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INTISARI

Mobile learning merupakan salah satu variasi pembelajaran dengan
memanfaatkan IT (information technology) genggam dan bergerak untuk belajar
atau mengakses materi pelajaran kapanpun dan dimanapun. Adanya konsep mobile
learning, pembelajaran tidak akan dibatasi oleh ruang dan waktu karena fleksibilitas
dan portabilitas perangkat yang digunakan sehingga siswa lebih antusias dan
memiliki kesempatan belajar dengan ruang pembelajaran yang baru, mudah,
bermanfaat, dan menyenangkan. Diketahui 50% siswa mengalami penurunan
motivasi belajar selama pembelajaran jarak jauh ini. Hal tersebut juga disebabkan
setiap orang memiliki cara belajar dan kemampuan memahami yang berbeda yang
mungkin dipengaruhi oleh waktu belajar serta cara belajar mereka. Oleh karenanya,
adaptive learning memiliki peran penting untuk memahami gaya belajar setiap
penggunanya

Penelitian ini bertujuan mengembangkan antarmuka aplikasi mobile
adaptive learning dengan menggunakan metode Design Science Research
Methodology (DSRM) untuk menentukan arsitektur informasi yang sesuai untuk
aplikasi mobile adaptive learning. Metodenya sendiri terdiri dari enam tahapan,
yaitu Problem Identification and Motivation, Define the Objectives for a Solution,
Design and Development, Demonstration, Evaluation, dan Communication.

Berdasarkan tahapan demonstration yang menggunakan metode cognitive
walkthrough menunjukan sebanyak 100% responden berhasil menyelesaikan tugas
pertamadan hasil evaluasinya sendiri dengan menggunakan UEQ yaitu hasil daya
tarik memiliki nilai mean 1,74 (good), kejelasan memiliki nilai mean 1,59 (above
average), efisiensi memiliki nilai mean 1,52 (good), ketepatan memiliki nilai mean
1,40 (above average), stimulasi memiliki nilai mean 1,67 (good), dan yang terakhir
kebaruan memiliki nilai mean 0,96 (above average).

Kata Kunci: user interface, user experience, mobile learning, adaptive learning,
design science research methodology.
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ABSTRACT

Mobile learning is a variation of learning by utilizing handheld and mobile
IT (information technology) to learn or access subject matter anytime and
anywhere. With the concept of mobile learning, learning will not be limited by space
and time because of the flexibility and portability of the devices used so that
students are more enthusiastic and have learning opportunities with new, easy,
useful, and fun learning spaces. It is known that 50% of students experience a
decrease in learning motivation during this distance learning. This is also because
everyone has a different way .of learning and understanding which may be
influenced by the time of study and the way they study. Therefore, adaptive learning
has an important role in understanding the learning style of each user

This study aims to develop a mobile adaptive learning application interface
using the Design Science Research Methodology (DSRM) method to determine the
appropriate information architecture for mobile adaptive learning applications.
The method itself consists of six stages, namely Problem identification and
Motivation, Define the Objectives for a Solution, Design and Development,
Demonstration, Evaluation, and Communication.

Based on the demonstration stages using the cognitive walkthrough method,
it shows that 100% of respondents have successfully completed the first task and
the results of their own evaluation using UEQ are the attractiveness results have a
mean value of 1.74 (good), clarity has a mean value of 1.59 (above average),
efficiency has a mean value of 1.52 (good), accuracy has a mean value of 1.40
(above average), stimulation has a mean value of 1.67 (good), and the last one has
a mean value of 0.96 (above average).

Keyword: user interface, user experience, mobile learning, adaptive learning,
design science research methodology.
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