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Introduction

The industrial world has currently entered an era of massive digitalization, often referred
to as Industry Revolution 4.0. This transformation has driven exceptionally high demand for
digital products such as mobile applications, websites, and information systems. The success
of a digital product is no longer measured solely by its technical functionality, but also by the
quality of User Experience (UX) and the visual appeal of its User Interface (Ul) (Hafidz et al.,
2022; Wawolumaija et al., 2021). Technology companies, startups, and large corporations are
now competing to create products that are intuitive, user-friendly, and visually attractive.
Consequently, the UI/UX Designer profession has become one of the most sought-after roles
in the digital industry, offering competitive compensation (Biantara & Dana, 2024; Kurniawan
et al., 2025).

One tool that has become the gold standard in the global Ul/UX design industry is Figma.
Figma is a cloud-based design platform that enables real-time collaboration, interactive
prototyping, and efficient workflows between designers and developers. Mastery of Figma is
no longer merely an added value but a fundamental qualification for aspiring Ul/UX designers
(Auliasari et al., 2025; Putri & Arrafi, 2025). Therefore, there is an urgent need to ensure that
vocational high school (SMK) students, particularly in regions such as Malang Regency,
receive adequate exposure and training in modern Ul/UX design tools and methodologies to
remain competitive in the job market.

Based on preliminary observations and discussions with SMK NU Donomulyo, several
specific challenges and issues related to the development of UI/UX design competencies were
identified. These include: (1) a curriculum gap with industry needs, where design learning
materials in schools still focus on conventional graphic design (such as creating posters,
brochures, or photo editing) and have not yet thoroughly addressed digital product design
workflows (UI/UX); (2) limited exposure to industry-standard tools, as students are not yet
familiar with or have never used Figma intensively; and (3) a lack of structured training
resources to provide intensive training focused on Figma and UI/UX methodologies. These
issues indicate a significant competency gap between the skills currently possessed by
students and the expectations of the industry. Therefore, this UI/UX design training program
using Figma is proposed as a strategic solution to bridge this gap.

Method

The implementation process began with a comprehensive preparation phase aimed at
understanding the baseline conditions and specific needs of the target participants. Initial
observations and structured discussions were conducted with the teaching staff to evaluate
students' existing competencies, review the current curriculum, and identify prevailing
obstacles in UI/UX learning. This diagnostic stage focused on pinpointing precise competency
gaps, particularly in foundational UI/UX knowledge, practical Figma application, and
understanding modern digital product design workflows. Additionally, detailed participant
profiles were compiled, capturing essential data such as class placement, academic major,
and initial skill levels to ensure the training materials could be appropriately tailored to the
students' proficiency.

Following the preparatory stage, the training was executed through a face-to-face,
intensive workshop format grounded in a practice-based learning approach. Rather than
relying heavily on theoretical instruction, the sessions prioritized direct, hands-on engagement
with Figma’s interface and core functionalities. Participants were guided through step-by-step
exercises that mirrored real-world UI/UX design processes, enabling them to actively apply
concepts such as wireframing, component creation, and interactive prototyping. This
experiential methodology ensured that students could immediately translate theoretical
principles into tangible design outputs, fostering both technical proficiency and creative
problem-solving skills in a collaborative learning environment.

To measure the overall effectiveness of the program and the quality of the design
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outputs produced, a structured evaluation phase was implemented upon completion of the
training. The assessment employed a multi-dimensional framework that examined
participants' cognitive understanding of UI/UX principles, their technical mastery of Figma
tools, and their ability to systematically apply design methodologies to their final projects. By
analyzing both the qualitative design outcomes and quantitative performance metrics, this
evaluation provided comprehensive insights into the program’s impact, confirming whether the
targeted competency enhancements were successfully achieved and identifying actionable
areas for future instructional refinement.

