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Abstract 

 

This research aims to develop a digital module of Japanese kanji learning based on the Kanji- 

GO application aimed at elementary and middle level students. This application is designed to 

support the independent learning process and improve the understanding and mastery of kanji 

according to the needs of learners at both levels. The development method used is the ADDIE 

(Analysis, Design, Development, Implementation, and Evaluation) model, which allows for 

systematic and structured product development. The population in this study was 32 students, 

which were divided into two classes: elementary and intermediate levels. The instruments used 

in the study include validation of linguists, materials, and media, as well as feasibility 

assessments through product trials. The feasibility results show that the Kanji-GO application 

is considered "good" by experts in terms of appearance, function, and suitability of the material 

with the curriculum. Meanwhile, the learning outcomes of both classes showed significant 

improvement, indicating that the app is effective in helping with kanji mastery and is worth 

developing. 
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1. Introduction 

Learning Japanese has its own uniqueness in mastering kanji, there are about 2000 kanji 

that must be mastered. At the basic learner level, it is expected to master 300-400 kanji and 

the intermediate level 650-800 kanji. According to Mogi, foreign students have difficulty 

applying kanji to the use of Japanese (Mogi, 2020). The development of learning technology 

encourages kanji learning, adapting to the concept of computer assisted language learning 

that CALL as a percentage tool that includes interactive design and has feedback for 

independent and collaborative learning (Beatty, 2013). Japanese language learning media is 

diverse in its types, there are print, audiovisual, digital and interactive media following 

technological developments. 

Some common uses of multimedia in e-learning include animations, videos or static 
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graphics with accompanying narratives; animations, videos or static graphics with text on 

the screen; or computer-based interactive games, simulations or activities that include 

spoken or printed text (Mayer, 2017). As social technology develops, social learning begins 

to emerge. Social learning offers a powerful and continuous learning experience through the 

use of social networks, such as online communities, where learners engage to discuss, 

formulate, and share knowledge/information (Lau et al., 2014). The use of visual-based 

learning apps can increaseKanji memory is up to 35% compared to conventional media 

(Sato et al., 2017). Learning media is a tool that can help in the teaching and learning process 

to clarify the content of the message or information conveyed, so that the material conveyed 

can be understood clearly (Alifiarti et al., 2023). In line with that, the function of learning 

media is to increase understanding and attractiveness for students so that they can easily 

understand the material (Alobaid, 2020). 

Japanese language learning media, especially for kanji learning, is a necessity for 

students because many people experience difficulties because of the large number of kanji 

criteria, having kun yomi, on yomi, hisujun (Seruni, 2018). Technology-based Japanese 

language learning media allows students to communicate in a social technology way from 

the results of evaluations or discussions online. Supported by previous research by Setiyani 

R, it was revealed that students use the internet to support lectures because students have 

the belief that the more information they get, the more achievements will be obtained (Asrini 

& Setiawati, 2022). The learning approach uses smartphone media to help learn foreign 

languages in the form of applications or software on smartphones, because smartphones are 

more practical and easy to carry anywhere (Al Ghiffari & Sukmara, 2024). 

The lack of learners in using kanji in daily activities is also an obstacle, so it requires 

learning media that can be used anytime and anywhere to help the independent learning 

process. Research previously focused on the effectiveness of learning media without 

developing a pedagogical framework in achieving learning sustainability (Seruni & 

Karnawati, 2019). 

Based on that, this research aims to develop a kanji learning digital module based on 

the Kanji Go application that is tailored to the needs of students of the Japanese Language 

Education Study Program. The researcher made a learning media in the form of a digital 

module for kanji courses in level Basic and Intermediate by integrating digital technology 

that supports independent, structured and continuous learning. The implementation of kanji 

digital modules goes through several stages from needs analysis, curriculum design 

planning, module application in the classroom and evaluation implementation. 

Implementation of our first Japanese online course at Stony Brook University (SBU) by 

delineating the setting, ACTFL curriculum design, implemented digital tools, performance 

tasks, and formative/summative assessments (Sato et al., 2017). This module not only 

compiles materials according to the curriculum, but is also integrated into the kanji Go 

application to be more interactive and there is an assessment as a self-evaluation. In general, 

there are two questions that must be answered in the development of a Japanese kanji 

learning digital module based on the Kanji-Go Application, namely (1) what is the 

procedure for developing a Japanese kanji learning digital module based on the Kanji-Go 

