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Abstract. 
The rise of Artificial Intelligence (AI) has reshaped how the multimedia and 
education sectors operate. Even so, students in the broadcasting program at SMK 
Cipta Insan Mandiri Depok continue to struggle with several issues: they 
understand little about how AI can be applied in multimedia production, they are 

not yet skilled at building interactive learning content, and they rarely get to train 
with up-to-date technology. Such gaps may weaken graduates’ competitiveness in a 
job market that increasingly expects fluency in digital tools and AI-driven creativity. 
This community service activity was therefore intended to strengthen the abilities of 
broadcasting students at the school so that they can use AI to create interactive 
learning multimedia that is creative, fresh, and suited to what the digital industry 
actually needs. The approach taken was a structured plan delivered through 
workshops, hands-on practice, and close mentoring, with participants guided 
toward concrete results in the form of AI-based interactive learning media. The 

method itself was arranged in a systematic, participatory, and applied way to tackle 
the core problem, that is, the limited use of AI in producing interactive learning 
multimedia. Throughout the process, partners were actively involved at every step, 
from identifying needs to running the training and mentoring and finally evaluating 
the results. The material covered the basic ideas behind AI, an introduction to an AI 
tool (NotebookLM), techniques for producing AI-based multimedia, and the 
development of interactive learning media. Eighteen students took part in the 
session, which ran on May 19, 2026. Afterward, participants showed a clear 

improvement in grasping AI concepts and in their practical ability to create AI-
based multimedia content. The post-activity questionnaires showed that 95.7% of 
participants were satisfied with the program, 31.9% strongly agreeing and 63.8% 
agreeing that the training lived up to their expectations. The program also yielded a 
relevant AI-based training module built with NotebookLM along with interactive 
learning products, which supports the longer-term goal of raising education quality 
in the digital era. 
Keywords: Artificial intelligence, interactive multimedia, vocational training, and 

community service. 

 

I. INTRODUCTION 

The fast pace of digital technology, and Artificial Intelligence (AI) in particular, has left a strong 

mark on both education and the creative industry. Within vocational education, and broadcasting programs 

especially, bringing AI into the classroom matters a great deal if students are to be ready for industries that 

now run on technology. At SMK Cipta Insan Mandiri Depok, however, students still know relatively little 

about AI and have had few chances to practice using it for interactive multimedia work. Many of them keep 

working in conventional ways, so the multimedia they produce tends to feel dated and falls short of what the 

industry expects today. On top of that, the shortage of AI-based learning modules and technology-focused 

mentoring has only widened the distance between what students can do and what employers are asking for. 

Vocational institutions, then, need learning innovations that are adaptive and practice-driven if they want to 

sharpen students’ digital skills and keep them ready for technology that changes quickly. 

A number of recent studies have pointed to how central Artificial Intelligence has become in lifting 

the quality of vocational education and interactive multimedia learning. AI makes a real difference in 

vocational settings by supporting adaptive learning systems, automatic evaluation, and learning experiences 

tailored to each student[1]. In the same vein, weaving AI into multimedia learning settings tends to boost 

how engaged students are, how interactive the lessons feel, and how readily they work together[2]. Beyond 
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that, AI-based interactive multimedia has been shown to spark creativity and make better use of technology 

in classroom activities[3]. That said, most of the earlier work has tended to center on teachers, on building 

curricula, or on education in general, and far less has looked at vocational broadcasting students themselves 

as the people actually doing AI-based multimedia production training. The literature has likewise said little 

about how community service programs tied to vocational training might directly close the gap between what 

vocational students can do and what the digital creative industry expects. As a result, a clear gap remains 

around running AI-based interactive multimedia training that is built specifically for broadcasting students in 

vocational schools. 

This study sets out to describe how AI-based learning programs were put to work in producing 

interactive multimedia learning among the broadcasting students at SMK Cipta Insan Mandiri Depok. It 

looks at how AI-based training can build up students’ knowledge, technical skills, creative sense, and digital 

ability for multimedia production, and at how effective the workshops, practice sessions, mentoring, and 

project work were in deepening their grasp of AI. The effectiveness side of the study reports on participant 

satisfaction and on how the training helped narrow the competency gap between vocational school graduates 

and the industry. The hope is that this work contributes both academically and practically to AI-integrated 

vocational education, while also backing community empowerment, the spread of technology, and capability 

building as a form of educational innovation for the digital future. 

