to strengthen students’ understanding of
responsible and reflective technology use (Abulibdeh et al., 2024; Airaj, 2024).

The implementation of the program followed a progressive model consisting of three sequential
phases: the initial stage focused on coordination and preparation, followed by an intensive training phase
centered on practical application, and concluded with evaluation and followup sessions aimed at reinforcing
the outcomes and sustainability of the activity, as depicted the first figure.

| Preparation and Coordination ‘

, Training Implementation ‘

’ Evaluation and Follow Up ‘

Figure 1. Stages of the Community Service Program
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Preparation and Coordination

The preparation stage involved coordination meetings between the Universitas LIA PkM team and
the management of SMK Darus Sa’adah, particularly the DKV department. During this stage, the objectives,
scope, and expected outcomes of the program were discussed and agreed upon. The team also designed the
training materials, which consisted of three main modules: (1) Introduction to ChatGPT and Generative Al,
(2) Application of ChatGPT in creative learning and content development, and (3) Ethics and digital
responsibility in Al use.

In addition, preobservations were conducted to identify students’ initial understanding and readiness
in using Al based tools. This assessment revealed that most participants had never received formal exposure
to ChatGPT prior to the training.

Training Implementation

The core activity consisted of a series of nine training sessions conducted over a seven-week period,
from November 11 to November 28, 2024. Each sessions lasted distributed across three grade levels (Grades
10, 11, and 12), with each grade receiving three dedicated two-hour sessions in collaboration with DKV
teachers. A total of 45 students participated, representing these three grade levels: (1) Grade 10 (14 students)
(2) Grade 11 (17 students, (3) Grade 12 (14 students).

Each grade participated in three consecutive sessions covering the three modules mentioned above.
The learning process used a participatory and practice oriented approach, combining short lectures,
demonstrations, and hands on activities. Students were guided to create prompts in ChatGPT, conduct
brainstorming for design projects, and participate in a client-designer role-play simulation. The specific
purpose of this role-play activity was to train students in extracting key design requirements from a
hypothetical client and translating those needs into effective, structured ChatGPT prompts for creative
assignments.

To foster sustained participation, the facilitators integrated a variety of interactive tools and
collaborative learning activities. Students were guided to share their reflections and to explore how Artificial
Intelligence could be meaningfully applied in their classroom projects and prospective professional pathways
(Burju et al., 2024).

Evaluation and Follow Up

After the training sessions, an evaluation was carried out using a Google Form questionnaire
distributed to all participants. The evaluation instrument consisted of 15 items measured on a 5-point Likert
scale, ranging from 1 (Strongly Disagree) to 5 (Strongly Agree). To ensure content validity and reliability,
the questionnaire was reviewed by experts in educational technology and information systems prior to
distribution. The questionnaire measured three main aspects: (1) Understanding of ChatGPT concepts, (2)
Ability to apply ChatGPT in creative learning, and (3) Awareness of ethical and responsible AT use.

Quantitative results obtained from the questionnaire were processed through descriptive statistics in
the form of percentage distributions. Meanwhile, qualitative feedback was examined using a thematic
interpretation approach to identify recurring perspectives and reflections among students.

Specifically, the quantitative evaluation outcomes reflected positive participant responses across all
three dimensions, calculated as the percentage of students who responded with 'Agree' or 'Strongly Agree'
(ratings 4 and 5 on the 5-point Likert scale). The results indicated that 85% of participants reported improved
understanding of ChatGPT functionality, 78% expressed agreement regarding their ability to apply ChatGPT
in design-related tasks, and 82% demonstrated high agreement concerning their ethical awareness in Al use.
The evaluation also collected qualitative feedback for program improvement, such as including additional
modules on advanced Al tools.

