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Abstract . This community service activity aims to improve digital literacy and
simple graphic design skills through a Canva Workshop for ninth-grade
students of MTs Nurur Rahmah, while simultaneously developing
participants' abilities in creating creative marketing media based on
local economic potential. The activity was implemented using a
Service Learning approach that integrates academic learning with
community empowerment  practices through four stages:
preparation, service, reflection, and celebration. Data collection was
carried out through observation, interviews, documentation, and pre-
and post-tests, then analyzed descriptively qualitatively and
supported by simple descriptive quantitative analysis to see changes
in participant abilities. The results of the activity showed an increase in
digital literacy skills, mastery of Canva features, creativity in producing
digital promotional media, and increased self-confidence of
participants after participating in the training. This workshop also
produced a ftraining module that can be used as a continuous
learning medium in schools. The implications of the activity show that
the practice-based Service Learning approach is effectively applied
fo improve students' digital competence while supporting the
development of the community's creative economy through the use
of simple, applicable, and sustainable graphic design technology.
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INTRODUCTION

The development of digital technology has transformed nearly every aspect of
society, including education, communication, economics, and entrepreneurship. This
transformation requires every individual to possess digital literacy to adapt to social
changes and an increasingly technology-driven workplace ( Annapurna & Satyanarayana,
2019; Johnson et al, 2020; Zhao, 2021). Digital literacy is no longer defined simply as the
ability to operate digital devices, but also encompasses the skills to utilize technology
creatively, productively, and responsibly to meet various life needs. Various reports indicate
that the use of digital media has become a primary means of conveying information,
promoting products, and developing community-based creative businesses. This condition
makes mastery of digital technology one of the 21st-century competencies that students
must possess from elementary and secondary education levels (Adzimah, 2024; Ayanwale
etal., 2022; Kumar et al., 2023; Moscoviz & Evans, 2022). Therefore, efforts to improve digital
literacy through educational activities are crucial to preparing the younger generation to
contribute to community development while facing the challenges of the rapidly evolving
digital economy.

Despite the rapid development of digital transformation, equitable access to
technology and digital literacy skills in Indonesia still face various obstacles, particularly in
educational institutions in rural areas. Limited technological devices, internet access, and
minimal training prevent many students from optimally experiencing digital learning.
Consequently, the digital competency gap between students in urban and rural areas
remains quite large (Li et al., 2019; Lucas et al., 2022; Wicaksono & Prasetiyo, 2023). These
conditions not only impact the quality of learning but also limit students' opportunities to
develop creativity, visual communication skills, and technology-based entrepreneurial
abilities. Yet, developments in education and the workplace increasingly require human
resources capable of utilizing digital technology productively. Therefore, empowerment
programs are needed that can expand access to practical digital learning so that students in
remote areas have equal opportunities to develop skills relevant to future needs.

This phenomenon was also found among ninth-grade students at MTs Nurur
Rahmah in Tigasan Wetan Village, Leces District. Based on initial observations, most
participants had never used digital design applications, including Canva, so the process of
creating information media and school assignments was still done manually. These
limitations were influenced by the lack of technological facilities, the unavailability of digital
design learning, and the low intensity of digital literacy training in the school environment.
On the other hand, the surrounding community has various local economic potentials, such
as agricultural products, snacks, and household crafts that are still marketed conventionally
without the support of digital promotional media. This condition indicates an opportunity
to connect the improvement of students' digital skills with the community's product
promotion needs. Thus, simple graphic design training not only has the potential to improve
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students' digital competence but also provides social benefits by strengthening the
promotion of the creative economy based on local potential.

Various studies have shown that using Canva effectively improves students' digital
literacy, creativity, and visual communication skills. Canva is widely used as a learning tool
because it offers a variety of easy-to-use templates, making it suitable for beginners
(Jamaludin & Sedek, 2023; Wuryanto, 2024). Several community service activities also
reported that Canva training improved participants' ability to independently create posters,
infographics, presentations, pamphlets, and digital learning media (Nurmalisa et al., 2023;
Wardana et al., 2022; Wulandari & Sitepu, 2024). In addition to improving technical skills,
using Canva has been shown to boost students' confidence in producing more engaging and
communicative visual works. These results demonstrate that Canva has great potential as a
practice-based learning medium (learning by doing) that supports the development of 21st-
century competencies (Mthanti & Msiza, 2023; Yunifa & Sriyeni, 2022). However, most
research still focuses on general graphic design skills development and has not integrated
these skills with community empowerment through the promotion of local economic
potential.

