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Abstract 

This research aims to create e-training with AI prompts for international academic 

conferences and publication in international journals. To determine the efficiency of e-

training. Find the effectiveness of the Learner's success through improved e-training and find 

satisfaction with e-training. The methodology used in the research consists of 5 main steps: 

analysis, design, course development, e-training development, and evaluation and summary, 

using AI prompts to help carry out each topic according to Interactive Multimedia Computer-

assisted Instruction (IMMCAI principles) to find Interval-test/Post-test (E1/E2), 

effectiveness, and Satisfaction. The sample group consisted of staff and students—faculty of 

Industrial Education and Technology (FIET), King Mongkut's University of Technology 

Thonburi (KMUTT), 30 people. The evaluation test results found that the e-training was 

created with an efficiency of 83.78/81.56 according to the specified criteria, which is 80/80. 

The training achievement of the trainees increased by 30.78 percent. The content quality 

score was equal to 4.11 and the participants' satisfaction with the online training was 4.38, 

which is considered good. It can be concluded that e-training for publishing articles can be 

used for individual learning and development. There will be a high number and quality 

results from AI prompts to help work more accurately, conveniently, and quickly. 
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Introduction 

 

The rapid advancement of computer technology can be seen today computers have played a 

significant role in business, communication, and even education because every organization, 

every industry, and every educational institution must use technology. This is because 

technology facilitates and makes every operation fast and flexible. E-learning is learning 

through the Internet. The teacher will present information and knowledge for the students to 

study through the World Wide Web service or website Pairoj Trironthanakol et al. (2011). It 

may allow interaction (conversation, response, sending news) between each other at any time 

and any place (Learn for all: anyone, anywhere, and anytime) Pairoj Teeronthanakool. 

(2001). E-learning can respond to and fit into the lifestyle of students in their teens. 

Therefore, electronic lessons are another development option that can promote students' self-

research skills. 

 

Online training (e-training) has become essential to education and professional development 

systems. Integrating artificial intelligence (AI) into e-training platforms promises to 

revolutionize how training programs are designed, delivered, and assessed. This paper 

explores the intersection between e-training and AI, aiming to identify how AI technologies 

can enhance e-training outcomes. Specifically, this study examines the effectiveness of AI-

enhanced learning paths, automated feedback systems, and adaptive learning technologies. 

 

The e-training field has evolved dramatically with the advent of digital technologies. An early 

study by Smith and colleagues (2015) highlighted the potential of e-training to provide 

scalable and flexible learning solutions. More recent research has focused on the role of AI in 

improving e-training platforms. Johnson and Roberts (2018) showed that AI algorithms can 

optimize learning experiences, resulting in better learner engagement and retention. However, 

there are still gaps in understanding the long-term impact of AI on learning outcomes and the 

specific mechanisms through which AI improves the effectiveness of e-training. 

 

The purpose of the research is as follows: 1. To create and develop an e-training with AI 

prompts on preparing articles for international academic conferences and publication in 

international journals, 2. To find the efficiency of e-training with AI prompts on preparing 

articles for international academic conferences and publication in international journals, 3. 

The achievement of e-training with AI prompts on preparing articles for international 

academic conferences and publication in international journals, 4. Study of user satisfaction 

with e-training with AI prompts on preparing articles for international academic conferences 

and publication in international journals. 

 

Therefore, the researchers saw that increasing the achievement in the knowledge and skills of 

personnel and interested persons by using AI to help in important steps to be accurate, fast, 

and efficient, in line with the set goals, as well as making the work of better quality in order, 

is an essential function in the current business environment, education, research, and 

innovation that is constantly changing. To transfer knowledge effectively, we should find a 

way to make it easier for interested persons to come in and learn and lead to effective 

practices. 

 

 

 

 

 



Methods 

 

The methodology used in this research consists of five main steps: analysis, design, 

courseware development, e-training development, and evaluation and conclusion, as shown 

in Figure 1. 

 
Figure 1: Displays the e-Training With AI Prompt Methods 

 

The details of each step have the following sub-steps (T. Maneepen et. al. (2001)): 

 

1. Analysis 

Created the initial mind map. This step was to find out all related topics concerned. Created 

the concept/final mind map. This step was to rearrange and regroup the related topics that 

will benefit from creating the final mind map. 

 

 
Figure 2: Displays the Mind Map of Contents Analysis 

 

2. Design 

Created the strategic presentation plan and behavioral objective for the course curriculum 

analysis table. Created the module presentation chart. Created the chart for each module 

according to its importance for best learning effectiveness or achievement. 