What makes this research pressing is that vocational schools simply have to keep up with 

technological change if they want to prepare students for digital industries that are growing more competitive 

by the day. Bringing Artificial Intelligence into broadcasting education is no longer just a nice-to-have; it has 

turned into a strategic must for keeping vocational learning relevant and of good quality. The study expects 

to show that AI-based multimedia training works not only as a piece of technology dropped into the 

classroom but as a transformative teaching strategy that can grow students’ creativity, independence, and 

readiness for digital work. Folding AI into vocational education can strengthen students’ employability and 

their ability to adapt by giving them hands-on, technology-oriented learning settings [4]. Multimedia tools 

and digital media platforms matter more and more in vocational training because they make learning 

flexible, interactive, and closely tied to what industry actually does[5]. For all these reasons, the study aims 

to offer evidence that AI-based interactive multimedia training can be an effective way to raise the quality of 

vocational education, shrink competency gaps, and keep the digital transformation of broadcasting education 

moving in a sustainable direction. 

 

II. RESULT AND DISCUSSION 

   2.1 Place and Time of Implementation  

This community service activity was run by lecturers and students from the Faculty of Computer 

Science at IBI Kosgoro 1957, working together with SMK Cipta Insan Mandiri Depok. It took place on 

Tuesday, May 19, 2026, in a second-floor classroom. The address at Jl. Curugan No. 94, RT.RW 11/RW.RT 

06, Tanah Baru, Beji District, Depok City, West Java 16426, roughly 11.8 km from the IBI Kosgoro 1957 

campus. 

 
Fig. 1. SMK Cipta Insan Mandiri Depok School Building  
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Held in person, the community service activity drew 30 participants in all: 17 tenth-grade students 

from SMK Cipta Insan Mandiri Depok, 6 lecturers from IBI Kosgoro 1957, 3 IBI Kosgoro 1957 college 

students, and 4 teachers from the school. 

2.2 Training Content and Module Overview 

The training material was split into five clusters arranged in sequence, each building on the one 

before so that conceptual understanding and practical skills for AI-based multimedia production developed 

together. 

The first cluster eased participants into the basics of Artificial Intelligence as it applies to multimedia 

and education. It walked through core ideas such as machine learning, generative AI, and natural language 

processing, together with everyday uses like text-to-image, text-to-speech, and AI document assistants, 

among others. 

The second cluster focused on Google NotebookLM as the main AI tool. Participants practiced 

setting up digital notebooks, uploading learning documents, and using the platform to generate summaries, 

quizzes, presentations, and narration scripts. This part also brought in the KPLPT prompting framework 

(Context, Role, Prohibitions, Length, Additional Instructions), which participants used to write prompts that 

returned sharper, more specific results. 

The third cluster turned to actually producing multimedia. Participants drew on AI-generated content 

to build PowerPoint learning materials, scripts for educational videos, infographics, and templates for 

structured documents. Facilitators also walked them through ten AI recipes tailored to broadcasting and 

vocational multimedia tasks. 

The fourth cluster dealt with pulling these pieces together and polishing them into complete, 

classroom-ready multimedia products. Through guided peer review and critique sessions, participants 

reworked their content so that it was accurate and genuinely useful for its intended audience. 

The fifth and last cluster dealt with the ethics of using AI. The message here was that AI tools should 

support human judgment and decision-making rather than stand in for them, which means checking facts 

carefully, verifying against trustworthy sources, and folding AI into the work responsibly so that learning 

genuinely improves. 

2.3 Implementation Method 

Earlier work has tackled AI-related problems and training in a number of ways, including training-

based approaches, hands-on practice, and continued mentoring[[6]. Here we worked through seven stages. 

The program ran through a seven-stage sequence built to keep delivery orderly, keep participants 

actively involved, and make the outcomes measurable. 

 
          Fig. 1. Program Implementation Stages  

The first stage dealt with administrative preparation and internal coordination. The team held 

planning meetings to divide up responsibilities, put together the training materials, sort out logistics with the 

partner school, and draft the observation instruments, pre-tests, and participant questionnaires. 