Literature mapping using VOSviewer shows that the keywords Canva, digital
literacy, graphic design, training, and digital marketing have a strong relationship in
various previous publications (Musyarofah & Zahro, 2024; Bashirzadeh & Faure, 2022).
However, the link between Canva training and the development of marketing media based
on local economic potential is still relatively limited, particularly in the context of madrasas
in rural areas. Most research has also been conducted at the high school and university
levels, with more adequate technological facilities. Consequently, there are few studies
examining the effectiveness of Canva training for madrasa students with limited access to
technology, while also focusing on supporting the economic empowerment of the
surrounding community. This gap highlights the need for a mentoring model that not only
improves digital design skills but also connects training outcomes to real community needs,
thus generating broader social impact.

Based on these conditions, the main problems faced by the community are low
digital literacy among madrasah students, limited ability to create digital promotional
media, and the suboptimal utilization of local economic potential through graphic design
technology. These problems indicate that students do not yet have practical skills that can
be used to support learning needs and creative economic activities in the surrounding
environment. Furthermore, there is no available mentoring program that integrates digital
design training with sustainable community empowerment. These conditions underlie the
need for community service activities that can address community needs through an
applicable and participatory approach. Therefore, this activity focused on examining the
Canva Workshop implementation process, changes in participant skills before and after the
training, and the potential sustainability of digital design skills in supporting the promotion
of local products in the surrounding community.
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To address these challenges, this community service activity was implemented
through a Canva Workshop using a Service Learning approach that integrates learning,
hands-on practice, and community empowerment. This approach was chosen because it
provides participants with the opportunity to learn through real-world experiences with
intensive mentoring, making the acquired skills easier to apply. The activity focused on
ninth-grade students of MTs Nurur Rahmah as the primary target, with the material being
creating simple Canva-based digital promotional media that leverages local economic
potential. This activity is expected to increase digital literacy, creativity, and graphic design
skills, as well as raise students' awareness of the use of technology to support the
development of the community's creative economy. Thus, this community service not only
contributes to improving student competency but also supports strengthening community

capacity in facing digital transformation in a more inclusive and sustainable manner.

METHOD

This community service activity uses the Service Learning (SL) approach, which is
an approach that integrates academic learning with community service activities through a
participatory empowerment process (Danford, 2023; Silverman & Patterson, 2021). This
approach was chosen because it connects theoretical mastery with real-world practice,
enabling participants to gain not only knowledge but also hands-on experience in applying
the skills learned (learning by doing). In the context of this activity, Service Learning is
considered relevant for improving digital literacy and simple graphic design skills among
students at MTs Nurur Rahmah through a Canva Workshop that is implemented in stages
and collaboratively. The implementation of the activity refers to the four main stages of
Service Learning: preparation, service, reflection, and celebration. The preparation stage
includes identifying needs, initial observations, coordinating with the school, developing
training modules, and conducting a pre-test to determine the participants' initial abilities.
The service stage is realized through a practice-based workshop on creating posters,
brochures, logos, and digital marketing media using the Canva application. Furthermore,
the reflection stage is carried out through discussions, evaluation of learning outcomes, and
a post-test to identify changes in participant abilities. While the celebration stage is carried
out through presentations of work results, giving appreciation to participants, and
preparing recommendations as an effort to sustain the program.

