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ABSTRAK 

Mempelajari Bahasa Jepang ada kesulitannya sendiri, salah satunya adalah kanji, 

karakter  Tionghoa yang diadopsi Jepang. Game edukasi “Nihongo Jouzu” ini 

dikembangkan karena sulitnya mempelajari dan menghafalkan kanji serta 

diharapkan mampu membantu para pelajar bahasa Jepang untuk melancarkan studi 

kanji mereka. Game “Nihongo Jouzu” berfokus kepada 103 kanji utama dengan 

detail kanji yang lengkap dan kuiz untuk menguji kemampuan pemain. Game ini 

dikembangkan dengan metode waterfall dan telah melewati setiap tahap metode 

tersebut. Dari hasil uji korelasi yang telah dilakukan dari 53 responden terdapat 

hubungan antara kebergunaan game dan kemudahan game sehingga pengguna ingin 

terus bermain. Hasil penelitian ini menunjukan bahwa game edukasi “Nihongo 

Jouzu” memang efektif dan bisa membantu pemain mempelajari kanji. 

Kata kunci: Bahasa Jepang, Kanji, Game edukasi, Construct 2  
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ABSTRACT 

Learning Japanese has its own difficulties, one of which is kanji, the Chinese 

characters adopted by Japan. This educational game "Nihongo Jouzu" was 

developed due to the difficulty of learning and memorising kanji and is expected to 

help Japanese language learners to smoothen their kanji study. "Nihongo Jouzu" 

focuses on 103 main kanji with complete kanji details and quizzes to test the player's 

skills. This game was developed using the waterfall method and has passed each 

stage of the method. From the results of the correlation test that has been carried 

out from 53 respondents there is a relationship between the usability of the game 

and the ease of the game so that users want to continue playing. The results of this 

study show that the educational game "Nihongo Jouzu" is indeed effective and can 

help players learn kanji. 

Keywords: Japanese language, Kanji, Educational game, Construct 2 
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