Result

The program was attended by 30 students from the Software Engineering (RPL) and
Multimedia majors at SMK NU Donomulyo, with a 100% attendance rate throughout the
training sessions. This full participation reflected strong student enthusiasm and engagement
with the UI/UX design material and Figma-based practical activities. To assess cognitive
learning outcomes, a pre-test and post-test evaluation was administered, covering
fundamental concepts of UI/UX, user-centric design principles, and relevant design
terminology. The results demonstrated a significant improvement in theoretical understanding,
with participants' average scores increasing by 40.6%—from 58.50 in the pre-test to 82.25 in
the post-test. This substantial gain exceeded the minimum target improvement of 20%,
indicating that the initial instructional approach combining presentation and concept
introduction effectively transferred foundational Ul/UX knowledge to the participants.
Figure 1. Software Engineering (RPL) Students' Activities

=

Source: Author’'s Work, 2025.

Practical skill mastery was evaluated through a structured rubric applied to each
participant's final project: a simple interactive application prototype developed using Figma.
The rubric assessed three core dimensions: proficiency in using Figma features (such as Auto
Layout and Components), visual consistency and wireframing quality, and the functionality of
interactive prototyping. As presented in the assessment data, participants achieved an
average score of 85.3 for feature utilization, 79.5 for visual consistency, and 88.0 for interactive
prototyping functionality, resulting in an overall project average of 84.3. Notably, 100% of
participants successfully completed their final projects and produced at least one functional
prototype suitable for inclusion in a digital portfolio. The high score in interactive prototyping
further confirms that the hands-on, practice-based methodology effectively equipped students
with applicable technical skills in Figma.

To gauge program effectiveness and participant satisfaction, a brief post-training
questionnaire was distributed. Respondents rated the relevance of the material to industry
needs at 4.7/5.0, the clarity of instruction at 4.6/5.0, the adequacy of practical facilities at
4.0/5.0, and the effectiveness of the hands-on approach at 4.8/5.0. The overall average
satisfaction score reached 4.5/5.0, categorized as "Very Satisfied." These findings collectively
indicate that the training program not only enhanced participants' theoretical knowledge and
technical competencies but also delivered a highly relevant and well-executed learning
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experience aligned with vocational education goals in the digital design sector.
Figure 2. Diagram of Ul/UX Theoretical Understanding

Theoretical Understanding of UlI/UX

Average Score (Pre-):
41.6%

Average Score (Post-):
58.4%

Source: Author’'s Work, 2025.

Discussion

The findings demonstrate a substantial enhancement in both theoretical knowledge and
practical UI/UX design skills among vocational students, as evidenced by a 40.6% increase in
post-test scores and an average final project evaluation of 84.3. This significant improvement
surpasses the minimum competency target and underscores the effectiveness of the practice-
based learning approach. The hands-on workshop format enabled students to immediately
apply conceptual knowledge to tangible design tasks, reinforcing cognitive retention through
experiential learning. These outcomes align with recent studies emphasizing that direct
engagement with industry-standard tools accelerates skill acquisition in digital design
disciplines (Harsel et al., 2024; Putri & Arrafi, 2025). The particularly high scores in interactive
prototyping (88.0) indicate that students rapidly internalized the workflow from static
wireframes to dynamic, user-testable interfaces, a critical competency in modern UI/UX
practice.

Table 1. Final Figma Project Assessment Results

Assessment Criteria  Average Score (Scale 1-100) Achievement Description
Use of Auto Layout 85.3 Participants were assessed as
and Components capable of using collaborative

features effectively.
Visual Consistency 79.5 Fairly good; requires further
and Wireframing deepening in Design System.

Interactive 88.0 Participants successfully created
Prototyping simulatable prototypes at 100%.
Functionality
Average Project 84.3 Achieved: Each participant has a
Score UI/UX project portfolio.

Source: Author’'s Work, 2025.

