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ABSTRAK

Pembelajaran bahasa Jepang di tingkat SMA masih menghadapi berbagai
tantangan, khususnya dalam penguasaan huruf (Hiragana, Katakana, Kanji), tata
bahasa, serta keterbatasan waktu belajar di kelas. Berdasarkan observasi dan
kuesioner awal, siswa SMA Negeri 21 Bandung mengalami kesulitan memahami
materi secara efektif melalui metode konvensional. Penelitian ini bertujuan untuk
merancang antarmuka dan pengalaman pengguna (UI/UX) aplikasi pembelajaran
bahasa Jepang berbasis Android dengan pendekatan User-Centered Design (UCD).
Proses pengembangan dimulai dari pengumpulan kebutuhan, pembuatan user
persona, user flow, wireframe, hingga desain prototipe menggunakan Figma.
Evaluasi dilakukan melalui usability testing menggunakan System Usability Scale
(SUS) untuk mengukur kepuasan dan kelayakan desain. Hasil pengujian
menunjukkan bahwa desain UI/UX aplikasi mampu menjadi solusi terhadap
kendala pembelajaran yang dihadapi siswa. Aplikasi memiliki fitur utama berupa
materi huruf Jepang, kuis interaktif, dan flashcard untuk mendukung pembelajaran
mandiri. Skor SUS yang diperoleh menunjukkan kategori “baik” dan “diterima”,
menandakan bahwa aplikasi ini layak untuk dikembangkan lebih lanjut.

Kata Kunci: UI/UX Design, User-Centered Design (UCD), Aplikasi
Pembelajaran, Bahasa Jepang, Android, SMA Negeri 21 Bandung.



ANALYSIS AND UlI/UX DESIGN OF JAPANESE LANGUAGE LEARNING
APPLICATION ON ANDROID-BASED SMARTPHONES USING THE
USER-CENTERED DESIGN (UCD) METHOD AT STATE SENIOR HIGH
SCHOOL 21 BANDUNG

Yoan Nurazizah
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ABSTRACT

Japanese language learning at the high school level still faces various
challenges, particularly in mastering characters (Hiragana, Katakana, Kanji),
grammar, and limited classroom time. Based on initial observations and
questionnaire results, students at SMA Negeri 21 Bandung have difficulty
understanding the material effectively through conventional methods. This study
aims to design the user interface (Ul) and user experience (UX) of a Japanese
language learning application for Android smartphones using the User-Centered
Design (UCD) approach. The development process includes gathering user needs,
creating user personas, user flows, wireframes, and high-fidelity prototypes using
Figma. Evaluation was conducted through usability testing using the System
Usability Scale (SUS) to measure user satisfaction and design feasibility. The
results indicate that the UI/UX design provides a solution to the learning challenges
faced by students. The application includes main features such as Japanese
character material, interactive quizzes, and flashcards to support self-directed
learning. The SUS score achieved falls into the “good” and ‘“acceptable”
categories, indicating that the application is feasible for further development.

Keywords: UI/UX Design, User-Centered Design (UCD), Learning Application,
Japanese Language, Android, SMA Negeri 21 Bandung.
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