In the second stage the team carried out an initial needs assessment at SMK Cipta Insan Mandiri, 

observing classes and talking with the broadcasting teachers. This step revealed how little AI tooling was in 

use, what kinds of multimedia production were actually needed, and what the school’s technological setup 

looked like, all of which then shaped the training design. 
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The third stage covered building the training content and modules. The team assembled a modular 

guide with theoretical explanations, step-by-step tutorials, AI prompt templates, and project guidelines, all 

written so teachers could reuse them on their own later on. 

The fourth stage was the main training itself, delivered through interactive lectures, live 

demonstrations, and guided hands-on practice. The work moved from introducing AI concepts and getting 

oriented in NotebookLM to creating multimedia projects. Pre-tests and post-tests were given to gauge how 

much participants’ skills had grown. 

 
         Fig. 2. Training Implementation Method 

The fifth stage centered on mentoring and support during the projects. Facilitators offered technical 

help, creative direction, and troubleshooting as participants developed their multimedia work. 

The sixth stage brought together monitoring, evaluation, and feedback. The team gauged how 

engaged participants were, how good their projects turned out, and what they had learned, using observation, 

project evaluation rubrics, and satisfaction questionnaires. 

The seventh stage handled wrapping up the outputs and planning what came next. The team finalized 

the training modules, pulled together the documentation, wrote the final activity report, and put forward 

recommendations to keep AI-integrated learning going at the partner school. 

2.4 Conceptual Background: Artificial Intelligence and Interactive Multimedia 

Artificial Intelligence refers to the area of computer science devoted to building systems that can 

carry out tasks normally calling for human cognition, such as understanding natural language, spotting 

patterns, producing content, and reasoning toward conclusions [6]. In education, AI plays several roles at 

once: adaptive platforms that sequence content to fit each learner, intelligent tutoring systems that give 

immediate, situation-specific feedback, automated tools that grade open-ended answers, and generative 

assistants that turn out teaching materials on request [7]. At its heart, the idea of AI rests on rational thinking 

carried out by a rational agent, an idea that grows from the belief that computers can reason logically and 

then act rationally on that reasoning [8]. 

For this initiative, interactive multimedia means digital learning materials that bring together two or 

more complementary media, text, image, audio, animation, plus interactive controls such as quizzes or 

branching navigation, all inside a single learner-centred experience [9]. Pairing AI-driven content generation 

with the principles of interactive multimedia design turns out to be an especially strong match for vocational 

education: AI can speed up the production of raw content, while sound multimedia design makes sure those 

pieces come together into engaging, pedagogically coherent lessons. 

Google NotebookLM, the main tool used in this program, works as a document-grounded AI 

assistant. Users drop their source materials into a dedicated 'notebook' workspace, and the system’s language 

model then builds its answers only from what is in those documents, which sharply cuts the chance of the 

hallucinated or off-topic output that often comes with unconstrained generative AI [10].  

Learning cannot run well without interaction between learning components, so these types of 

learning components must help each other to create efficient learning[11].Since broadcasting students 

usually work from specific subject-area content, this document-anchored design fits them especially well, 

keeping the summaries, quizzes, and scripts it produces tied closely to the curricular sources. 

 

 

https://ijcsnet.id/


International Journal Of Community Service 

https://ijcsnet.id/ 

356 

 

2.5 Activity Documentation  

The program generated three kinds of evidence pointing to its effectiveness: quantitative data on 

competency, results from the participant satisfaction survey, and qualitative records of the multimedia 

artifacts participants made. 

1. Results in Terms of Achieving Stated Objectives 

The findings pointed to a stronger grasp of AI technology, particularly using NotebookLM for 

interactive learning. Both teachers and students came away understanding the concept noticeably better. In 

the training and discussion sessions they could name the various services NotebookLM offers and explain 

how each helps in a learning context. Bringing modern technology into the process pushed students to be 

more inventive, as Figure 3 shows. 

 
             Fig. 3. Presentation of Material for Activity I Devotion To the Community 

2. Results reviewed from the benefits 

Looking qualitatively at what participants produced, it was clear that students used AI help to turn 

out work far more complex and polished than they could normally manage in the same amount of time with 

conventional methods alone. Standout examples include a full five-minute video lesson script on computer 

networks written with the KPLPT-guided method, an interactive presentation on AI fundamentals generated 

as a document through NotebookLM, and a structured practice-placement notebook template with a column-

based table of obstacles and solutions drafted entirely with AI assistance. 