Application?, and (2) what is the feasibility of a Japanese kanji learning digital module based 

on the Kanji-Go Application?. The purpose of this research and development is to develop 

a digital module of Japanese kanji learning based on the Kanji-Go Application that is well 

qualified and suitable for use in the learning process in the classroom or outside the 

classroom by paying attention to aspects of validity and feasibility. 
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2. Methodology 

This type of research is a research and development (R&D). Borg & Gall states that 

Research and Development (R&D) can be used to develop and validate educational products 

(Assyauqi, 2020). The sample in this study is students of the Japanese Language Education 

Study Program FKIP UHAMKA, with a population of 32 students. The sample collection 

technique in this study uses purposive sampling where the researcher determines the sample 

selected in this study himself. Purposive sampling is a sample determination technique 

carried out by people who have a good assessment, so that they can take samples as 

representative as possible (Lenaini, 2021). The purpose of using the purposive sampling 

technique is to determine the level of significance that occurs in a sample of 32 people in 

the Course Shokyu Kanji and Chukyu Kanji in the Japanese Language Education Study 

Program for the 2024/2025 school year in the Odd semester. The data analysis technique in 

this study uses qualitative and quantitative data analysis techniques based on the research 

instruments that have been stated above. The data analysis in this study is divided into 4 

parts, namely (1) data analysis of needs analysis instruments, (2) analysis of teaching 

material design, (3) data analysis of expert validation instruments, and (4) data analysis of 

product trial instruments. 

The development of a digital module of Japanese kanji learning based on the Kanji-Go 

Application uses the ADDIE development model.ADDIE development model (Analyze, 

Design, Development, Implementation, Evaluation) is a model specially developed by Dick 

and Carey that can be used for various forms of product development such as models, 

learning strategies, learning methods, media and teaching materials (Dick et al., 2009). In 

testing the feasibility of the teaching materials developed, the researcher applies five stages 

according to the requirements in the ADDIE development model, namely analysis, design, 

development, implementation, and evaluation. 

 

a. Stages of Analysis 

At this stage, the things that are done are: (1) conducting a literature review related to 

the development of digital modules and application-based digital learning media, (2) 

analyzing the needs of students by distributing questionnaires to find out the needs and 

problems in the learning process, especially those related to the use of Japanese kanji 

learning digital modules. 

b. Design Stage 

At this stage, the things that are done are: (1) designing the design of the Japanese kanji 

learning digital module based on the Kanji-Go Application, which consists of teaching 

materials, examples of Japanese sentences, individual assignments, and group 

assignments, (2) designing a validation test instrument sheet for the Japanese kanji 

learning digital module based on the Kanji-Go Application which will be shared with 

experts, (3) designing a product test instrument sheet for the Japanese kanji learning 

digital module based on the Kanji-Go Application which will be distributed to lecturers 

and students. 

c. Development Stage 

At this stage, what is done is to start developing a digital module of Japanese kanji 

learning based on the Kanji-Go Application according to the results of the design stage. 

Development is carried out by integrating from the digital module format to the Kanji- 

Go Application format. After the digital module of Japanese kanji learning based on 

the Kanji-Go Application was completed, it was then validated by two validators, 
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namely material experts and media experts. The validation of the Japanese kanji 

learning digital module based on the Kanji-Go Application is the first step to assess the 

feasibility of the digital module developed before it is tested for lecturers and students. 

At this stage, revisions will also be carried out after the validator provides assessments 

and suggestions through expert validation test instruments. The Japanese kanji learning 

digital module based on the Kanji-Go Application can be declared feasible if the 

validator assessment results have reached the feasible category in accordance with the 

established eligibility criteria. If the results of the validator's assessment have not been 

declared feasible, then revisions will be made in accordance with the suggestions and 

inputs from the validator. The purpose of the revision is to improve the weaknesses or 

shortcomings that exist in the digital module based on the Kanji-Go Application. 

d. Implementation Stage 

At this stage, product trials are carried out to lecturers and students. After the teaching 

materials were tested, lecturers and students were given a questionnaire in the form of 

a product trial questionnaire. The purpose of testing the product to lecturers and 

students is to determine the feasibility level of the digital module based on the Kanji- 

Go Typing Application to be used by lecturers and students. 

e. Evaluation Stage 

In this final stage, an evaluation of the Japanese kanji learning digital module based on 

the Kanji-Go Application was carried out based on the assessment of experts at the time 

of the product validation test and based on the assessment of lecturers and students at 

the time of the product trial. After an in-depth evaluation, it will be concluded that the 

quality of the digital module based on the Kanji-Go Application will be concluded. If 

revisions are indeed needed based on the input of experts, lecturers, and students, 

revisions will be made so that digital module materials based on the Kanji-Go 

Application can be suitable for use in learning kanji. 