The successful integration of Figma into the training proved instrumental in bridging the
identified competency gap between conventional graphic design instruction and contemporary
digital product development. As a cloud-based platform, Figma’s real-time collaboration,
component-based architecture, and seamless prototyping capabilities closely mirror
professional industry workflows, thereby providing students with authentic, workplace-relevant
learning experiences. The fact that 100% of participants produced functional prototypes
suitable for digital portfolios confirms that the program effectively transitioned learners from
passive technology users to active digital creators. This resonates with findings by Alfina et al.
(2024) and Kurniasari et al. (2025), who highlight Figma’s adaptability and efficiency in
preparing novice designers for collaborative, agile development environments. By embedding
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such tools into vocational curricula, educational institutions can better align graduate
competencies with labor market expectations.
Table 2. Program Outcomes and Participant Satisfaction Results

No. Satisfaction Indicator Average Score (Scale 1-5) Description

1 Relevance of material to 4.7 Highly Relevant
industry needs.

2 Clarity of material delivery by 4.6 Very Clear
the instructor.

3 Availability and adequacy of 4.0 Adequate
practical facilities
(computers).

4  Applied hands-on (direct 4.8 Highly Effective
practice) method.
Overall program average 4.5 Very Satisfied
score

Source: Author’'s Work, 2025.

Participant feedback further validates the program’s relevance and pedagogical
soundness, yielding an overall satisfaction score of 4.5/5.0. The highest ratings were recorded
for the hands-on methodology (4.8) and material relevance to industry needs (4.7), reinforcing
the premise that vocational education achieves optimal outcomes when theoretical instruction
is tightly coupled with practical application. While facility adequacy received a comparatively
lower score (4.0), it did not impede learning achievements, suggesting that well-structured
instructional design can effectively mitigate minor resource constraints. These findings carry
meaningful implications for SMK curriculum development, advocating for a strategic shift from
legacy design software toward modern, collaborative platforms. Implementing targeted,
project-based interventions of this nature can systematically reduce the skills mismatch and
enhance students’ readiness for emerging roles in the digital economy.

Despite the program’s clear success, certain limitations warrant consideration. The
short-term duration of the training and the absence of a longitudinal follow-up restrict definitive
conclusions regarding long-term skill retention and direct employment outcomes. Additionally,
the feedback on hardware facilities highlights the ongoing need for institutional investment in
updated computing resources to sustain intensive design workloads. Future iterations of this
program could incorporate iterative design challenges, structured peer critiques, and direct
industry mentorship to further develop critical thinking and professional adaptability.
Nevertheless, the current model offers a scalable, evidence-based framework for vocational
institutions aiming to modernize their digital design education and cultivate industry-ready
competencies.

Conclusion

The UI/UX design training program using Figma successfully enhanced the
competencies of SMK NU Donomulyo students in understanding fundamental UI/UX concepts
and applying them through the development of interactive prototypes. The 100% attendance
rate and the significant improvement in post-test scores compared to pre-test results
demonstrate the effectiveness of the practice-based learning approach. Mastery of key Figma
features such as Auto Layout, Components, and interactive prototyping enabled participants
to produce design portfolios that meet industry standards. The exceptionally high participant
satisfaction level (average score of 4.5 out of 5) indicates strong relevance of the training
content and effective program implementation. Consequently, this training model can serve
as a replicable framework for bridging the competency gap among vocational students in
addressing the demands of the digital technology labor market, particularly in the field of UI/UX
design.
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Figma, as a cloud-based design platform, facilitates real-time collaboration and workflow
efficiency in UI/UX design processes, thereby equipping aspiring designers with the practical
and adaptive skills required by the industry (Alfina et al., 2024; Kurniasari et al., 2025).
Furthermore, practice-based training has proven effective in strengthening both theoretical
understanding and technical proficiency, as evidenced by the 40.6% increase in theoretical
comprehension scores and high average final project ratings (85.3 for collaborative feature
usage and 88.0 for interactive prototyping functionality). These findings reinforce the
importance of integrating theoretical instruction with hands-on practice in technology-driven
vocational education (Harsel et al., 2024; Putri & Arrafi, 2025; Ramadhani & Hidayati, 2024).
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