The community service activity was carried out at MTs Nurur Rahmah, Tigasan
Wetan Village, Leces District, Probolinggo Regency, with the main target being ninth grade
female students. The location was chosen based on initial observations that showed that
most students did not have experience using digital design applications, especially Canva,
and that there were still limited facilities and learning activities that supported the
development of digital literacy in the school environment. On the other hand, the
surrounding community has various local economic potentials, such as agricultural
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products, processed foods, and household businesses that have not been optimally
supported by digital promotional media. These conditions make the community service
location have both needs and potential that are in line with the activity's objectives, namely
improving simple graphic design skills as a means of visual communication and promotion
of local products. Data collection was carried out using several techniques, namely
participatory observation during the workshop to observe the involvement and abilities of
participants, interviews with accompanying teachers and participants to obtain information
about the experience and benefits of the activity, documentation in the form of photos,
videos, and participants' design work as evidence of program implementation, as well as
pre-tests and post-tests to measure changes in participants' abilities before and after
participating in the training.

The data obtained were analyzed using qualitative descriptive analysis combined
with simple quantitative descriptive analysis of the pre-test and post-test results. The
analysis was carried out through the stages of data reduction, data presentation, and
drawing conclusions to describe the process of activity implementation, changes in
participant abilities, and the impact of the program on improving digital literacy and
student creativity. Meanwhile, the pre-test and post-test results were analyzed using
percentages and score comparisons to see the improvement in participant abilities after
participating in the Canva Workshop. Data validity was maintained through technical
triangulation and source triangulation, namely by comparing the results of observations,
interviews, documentation, and participant evaluation results so that the information
obtained had a higher level of consistency and credibility. In addition, the findings were
also confirmed with the accompanying teacher as a form of member checking to ensure that
the data obtained corresponded to the actual conditions during the implementation of the
community service activities. With these procedures, the results of the activities are expected
to provide an objective picture of the effectiveness of the implementation of the Service
Learning approach in improving digital literacy and simple graphic design skills in MTs
Nurur Rahmah students.

RESULT AND DISCUSSION
Result

The implementation of the community service activity began with the Preparation
stage, which aimed to identify the needs of participants and develop learning tools
appropriate to field conditions. This stage was carried out through initial observations,
coordination with the school, preparation of training modules, and implementation of a pre-
test to determine the participants' initial abilities related to digital literacy and the use of the
Canva application. The observation results showed that most of the ninth grade female
students at MTs Nurur Rahmah had never used graphic design applications, so their ability
to create digital visual media was still very limited. Based on these findings, the community
service team developed the "Canva for Starters: From Zero to Ready to Sell" module as a
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practical guide tailored to the characteristics of the participants. Next, a pre-test was
conducted as a basis for comparing the improvement in participants' abilities after
participating in the training.

Figure 1. Initial Observation 0f??0mmunity Service Activities

Figure 1 shows the initial observation and coordination process with the school
before the activity was implemented. This stage served as the basis for developing training
materials tailored to the participants' needs. Observations indicated that participants'
limited experience using digital technology was the primary reason for the need for practice-
based mentoring. Therefore, all workshop materials were designed to be simple, systematic,
and applicable to ensure they were easily understood by participants still at a basic digital
literacy level.

The Service phase is implemented through a hands-on, hands-on Canva Workshop
(learning by doing). The activity is divided into several sessions: an introduction to the
Canva application, the use of basic features, and practical work on creating posters,
brochures, logos, and digital promotional media based on local economic potential.
Throughout the learning process, students act as facilitators, providing individual and
group support so that each participant has the opportunity to learn according to their
individual abilities. This approach encourages participants to be more active in exploring

Canva's various features.while building the courage to produce work independently.

Figure 2. Implementation of the Canva Workshop
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Figure 2 shows the workshop atmosphere as participants practiced using Canva. The
learning process took place interactively, with intensive support from the community
service team, allowing participants not only to receive the material but also to directly apply
it in digital designs. This approach has been shown to increase participant engagement
during the learning process and encourage creativity in creating engaging promotional
materials.