 

 

3. Result 

The results of the development of a Japanese kanji learning digital module based on the 

Kanji-GO application for Japanese language students were carried out using Research and 

Development (R&D) using the ADDIE model, with 5 stages (Analysis, Design, 

Development, Implementation and Evaluation). 

a. Stages of Analysis 

The development of a Japanese kanji learning digital module is based on two levels of 

kanji learning, namely basic kanji or N5-N4 equivalent and intermediate kanji or N3 

equivalent. At this initial stage, a needs analysis was carried out for elementary and 

middle level students with the aim of finding out the needs of students for the teaching 

materials used in learning Kanji. The analysis of kanji needs for Japanese language 

education students is carried out based on the established curriculum and interviews 

with elementary and middle level students, as well as adjusting the kanji needs in the 

Graduate Profile. The results of the analysis of secondary level Japanese education 

students show that students still have many difficulties learning kanji in the context of 

work themes and daily activities, even though they need these kanji at work. In addition, 

the curriculum is also a reference in determining the amount and scope of material that 

will later be used in the developed Japanese kanji learning digital module. Meanwhile, 

the analysis of the needs of students of basic Japanese language education obtained 



PROSIDING 

The 7th International Conference on Japanese Studies, Language, and Education  

“Innovative Approaches in Teaching Japanese Language, Culture, and Literature in the Digital Age” 

 

100  

results that students need kanji that are often used in Japanese texts related to daily life, 

and kanji that will later appear in the JLPT level N5 exam. In addition, based on the 

results of the interview, it was concluded that the characteristics of Japanese language 

students, both elementary and middle levels, more often use mobile devices in learning 

kanji, but in learning kanji mobile media is not in accordance with the lecture material. 

Therefore, students need a digital module for learning Japanese kanji that can be 

accessed anytime and anywhere so that they can do independent learning, so that the 

development of the Japanese kanji learning digital module is one of the solutions and 

the latest in presenting teaching materials in learning kanji. The development of the 

Japanese kanji learning digital module integrates the Kanji-GO Application to make it 

easier for students to access the material because this application provides practicality 

for independent learning anytime and anywhere. Furthermore, after knowing the results 

of the analysis of student needs for the development of Japanese kanji learning digital 

modules, the next stage is carried out, namely designing a Japanese kanji learning 

digital module based on the Kanji-GO Application. 

 

b. Design Stage 

The design of the Japanese kanji learning digital module is based on needs analysis and 

continues to make a concept map, an outline of the content of the media and a 

description of the material for making digital kanji modules. The researcher made two 

basic level kanji modules named N5 kanji module and intermediate level with the name 

N3 drill kanji module. The number of kanji in the module is adjusted to the needs of 

students who have graduate profiles and Shokyu Kanji and Chukyu Kanji courses. The 

concept map of the kanji module is as follows. 

 

Figure 1. Digital Module Concept Map 'N5 Kanji Module' and 'N3 Drill Kanji Module' 

 

 

 

The outline of the content of the digital module media is arranged according to the 

categories of elementary and intermediate level students with the following subject 

matter: 
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Table 1. Media Content Outline 

Component Module Kanji N5 Kanji N3 Drill Module 

 Basic Competencies 

Subject Matter 

 

 

Types of exercises 

 

 

 

Evaluation 

 

 

Kanji-Go App Integration 

N5-N4 

 

Kanji-kanji dasar seputar 

seikatsu suru, keiyoushi, 

shizen, doushi, dan 

bashou 

 

Practice translating and 

using kanji in the context 

of sentences 

 

Chapter tests, reading 

evaluations and kanji 

comprehension 

Kanji learning games 

N3 

 

Education, Work and 

Daily Activities 

14 chapters with 270 kanji 

Quiz 

 

Practice translating and 

using kanji in the context 

of sentences 

 

Chapter tests, reading 

evaluations and kanji 

comprehension 

Kanji learning games 

 

The design of the digital module of the basic level of Japanese Kanji learning is divided 

into several parts, the first is the beginning page of the chapter which contains visuals 

that describe the outline of the kanji material to be studied, and there are learning 

outcomes that will be achieved by students after learning the kanji in the chapter. 
 

Figure 2. 'N5 Kanji Module' homepage design 

 

 

Then go to the next page, which is to start entering the kanji material to be studied. On 

this page of material there are approximately 10 kanji that will be studied, along with 

how to write kanji, how to read kunyomi and onyomi, kanji combined from the main 

kanji, and examples of sentences that contain the kanji. Next, after learning the kanji 

material, it is followed by the practice page. On this exercise page, there are various 

tasks, both individual and group, to train students in translating and using kanji in the 
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context of sentences. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Figure 3. Page Design Kanji Material and Exercise 'N5 Kanji Module' 

 

Design the Kanji N3 Drill module by dividing kanji material, kanji writing, kanji 

vocabulary, exercises, summaries and formative tests. 
 