Result and Discussion

Preparation and Coordination Stage

The implementation of the Community Service (Pengabdian kepada Masyarakat / PkM) initiative
commenced with a coordination meeting and introductory visit to SMK Darus Sa’adah, specifically engaging
the Visual Communication Design (DKV) department. This initial phase was intended to build collaborative
understanding, synchronize program goals, and ensure institutional endorsement for the training activities.
An official proposal detailing the program’s aims, advantages, methodological design, and anticipated
impacts was formally submitted and subsequently approved by the school principal, Mr. Anwar, M.Pd. The
coordination meeting, which took place on October 12, 2024, concluded with a mutual agreement regarding
the schedule, participant roles, and the mechanism for evaluation (Figure 2)
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Figure 2. Coordination meeting with the principal of SMK Darus Sa’adah

After the coordination stage, the PkM team developed instructional resources centered concerning the
practical implementation of Generative Artificial Intelligence particularly ChatGPT within vocational
learning creative learning contexts. The prepared materials were organized into three thematic modules: (1)
an overview of Generative Al and ChatGPT, (2) practical implementation of ChatGPT in design based
learning and creative content development, and (3) digital ethics and accountability in the responsible use of
Al (Figure 3).
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Figure 3. Overview of the three training modules

Each instructional module was designed through a collaborative and experiential learning framework,
enabling students to apply newly acquired concepts directly within simulated scenarios and creative design
tasks. This pedagogical strategy reflects the principles of participatory learning, which advocate for learners’
active engagement and shared contribution throughout the educational process (Marcellino et al., 2023).

Training Implementation

The main training phase consisted of nine sessions held between November 11 and November 28,
2024, with a total of 45 student participants from grades 10, 11, and 12. Each session lasted approximately
two hours and was guided by the PkM team from Universitas LIA alongside DKV teachers.

Grade 10, sessions introduced the basic concepts of Generative Al, ChatGPT features, and prompt
creation techniques. Students were trained to generate short text prompts, explore creative brainstorming,
and simulate Al based content creation (Alto, 2025).

~— S 4 W

o

. .8I 7‘-” -

i — '1 - | e‘

: é”?.‘ % o A ) e
v‘.\l.‘\; & = f 'l"ﬁ .‘v““-‘o -
‘. N\ I - ;‘ k; : “

Figure 4. Training session with Grade 10 DKV students

Grade 11, sessions focused on practical applications of ChatGPT in the design process. Students
worked in small groups to develop design ideas such as poster concepts, logo prototypes, and marketing
narratives using ChatGPT as an idea generator.
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Figure 5. Training session with Grade 11 DKV students

Grade 12, sessions emphasized advanced use and ethical implications of Al in professional contexts.
Students discussed real world case studies of Al use in creative industries and reflected on responsible
practices in content creation.

Figure 6. Training session with Grade 12 DKV students

This hands on approach enabled students to integrate Al technology into their learning activities. It
also fostered teamwork and creative thinking while building ethical awareness about avoiding plagiarism
and misuse of Al generated content.

Evaluation Results

The effectiveness of the program was assessed through an online questionnaire distributed via Google
Forms following the completion of the final training session. The evaluation instrument measured three key
aspects of student learning: (1) conceptual comprehension, (2) practical ability to utilize ChatGPT in creative
learning contexts, and (3) awareness of ethical principles and responsible use of Al technology. A concise
summary of the quantitative findings Table 1 presents.

Table 1. Overview of Evaluation Qutcomes (n = 45)

Indicator Precentage (%) Interpretation
Understanding of ChatGPT functions 85 High
Ability to apply ChatGPT in creative work 78 High
Awareness of ethical and responsible Al use 82 High
Interest in exploring other Al tools 74 High

Note: Percentage represents the proportion of participants who responded with "Agree" or "Strongly
Agree" (ratings 4 and 5 on a 5-point Likert scale).

Students showed a marked improvement in their understanding of ChatGPT and its applications in
creative design projects. The majority expressed strong enthusiasm and motivation to continue exploring
other Al based technologies.

Figures 7 to 9 illustrate the evaluation outcomes, including students perceived usefulness of materials,
understanding of ethical implications, and overall satisfaction with the training.
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Figure 7. Evaluation of material usefulness
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Figure 8. Ethical awareness and responsibility in ChatGPT use
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Figure 9. Overall feedback and satisfaction

To analyze the qualitative feedback, open-ended responses from the Google Form were reviewed and
categorized into recurring themes: practical relevance, instructional engagement, and future training needs.
The thematic analysis revealed that students found the training highly interactive and directly aligned with
their DKV coursework. For instance, one Grade 11 student highlighted the value of the practical exercises,
stating, "The role-play session was my favorite part because it felt like receiving a brief from a real client. Now
I know how to use ChatGPT to structure my design ideas better.' Furthermore, under the theme of future
needs, participants expressed a strong desire to expand the program's scope. As one Grade 12 student
suggested, 'The training was very helpful, and I hope there will be an advanced session focused specifically
on using Al for 3D animation and digital illustration.