The Reflection phase involved evaluative discussions and a post-test to determine
the effectiveness of the training. Evaluation results indicated an improvement in
participants' understanding of Canva's features, designing layouts, selecting color
combinations, using appropriate typography, and producing simple digital promotional
materials. Compared to their initial pre-test performance, participants demonstrated
significant improvement in both knowledge and practical skills. In addition to improved
technical skills, participants also demonstrated a change in attitude, including increased

confidence in utilizing digital technology as a learning and promotional tool.
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Figure 3. Comparison of Pre-test and Post-test Results

Figure 3 shows a comparison of participants' pre-test and post-test scores after
attending the Canva Workshop. The graph demonstrates an improvement in participants'
skills across nearly all assessment indicators, from basic understanding of Canva usage to
the ability to independently produce digital designs. These findings indicate that the Service
Learning approach implemented was able to improve participants' digital literacy through

a practical and participatory learning experience.
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The final stage is the Celebration, which aims to recognize participants' learning
outcomes and ensure the program's sustainability. This stage includes presentations of the
best work, awards for the most creative designs, and the handover of training modules to
schools for further learning. Sustainability is a crucial part of the Service Learning approach,
as the service activities don't end with the workshops; they also leave behind learning

resources that teachers and students can utilize in subsequent activities

Figure 4. Module Submission and Group Photo

Figure 4 shows the handover of the training modules to the school, which concluded
with a joint documentation session with all participants and the community service team.
The module handover demonstrates the program's commitment to sustainability, ensuring
that the training materials can continue to be utilized after the activity concludes. The joint
documentation also reflects the strong collaboration between universities, schools, and
students in supporting digital literacy development in the madrasah environment.

The implementation results showed that the Service Learning approach increased
participant engagement through a hands-on, experiential learning process. Participants not
only gained an understanding of Canva's use but also applied these skills to create digital
promotional materials relevant to local economic potential. These findings reinforce the
notion that practice-based learning is more effective in improving digital literacy than
approaches solely focused on delivering theory.

Improved pre- and post-test results indicate that the Canva Workshop had a positive
impact on students' mastery of simple graphic design skills. In addition to cognitive aspects,
changes were also seen in increased creativity, visual communication skills, and
participants' confidence in utilizing digital technology. This finding aligns with previous

studies that have shown Canva to be an effective learning tool for improving students'
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digital competencies. However, this activity offers a distinct advantage by integrating
graphic design training with the development of marketing media based on local economic
potential.

Overall, the community service activity successfully achieved its stated objectives,
namely improving digital literacy and simple graphic design skills among students at MTs
Nurur Rahmah. Through the Service Learning approach, participants gained an applicable,
collaborative learning experience that was oriented towards solving real-world problems in
their environment. The skills acquired not only support the learning process at school but
also have the potential to be utilized in promoting local products, thereby providing added
value to the development of the creative economy in the surrounding community. This
mentoring model has the potential to be replicated in other schools with similar

characteristics as a digital literacy-based community empowerment strategy.

Discussion

The results of the Canva Workshop demonstrated that the Service Learning
approach was able to improve digital literacy and simple graphic design skills in MTs Nurur
Rahmah students. This improvement was evident in changes in participants' abilities based
on pre-test and post-test results, as well as in their ability to independently produce various
visual media such as posters, brochures, logos, and digital promotional content.
Furthermore, there was a change in participants' attitudes, from initially feeling less
confident in using digital technology to becoming more active and daring in exploring
Canva's various features. These results demonstrate that the experiential learning process
(learning by doing) provides opportunities for participants to acquire knowledge and
develop skills through real-world practice. These findings demonstrate that participatory
learning not only improves cognitive aspects but also develops students' psychomotor and
affective skills in utilizing digital technology as a learning medium and visual
communication tool.

These findings are in line with various previous studies which state that Canva is an
effective learning medium in improving students' creativity, digital literacy, and visual
communication skills (Nursita & Purwanto, 2022; Slota et al., 2018; Yunifa & Sriyeni, 2022).
Several studies have reported that using Canva can improve participants' skills in creating
posters, infographics, presentation media, and various forms of digital learning media
because the application has a simple interface that is easy for novice users to understand
(Medhi Thies, 2015; Chotimah et al., 2024; Yanti, 2023). Similarly, research on the
implementation of Service Learning shows that this approach can increase student
engagement through more meaningful learning experiences because participants play an

active role in solving real-world problems in their environment. The results of this
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community service activity strengthen these findings by showing that the combination of
the Service Learning approach and the use of Canva can create a more interactive,
collaborative, and contextual learning process so that participants not only understand
graphic design concepts but are also able to apply them directly to produce useful work.

