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INTISARI 

Perkembangan kecerdasan buatan (AI) yang semakin pesat belum 

diimbangi dengan literasi AI pada pelajar Indonesia, yang masih rendah akibat 

materi yang bersifat teoretis dan minimnya media pembelajaran interaktif. 

Penelitian ini merancang dan mengimplementasikan front-end aplikasi mobile 

“CUNNY” (Cognitive Understanding of Neural Network for Youth) sebagai media 

pembelajaran berbasis praktik untuk mengenalkan konsep dasar AI, khususnya 

image classification, kepada siswa tingkat menengah. Pengembangan dilakukan 

menggunakan metode Waterfall melalui tahapan analisis kebutuhan, perancangan 

antarmuka, implementasi dengan Kotlin dan arsitektur MVVM, integrasi Firebase 

Authentication serta API Machine Learning untuk proses klasifikasi gambar. Hasil 

pengujian Black Box dan User Acceptance Testing (UAT) menunjukkan seluruh 

fitur berjalan sesuai rancangan tanpa error; pengguna dapat memahami alur 

aplikasi, melakukan unggah gambar, serta membaca hasil klasifikasi dengan 

mudah. Secara keseluruhan, aplikasi “CUNNY” dinilai sederhana, intuitif, dan 

efektif dalam menyederhanakan konsep AI menjadi pengalaman belajar yang 

konkret dan aplikatif, sehingga layak digunakan sebagai media pembelajaran dasar 

kecerdasan buatan serta yang dapat dikembangkan lebih lanjut pada materi AI 

lainnya. 

Kata Kunci: Kecerdasan Buatan, Image Classification, Mobile Learning, Kotlin, 

Waterfall, MVVM, Pembelajaran Berbasis Praktik. 
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ABSTRACT 

The rapid development of Artificial Intelligence (AI) has not been matched 

by adequate AI literacy among Indonesian students, who often struggle due to 

theoretical learning materials and the lack of interactive educational media. This 

research designs and implements the front-end of a mobile learning application 

called “CUNNY” (Cognitive Understanding of Neural Network for Youth) as a 

practice-based educational tool to introduce fundamental AI concepts, particularly 

image classification, to middle-level students. The development process follows the 

Waterfall method, covering requirement analysis, interface design, implementation 

using Kotlin and the MVVM architecture, as well as the integration of Firebase 

Authentication and a Machine Learning API for image classification. Results from 

Black Box Testing and User Acceptance Testing (UAT) indicate that all features 

function as intended without errors; users can easily follow the application flow, 

upload images, and understand the classification results. Overall, CUNNY is 

considered simple, intuitive, and effective in transforming abstract AI concepts into 

concrete and engaging learning experiences, making it suitable as an introductory 

AI learning medium with future expansion into broader AI topics. 

Keywords: Artificial Intelligence, Image Classification, Mobile Learning, Kotlin, 

Waterfall, MVVM, Practice-Based Learning.


