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INTEGRASI KECERDASAN BUATAN (AI) DALAM PEMBELAJARAN 

BERBASIS DESAIN GRAFIS DI PROGRAM DESAIN KOMUNIKASI 

VISUAL UNIVERSITAS MULTIMEDIA NUSANTARA 

 

(Sophia Tartono K) 

ABSTRAK 

Kecerdasan buatan (AI) kini telah mengotomisasi, mempermudah, dan 

mampu melakukan tugas-tugas yang dahulunya hanya dapat dilakukan 

manusia. Bidang desain grafis terdampak akibat perkembangan AI; 

mengenerasi seni dan desain hanya dengan input prompt, serta mempermudah 

proses desain. Perkembangan teknologi AI ini mengubah lingkup kerja 

desainer grafis. Dilakukan wawancara, survei, dan FGD sebagai metode 

pengumpulan data. Digunakan metode penelitian Analisis Fenomenologi 

Interpretatif dimana dikumpulkan data dari berbagai sumber dari substansi 

masalah dalam lingkup DKV UMN:,Struktural DKV UMN yang terdiri dari 

Dekan Fakultas Seni dan Desain (FSD) dan Kaprodi DKV UMN, Dosen-

dosen DKV UMN, dan mahasiswa-mahasiswa DKV UMN. Dari data tersebut 

diidentifikasi melalui pengolahan data dan membandingkan dengan para 

pihak yang setuju dan tidak. Hasil penelitian merupakan deskripsi analitis 

tentang integrasi, pertimbangan, dan tanggapan para stakeholder atas 

integrasi AI dalam kurikulum DKV UMN.  
 

Kata kunci: Kecerdasan Buatan (AI), Desain Grafis, Perguruan Tinggi, 

Program Studi DKV 
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INTEGRATION OF ARTIFICIAL INTELLIGENCE(AI) IN GRAPHIC 

DESIGN BASED LEARNING IN THE VISUAL COMMUNICATION 

DESIGN PROGRAM OF MULTIMEDIA NUSANTARA UNIVERSITY 

(Sophia Tartono K) 

ABSTRACT (English) 

Artificial Intelligence (AI) has now automated, simplified, and become 

capable of performing tasks that were previously exclusive to humans. The 

field of graphic design has been impacted by the development of AI; 

generating art and designs with just input prompts, thereby streamlining the 

design process. The advancement of AI technology has transformed the scope 

of work for graphic designers. Interviews, surveys, and Focus Group 

Discussions (FGD) were conducted as methods of data collection. The 

research employed the Interpretative Phenomenological Analysis research 

method, where data was gathered from various sources related to the 

substantive issues within the scope of Visual Communication Design (VCD) 

at UMN (Multimedia Nusantara University). This included the structural 

aspects of DKV UMN, comprising the Dean of the Faculty of Arts and Design 

(FSD) and the Head of the DKV UMN study program, DKV UMN lecturers, 

and DKV UMN students. The data collected was identified through data 

processing and compared with the opinions of those who agreed and 

disagreed. The research findings provide an analytical description of the 

integration, considerations, and responses of stakeholders to the integration 

of AI in the DKV UMN curriculum. 

 

Keywords: Artificial Intelligence (AI), Graphic Design, Higher Education, 

VCD Academic Program 
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