 



 
Figure 3: Displays the Module Presentation 

 

3. Development of Course 

Script development. This step was written according to the plan for each frame using 

images, colors, graphics, video, etc. Storyboard development. The frames of content were 

reviewed by experts for content correctness. This step produced the content accuracy and 

validity which was represented in terms of appropriateness of content as compared with 

the concept chart according to the subject. Development of Test Items. This step was to 

analyze the behavioral objective and the contents of test items. 

 

4. Development of e-Training With AI prompts 

Select an appropriate program.  Such as Moodle programs to edit. To select and prepare 

resources. Such as text, graphics, images, video, animation, etc. The correct content and 

quality test items. This step was to create a web-based platform. E-training checked by 

the media’s expert. Three experts in media to check the quality. 

 

 
Figure 4: Displays the Content With AI Prompts on the International Journals 

 

 
Figure 5: Displays the Content With AI Prompts on the International Conferences 

 

 

 



Table 1: Essence Prompt for Research Writing Using Generative AI 

 

 
From Table 1 This prompt is applicable for ChatGPT, Claude, Gemini, and Perplexity. 

 

5. Evaluation and Summary 

Determine efficiency. To make a pilot test with a small group representation from the 

sample. Test efficiency with the sample. E-training was conducted on staff who were 

interested in Article preparing, FIET, King Mongkut’s University of Technology 

Thonburi. 



Results and Discussion 

 

1.  e-Training With AI Prompt  

 

The results of e-training development are as follows: 

 

 

 

 
Figure 6: Displays e-Training With AI Prompt: Module 1 for Example 

 



 

 

 

 
Figure 6: Displays e-Training With AI Prompt: Module 1 for Example. (Cont.) 

 

 

 

 

 

 



2. Contents and Media Quality 

 

Table 2: Result of Contents Quality by Experts 

 
 

When considering the quality level in the assessment that the 3 experts assessed, the average 

value was in the Good range, with a score of 4.11. It can be used to create e-training lessons. 

When considering the quality of the lesson, Therefore, it can be concluded that the e-training 

lesson for use is good quality and suitable for testing with the target group. 

 

3.  e-Training Satisfaction 

 

 
Figure 7: Displays Satisfaction of e-Training With AI Prompt 

 

The learners' satisfaction with the lessons showed that the results of the evaluation of the 

media quality of the learners at the attitude level were at a high level. In the assessment of the 

quality of the content, the learners have a high level of satisfaction, with an average value of 

4.38. 

 

 

 

 

 



4.  e-Training Efficiency and Effectiveness 

 

Table 3: Shows the Average of the Pre-test, Interval Test, and Post-test 
Item Pre-test 

(D) 

Interval test 

(E1) 

Post-test 

(E2) 

 Point % Point % Point % 

Total 457 1523.33 754 2513.33 734 2446.67 

Average 15.23 50.78 25.13 83.78 24.47 81.56 

S.D. 4.00 13.32 2.08 6.93 2.70 9.00 

 

The efficiency result of e-training with AI prompts was shown at 83.78/81.56, higher than the 

standard requirement set at 80/80. Finally, the effectiveness of learners who studied the  
e-training with AI prompts was shown at 30.78%. (Table 1) 

 

Conclusions 

 

The conclusion of the research follows: 

1. Evaluation of the content and media quality of e-training lessons. The results from the 

evaluation by 3 content experts had a total average of 4.11, considered a good 

evaluation result. The content evaluated by experts can be used to create online 

lessons.  

2. Efficiency of lessons. The results of the e-training lessons in the test during the 

learning were 83.78 percent and the post-learning test was 81.56 percent. Therefore, 

the efficiency of the online lessons was 83.78/81.56, which is in line with the criteria 

set at 80/80, which is effective enough to be used.  

3. The learners' satisfaction with the lessons showed that the results of the evaluation of 

the media quality of the learners at the attitude level were at a high level. In the 

assessment of the quality of the content, the learners have a high level of satisfaction, 

with an average value of 4.38. Therefore, it can be concluded that the learners' 

attitudes are at a good level.  

4. The learning achievement of the learners who passed the e-training lesson is 30.78, 

the achievement value of the pre-test is 50.78 percent and the achievement value of 

the post-test is 81.56 percent. After studying each module, it resulted in knowing the 

results of their development.  

 

The next development suggestion is to track the productivity, and results from individual 

development according to the agreed goals and performance Agreement to achieve the 

mission and future objectives. 
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