 
  Fig. 4. Presentation of Material for Activity II Devotion To the Community 

3. Results reviewed against targets 

Through this Community Service (PKM) program, SMK Cipta Insani Mandiri hit its main target: 

giving students a solid understanding of Artificial Intelligence (AI) by way of NotebookLM and how to fold 

it into their learning. As a result, students are now well able to design interactive, technology-driven learning 

materials. The initiative also left them more confident about using AI for academic and professional projects 

and lifted their motivation by making the technology’s relevance to their future careers clear, as shown in 

Figure 5. 
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Fig. 5. Students are able and understand to 

work on NotebookLM based AI projects 

2.6 Evaluation Questioner 

When the training wrapped up, participants filled out an evaluation questionnaire made up of ten 

items. Sixteen participants completed it, as set out in the table below. 

Table 1. Evaluation PKM Questioner (n = 16) 

No Question SS (%) S 

(%) 

N 

(%) 

TS 

(%) 

STS 

(%) 

Total 

1 The material is organized in a 

clear and easy-to-understand 

manner 

43.8% 56.2

% 

0% 0% 0% 100% 

2 The material is highly relevant 
and aligned with my 

expectations 

37.5% 50.0
% 

12.5
% 

0% 0% 100% 

3 The material is sufficiently 

comprehensive for 

understanding AI-based 

multimedia production 

technology 

25.0% 75.0

% 

0% 0% 0% 100% 

4 The material is sufficient for 

understanding network 

configuration techniques 

18.8% 62.5

% 

18.8

% 

0% 0% 100% 

5 The instructor demonstrates a 

thorough command of the 

material presented 

25.0% 75.0

% 

0% 0% 0% 100% 

6 The time allocated for material 

delivery is sufficient 

25.0% 68.8

% 

6.2% 0% 0% 100% 

7 The instructor presents content 
in a clear, comprehensible, and 

applicable manner 

43.8% 50.0
% 

6.2% 0% 0% 100% 

8 The time allocated for 

discussion is adequate for 

knowledge enhancement 

31.2% 68.8

% 

0% 0% 0% 100% 

9 The instructor provides well-

reasoned answers to 

participants’ questions 

43.8% 56.2

% 

0% 0% 0% 100% 

10 Overall, the discussion and 

Q&A sessions effectively 

enhance participants’ 

understanding 

25.0% 75.0

% 

0% 0% 0% 100% 

 Average 31.9% 63.8

% 

4.4% 0% 0% 100

% 

Note:  

SS = Strongly Agree; S = Agree; N = Neutral; TS = Disagree; STS = Strongly Disagree 
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The survey results make clear that the AI-based interactive multimedia production training at SMK 

Cipta Insan Mandiri Depok did very well against its goals. The bulk of participants responded positively, 

with 95.7% choosing “Agree” or “Strongly Agree” across every item, a sign of strong satisfaction with the 

materials, the way they were delivered, and the instructors’ expertise. 

Participants found the material clear, relevant, and easy to follow, and they valued how well the 

presenters knew their subject and explained it. They also rated the discussion and question-and-answer 

sessions highly, which speaks to the good communication and interaction during the training. 

On the practical side, the time set aside for presentations and discussion was, on the whole, seen as 

enough. A few participants did note, though, that more time and deeper hands-on explanation, especially 

around network configuration techniques, would have made the experience even better. 

All in all, the training did a good job of deepening participants’ understanding and pulling them into 

using AI tools for multimedia production, while also surfacing useful pointers for sharpening future sessions.  

 

IV. CONCLUSION  

Going by the community service evaluation questionnaire at SMK Cipta Insan Independent, the 

program clearly met its goals. The questionnaire data in the table show that participants were satisfied with 

the activities, based on the share who answered strongly agree and agree (31.9% and 63.8%), which works 

out to an average of 95.7% positive responses. Among these, 100% of participants were happy with the 

quality of the material delivered, calling it well structured, easy to grasp, and good enough for learning AI-

based multimedia production. The instructor also drew satisfied responses from 100% of participants on both 

knowledge and clarity when fielding questions in the question-and-answer session. 

The suggestions for improvement came from only a handful of participants (the 6.2% who were 

neutral felt the time for delivering material and for discussion ran a bit short). Taken as a whole, the technical 

guidance at SMK Cipta Insan Mandiri added to the skills and knowledge of both teachers and students about 

the benefits of cloud computing technology, which is highly relevant in today’s world and proved valuable to 

them.  
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