
International Journal of Management and Humanities (IJMH) 
ISSN: 2394-0913 (Online), Volume-4 Issue-9, May 2020  

30 

Published By: 
Blue Eyes Intelligence Engineering 
& Sciences Publication  
© Copyright: All rights reserved. 
 

Retrieval Number: I0849054920/2020©BEIESP 
DOI: 10.35940/ijmh.I0849.054920 
Journal Website: www.ijmh.org  
 
 

  
Abstract: The Project-Based Learning Model (PjBL) is one of 

the models used in vocational learning because it provides 
learning experiences to produce a product. The purpose of this 
paper is to describe the trainee's responses to the benefits gained 
from the experience of the PjBL activities in the Computer 
Graphic Design training, which are based on four aspects, 
technical skill development, project management, teamwork, and 
relevance. The study was conducted among 31 trainees at the 
Vocational Training Center in Sleman Regency. Its data 
collection technique uses a Likert scale questionnaire, and its data 
analysis technique uses descriptive statistics. The findings of the 
study indicated that the trainees assume that PjBL activities in 
computer graphic design training can provide positive learning 
experiences. The PjBL activities also helped the process of 
knowledge and skills construction in the form of technical skills. 
Aspects of teamwork, project management, and relevance can also 
build soft skills for trainees during the training.  

Keywords: Project-Based Learning, Vocational Training, Soft 
Skills, Technical Skills.  

I. INTRODUCTION 

Vocational Education and Training (VET) is not only 
applied in formal education systems but also non-formal 
systems such as community-based adult learning centers, 
technical skills centers, and technical training centers [1], [2]. 
In Indonesia, one of the non-formal Vocational Education 
and Training institutions is organized by Balai Latihan Kerja 
as a Vocational Training Center that uses competency-based 
education and training. Vocational Training Center is a place 
that aims to train the community with technical and 
vocational skills and to increase labor productivity according 
to the needs of the labor market. It was designed for job 
seekers or employees who want to develop skills to work in 
particular fields. One of the training programs is a computer 
graphic design that aims to produce competent graphic 
designers. 

Computer Graphic Design training will be effective if it 
has learning content that can accommodate all the skills 
needed to become a competent graphic designer in the 
workplace [3]. The basic principles and concepts of graphic 
design are given during training as a basis for applying them 
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to production and implementing a design brief. Learning 
content related to the operation of 2D design software such as 
Corel Draw and Adobe Photoshop is provided to execute 
tasks such as Vector-Drawing, Image-Editing, and 
Page-Layout. The complexity of computer graphics systems 
that can display colors, symbols, spatial organization, 
typography, and temporal sequences requires the use of 
sophisticated software [4]. The final work of production is 
presented to the client as a form of responsibility of a 
designer. All learning contents in computer graphic design 
training aim to develop technical skills and soft skills of 
trainees. The combination of knowledge and skills will 
produce technical skills that must be possessed by a computer 
graphic designer including conceptual design skills, content 
skills, technical design skills, and software skills. Work 
attitude such as collaborative and communicative to work on 
a project in the form of teamwork is also needed so that it can 
develop a process management skills of a designer [5], [6]. 
Those aspects are in line with the needs of the world of work 
which requires employability skills that consist of technical 
skills and soft skills. The industry also expects that the soft 
skills of employees are beneficial for supporting their career 
development and company sustainability [7], [8]. 

Practical challenges in competency-based training are 
authentic contextual learning activities related to real 
problems in the world of work that cannot be optimal. That 
risks reducing the role of trainees in the workplace. On the 
other hand, the VET system that focuses on competence must 
combine knowledge, work attitudes, and attain practical 
skills relevant to work and be supported by technology 
studies [9], [10]. Training institutions can use a 
competency-based approach as a starting point for learning. 
Then the next stage can be continued using alternative 
learning models containing authentic tasks to facilitate 
participant skills in all competency models in the learning 
experiences [11]. The effective learning process in VET is an 
important point in improving the competency of prospective 
workers. The selection of learning models must be 
appropriately adjusted to the characteristics of the 
competency training material, learners, and relevant work 
world problems [12], [13]. The Project-Based Learning 
(PjBL) model is an innovative approach in vocational 
learning that is suitable to provide learning experiences to 
produce a tool or product design. The PjBL model is 
authentic learning where real problems in the world of work 
are raised as the basis of problems that are solved using 
projects [14], [15]. Project-based learning is also effective in 
supporting the development of skills in the real world that are 
important such as complex problem solving, critical thinking, 
analyzing and evaluating information.  
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Project management in the learning process of PjBL can 
also develop various soft skills of learners such as 
collaboration, self-management skills, and effective 
communication related to work [16], [17], [18]. 
Implementation of PjBL in learning that utilizes computer 
technology can optimize the ability of learners to apply 
technical knowledge, to develop computer skills, and to 
acquire practical skills for the use of software where learners 
work in teams to work on projects [19], [20]. The PjBL 
model can encourage learners to carry out learning activities 
with high motivation because there are challenges, tasks or 
problems that they have to solve. All activities in PjBL make 
learners can improve their mastery of work competencies in 
efforts to solve problems with technology and manage work 
time. The purpose of this study is to investigate and describe 
the perceptions of trainees on Project-Based Learning that 
have been implemented in the Computer Graphic Design 
Training Program at the Vocational Training Center at 
Sleman Regency. The focus of this study is to know the 
benefits of Project Based Learning obtained by trainees based 
on aspects of technical skill development, teamwork, project 
management, and relevance. 

