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INTISARI 
 

Perkembangan pesat teknologi Kecerdasan Buatan (AI) belum diimbangi 

oleh pemahaman yang memadai di kalangan siswa sekolah menengah, sehingga 

menimbulkan kesenjangan literasi digital, khususnya terkait konsep dasar AI dan 

penerapannya. Penelitian ini mengembangkan backend aplikasi edukasi CUNNY 

(Cognitive Understanding of Neural Network for Youth), sebuah media 

pembelajaran berbasis Android yang memanfaatkan model Convolutional Neural 

Network (CNN) untuk klasifikasi citra sebagai sarana belajar interaktif. Metode 

pengembangan yang digunakan adalah pendekatan Waterfall, meliputi tahapan 

rekayasa kebutuhan, perancangan sistem, implementasi, pengujian, dan 

pemeliharaan. Backend aplikasi dibangun menggunakan layanan cloud Railway 

untuk memastikan skalabilitas, kinerja real-time, dan kemudahan deployment. 

Integrasi API mencakup materi pembelajaran dan prediksi citra berbasis 

TensorFlow Lite (TFLite). Hasil pengujian menggunakan Postman, unit test, dan 

JMeter menunjukkan bahwa API bekerja secara stabil, responsif, dan mampu 

memproses klasifikasi gambar dengan akurat sesuai dataset. Produk akhir yang 

dihasilkan memberikan media pembelajaran AI yang lebih praktis, visual, dan 

adaptif, serta dapat menjadi solusi awal dalam meningkatkan literasi kecerdasan 

buatan pada siswa sekolah menengah. 
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ABSTRACT 
 

The rapid development of Artificial Intelligence (AI) technology has not 

been matched by adequate understanding among high school students, creating a 

digital literacy gap, particularly regarding basic AI concepts and their application. 

This research developed the backend for the CUNNY (Cognitive Understanding of 

Neural Networks for Youth) educational application, an Android-based learning 

tool that utilizes a Convolutional Neural Network (CNN) model for image 

classification as an interactive learning tool. The development method used was the 

Waterfall approach, encompassing requirements engineering, system design, 

implementation, testing, and maintenance. The application backend was built using 

Railway cloud services to ensure scalability, real-time performance, and ease of 

deployment. API integration included learning materials and image prediction 

based on TensorFlow Lite (TFLite). Testing results using Postman, unit tests, and 

JMeter demonstrated that the API was stable, responsive, and capable of 

processing image classification accurately based on the dataset. The final product 

provides a more practical, visual, and adaptive AI learning tool and can be an 

initial solution for improving AI literacy among high school students. 

 

Keywords: Backend Development, Android, MVVM, REST API, Image 

Classification 
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