However, this community service activity differs from most previous research.
Previous studies generally utilized Canva as a learning tool to enhance creativity or support
classroom learning (Alam, 2023; Gumartifa et al., 2023, Wang et al., 2022), while this activity
develops Canva as a means of community empowerment through the creation of creative
marketing media based on local economic potential. Participants are not only taught how to
use Canva's features but are also directed to produce promotional media that can be used
to introduce local products to the local community, such as agricultural products, processed
foods, and home businesses. Thus, the training goes beyond improving technical skills, but
also builds participants' understanding of the relationship between visual design, marketing
communications, and creative economic development. This difference demonstrates that the
application of Canva in community service activities has a broader scope of use than simply
as a digital learning medium.

Theoretically, the results of this activity reinforce the concept of Service Learning,
which emphasizes the integration of academic learning and community service through
real-world experiences. Participatory learning has been shown to increase the effectiveness
of knowledge transfer because participants are directly involved in every stage of the
activity, from identifying problems and learning how to use technology to producing
products with real benefits.(Hidayatullah et al., 2023; Rohman, 2024; Sembiring et al., 2024).
Furthermore, the results of the activity also support constructivism theory, which explains
that knowledge will be more easily understood if participants construct their own
understanding through direct learning experiences. In the context of digital literacy, this
activity demonstrates that the ability to utilize technology is not only determined by the
availability of devices, but also influenced by learning methods that provide space for
participants to try, practice, discuss, and reflect on their learning experiences.

In practical terms, this community service activity provides significant benefits for
both the school and the surrounding community. For students, the Canva Workshop
successfully improved simple graphic design skills, creativity, self-confidence, and
readiness for digital technology developments. For the school, the training modules
provided to teachers can be used as learning resources to support technology-based learning
in subsequent years. Meanwhile, for the surrounding community, the skills acquired by

participants have the potential to be used to help create promotional media for local
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products, thereby increasing marketing appeal and supporting the development of a
village-based creative economy. Thus, the impact of the activity is not only felt during the
workshop but also has the opportunity to develop sustainably through collaboration
between the school, the community, and universities.

The primary contribution of this community service activity lies in the development
of a digital literacy mentoring model that integrates the Service Learning approach, Canva
training, and empowerment of local economic potential in a series of interrelated activities.
This model provides a new perspective that simple graphic design training is not only
oriented towards improving technological skills, but can also be directed towards building
community capacity in supporting a creative economy based on local potential. In addition
to producing improved participant skills as demonstrated through pre- and post-test
results, this activity also produced a training module that can be replicated in other schools
or madrasas with similar characteristics. Therefore, this community service activity
provides a conceptual contribution in the form of strengthening the implementation of
Service Learning in developing digital literacy and a practical contribution in the form of a
technology-based community empowerment model that is adaptive, easy to implement,

and has the potential to support human resource development in rural areas.

CONCLUSION

Community service activities through the Canva Workshop with a Service Learning
approach have been proven to improve digital literacy, simple graphic design skills,
creativity, and self-confidence of ninth-grade students at MTs Nurur Rahmah in utilizing
digital technology as a medium for visual communication and product promotion. This
improvement was demonstrated through pre- and post-test results, active participant
participation during the training, and the participants' ability to produce digital marketing
media that leverage local economic potential. These findings indicate that practice-based
learning (learning by doing) is not only effective in improving students' digital competence
but also has a social impact in the form of strengthening community capacity in supporting
the development of the creative economy. Therefore, similar activities are recommended to
be implemented sustainably in madrasas and other schools by involving teachers, village
governments, and MSMEs so that the skills acquired can be utilized more widely. In
addition, schools need to integrate digital design training into learning or extracurricular
activities as an effort to strengthen digital literacy. Further research or community service is
recommended to involve a larger number of participants, measure the long-term impact on
the utilization of digital skills, and develop training that is integrated with digital marketing,
entrepreneurship, and mentoring for technology-based MSMEs.
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