The training also provided an avenue for DKV teachers to observe and consider integrating Al based
learning activities into their teaching practices. This reflects a growing interest in embedding digital literacy
and Al understanding in vocational education.

Discussion

The findings demonstrate that integrating Generative Al into vocational learning is both feasible and
impactful. The improvement in students’ self-reported understanding, practical application in design tasks,
and ethical awareness suggests that Al-based tools like ChatGPT can effectively support students' creative
exploration and design workflows when implemented with proper guidance.

These results are consistent with previous studies indicating that Al integration supports student
engagement and innovation in design education (York, 2023). Moreover, the participatory training method
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aligns with the principles of community empowerment, where learning outcomes are achieved through active
involvement and reflection.

From a community development perspective, this PkM activity not only increased the students’ digital
competence but also strengthened collaboration between higher education and vocational institutions. The
activity contributed to sustainable educational empowerment by introducing innovation, improving
technological literacy, and promoting ethical Al adoption in the learning ecosystem.

To ensure this empowerment is sustained beyond the initial training, all developed instructional
modules and prompt-engineering guidelines were officially handed over to the DKV teachers. Furthermore,
discussions with the school administration have established a preliminary plan to integrate Generative Al
activities into regular DKV lessons. To support this pedagogical transition, the Universitas LIA team has
committed to providing ongoing online consultation and follow-up mentoring for the teaching staff.

Ethically, the students’ understanding of digital responsibility grew as they learned to distinguish
between productive Al use and potential misuse such as plagiarism or overreliance. This balance between
innovation and ethics is essential to ensure long term positive impacts in education, as emphasized in prior
research on ethical Al literacy (Rahimzadeh et al., 2023).

Conclusion

The community service program titled “Utilization of Generative Al in Education at SMK Darus
Sa’adah” was successfully implemented and achieved its intended objectives. In terms of program delivery,
the activity consisted of three main sessions for each grade level (10, 11, and 12), covering fundamental topics
such as an introduction to ChatGPT, its application in creative learning, and digital ethics. Beyond successful
execution, the evaluation demonstrated clear outcomes tied to the measured indicators: students reported a
significantly improved understanding of Al functionality, enhanced practical ability to apply ChatGPT in
design-related tasks, and heightened awareness of ethical Al use. To sustain these positive outcomes, the
initiative concluded with the handover of instructional modules to the school and established a commitment
for ongoing follow-up mentoring, ensuring that DKV teachers can effectively integrate responsible Al
practices into their continuous curriculum.

The evaluation results showed that participants not only improved their technical competencies in
operating ChatGPT but also developed a deeper awareness of ethical use and the potential risks of Al misuse,
such as plagiarism or dependency. High enthusiasm and active participation from students during discussions
and role play exercises reflected the relevance and effectiveness of the program in enhancing digital literacy
and creative learning.

This PkM initiative produced meaningful social and educational impacts by empowering vocational
students to adapt to technological changes in the era of Industry 4.0. It also strengthened the collaboration
between higher education and vocational schools in fostering innovation and responsible digital behavior.

To enhance the long term impact of this initiative, future community training programs are
encouraged to incorporate a wider range of advanced Artificial Intelligence tools and extend their application
to diverse academic and vocational fields, thereby expanding students’ creative and critical perspectives.
Educational institutions, particularly those offering Visual Communication Design (DKV) programs, are
advised to embed Al related competencies such as the practical use of ChatGPT into relevant productive
subjects within the curriculum. In addition, capacity building activities targeting teachers should be
prioritized to ensure the continuity and pedagogical sustainability of technology assisted learning. Regular
monitoring and reflective evaluations are also essential to uphold both the moral integrity and functional
effectiveness of Al utilization in the context of education.

Overall, such a program represents an important initial step in promoting the positive adoption of
Generative Al within the education sector, building a foundation for continuous innovation, ethical
awareness, and community empowerment through technology.
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