II. METHODS 

This research is quantitative research with a descriptive 
approach. Data collection techniques in this study used 
questionnaires. It uses a Likert scale with 4 scales from 
Strongly Disagree to Strongly Agree. The population was 31 
participants in the computer graphic design training program 
at the Vocational Training Center in Sleman Regency. The 
questionnaire consisted of 4 constructs namely: technical 
skill development, project management, teamwork, and 
relevance which were compiled based on previous research 
and studies. The statement on the instrument was more 
focused on the trainees' perceptions of the PjBL experiences 
that were applied to computer graphic design training. The 
data analysis technique is done by collecting respondents’ 

data, analyzing data, and describing the data collected. The 
average data of each statement item will be converted into 
percentage form and then categorized as in table 1 [21]. 

 

Percentage of Score   =     × 100 %     [21] 

 
 Table 1. Categorization of Trainees’ Perception Scores  

Score Range (%) Category 
81 – 100 Very High 
61 – 80 High 
41 – 60 Enough 
21 – 40 Low 
0 – 20 Very Low 

III.  RESULT AND DISCUSSION 

Questionnaire data were analyzed by interpreting the 
percentage of answers given by trainees. Aspects assessed to 
reveal trainees’ perceptions toward the benefits of the PjBL 

experiences are technical skill development, project 
management, teamwork, and relevance. Each of these aspects 
is then elaborated in several statement items addressed to the 
trainees. It is presented in table 2 below. 

 
 

Table 2. Data of Questionnaire Result 
No Aspect Mean Percentage 
a. Technical Skill 

Development 
3,56 88.91% 

1 Training with the PjBL 
model increases knowledge 
and skills using computer 
graphic design software 

3,68 91.94% 

2 Training with the PjBL 
model deepens the basic 
concepts and production 
techniques in graphic design 

3,52 87.90% 

3 This training made me able 
to apply theoretical concepts 
into practice in producing 
product content. 

3,55 88.71% 

4 This training made me able 
to explain the results of my 
design project to others. 

3,48 87.10% 

b. Project Management 3,46 86.49% 
5 I was able to establish a 

project design strategy 
based on a case or consumer 
demand through this 
training 

3,48 87.10% 

6 This training provides me to 
find solutions for clients' 
problems with coherent 
logic. 

3,39 84.68% 

7 I became able to manage the 
implementation of the entire 
design production process. 

3,39 84.68% 

8 This training makes me 
responsible for the results of 
the projects that I make. 

3,58 89.52% 

c. Teamwork 3,48 87.10% 
9 I feel more open to accept 

criticism or suggestions 
from friends in a graphic 
design project. 

3,35 83.87% 

10 This training creates good 
communication and 
discussion between friends 
in planning design projects.   

3,58 89.52% 

11 This training creates 
collaborative work 
assignments between friends 
well in graphic design 
projects. 

3,52 87.90% 

d. Relevance 3,35 83.87% 
12 The design project that I 

created is based on a real 
case or customer request. 

3,58 89.52% 

13 The design results are 
manifested in real products 
suitable in the field 
(example: pamphlets, 
brochures, posters, etc). 

3,16 79.03% 

14 The existing problems can 
trigger my creativity in 
making product designs. 

3,32 83.06% 
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Based on table 2, the aspect of Development Technical 
Skill shows that the largest point is trainees feel the greatest 
benefit in terms of increasing their ability to operate 
computer graphic design software. In the Project 
Management aspect, it can be said that the benefits of the 
PjBL experience train a sense of responsibility for trainees 
and develop the ability to set project strategies. In the 
Teamwork aspect, it also shows that the benefits of the PjBL 
experience can train communication and collaboration skills 
in a team or workgroup. In the aspect of Relevance, it can be 
said that PjBL provides experiences that describe activities 
such as the real world of work, and the creativity of trainees 
can be stimulated through problems. 

In general, the results of the analysis of the calculation of 
statistical data in table 2 show that the trainee's response was 
reviewed from four aspects, namely Technical Skill 
Development of 88.91%; Project Management of 86.49%; 
Teamwork of 87.10%; and Relevance of 83.87%. Based on 
table 1, all of the data are in the very high category, so it can 
be concluded that trainees gave positive responses to PjBL 
activities in general. Those activities provide good 
experiences for trainees to develop Technical Skills such as 
using computer graphic design software, and understanding 
concepts and techniques in graphic design. It also trains 
trainees to prepare projects related to real-world problems 
and integrates technology to maximize learning [22]. In the 
aspects of Project management, Teamwork, and Relevance 
also provide important experiences for the development of 
soft skills of trainees, among others: responsibility, 
communication, collaboration, problem-solving, etc. 
Previous studies also found that students' responses to PjBL 
activities [23] from the aspect of teamwork and project 
management gave a positive impact on the development of 
soft skills of each individual. They also felt that the project at 
PjBL could improve the technology skills to use specific 
software effectively [19]. So it can be said that the PjBL 
activity can provide suitable learning situations in the 
development of technical skills and soft skills of trainees. 

IV. CONCLUSION 

This study revealed that the experiences from the PjBL 
activities provided benefits for trainees in the Computer 
Graphic Design Training. The implementation of the PjBL 
model in the training program has the potential to create an 
authentic and memorable learning experience for trainees. In 
the end, the findings of this study show that PjBL provides a 
positive experience for trainees, especially in the process of 
knowledge and skills construction in the form of technical 
skills. It can also help build soft skills in aspects of teamwork, 
project management, and relevance. Learning situations that 
are formed from these aspects can support the process in 
which trainees build an accumulation of knowledge and 
practical skills [24]. The benefits gained from the PjBL 
experiences make it is suitable to be implemented as an 
alternative vocational learning model in graphic design 
training. It must also pay attention to the material 
characteristics and competencies that must be achieved by 
trainees. 
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