Figure 4. 'N3 Drill Kanji Module' homepage design 
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Figure 5. Page Design Kanji Material and Exercise 'N3 Drill Kanji Module' 

 

c. Development Stage 

After designing, the digital module began to be developed by integrating it in the Kanji- 

Go application. The development stage produces 2 digital modules in digital format and 

are integrated into the Go kanji application. The development of the content and 

structure of the basic digital kanji module 'Kanji N5 Module' and the intermediate 

digital kanji module 'Kanji N3 Drill' was published online by the publisher Media Sains 

Indonesia. The use of kanji-go applications as a support for strengthening starch 

materials in digital modules. The design of the Go kanji application is designed to adapt 

to the digital module but more feedback is done. The following is an overview of the 

stages of developing the Japanese kanji learning digital module with the Kanji-Go 

application. 

 

Figure 6. Design of Japanese Kanji Learning Digital Module Based on Kanji-Go Application 
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At this stage of development, after the digital module of Japanese kanji learning based 

on the Kanji-GO Application is completed, an assessment is carried out by experts, 

namely material experts and media experts. The purpose of the validation of the 

Japanese kanji learning digital module based on the Kanji-Go Application is by material 

experts, namely, kanji teachers, to ensure the correctness of the material, and by media 

experts, namely, IT experts, to assess the feasibility of the display, navigation and 

interactivity of the module as educational technology development. The following are 

the results of the validation assessment of material experts and media experts. 
 

Figure 7. Results of Validation Assessment of Material Experts and Media Experts 

 

Based on the assessment of material experts and media experts, an average score of 

88.87 was obtained for the two digital modules of Kanji learning based on the Kanji- 

Go Application which stated that the development in the category was very good, and 

the digital module of Kanji learning based on the Kanji-Go Application was feasible to 

use. From the results of the two experts, namely material experts and media experts, no 

input was obtained to make improvements, so the researcher did not make further 

revisions. 

 

d. Implementation Stage 

The implementation stage was a trial of the Japanese kanji learning digital module 

product based on the Kanji-Go Application for elementary and middle level Japanese 

lecturers and students in the Shokyu Kanji and Chukyu Kanji courses. The goal is to 

see the feasibility of the digital modules developed as well as their use in learning kanji. 

The results of the trial of the Japanese kanji learning digital module product based on 

the Kanji-Go Application are as follows. 
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Figure 8. Product Trial Assessment Results 

The results of the expert validation test and the results of the product trial assessment 

are as follows. 

 

Hipotesis H₀: m ≤ 70 ( module Not eligible to use ) 

H₁: μ > 70 (modules are eligible to use) 

With α = 0.005 and average Score user ( μ) = 85.8% so :M Sample 

85.8, m  hipotesis 70, SD ≈ 2,5 dan n = 7. 

T = (85.8 - 70) / (2.5/√7) ≈25.97 

Df = 6, t- table (0,05; 6) ≈1,943 

Since t counts > t table, then: 

Ho rejected → Product by significant proper to use kanji learning. 

 

e. Evaluation Stage 

Based on the results of expert validation assessments and product trials of the Kanji- 

Go Application-based Kanji learning digital module, it was obtained that the 

assessment of material experts and media experts obtained an average score of 88.87 

for the two Kanji learning digital modules based on the Kanji-Go Application which 

stated that the development was in the category of very good, and the Kanji learning 

digital module based on the Kanji-Go Application was feasible to use. and there is no 

input to make improvements so that the researcher does not make improvements to the 

Kanji-Go application-based Kanji learning digital module that was developed. In 

addition, the results of the product trial obtained an average of 87.2 that the use of two 

Japanese kanji learning digital modules based on the Kanji-Go Application is very good 

in material, information, pedagogy, design, durability and affectiveness, so it can be 

said to be feasible to use. In addition, observations were made during the use of the 

Japanese kanji learning digital module based on the Kanji-Go Application for students 

very well in accordance with the character of students who prefer digital learning. 

 

The advantage of digital kanji modules is that they are practically used anytime and 

anywhere, the module materials also adjust to the kanji they need in learning Japanese. 
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A long-term refinement to insert kanji-appropriate images is studied, and this is inserted 

in the digital kanji application. The kanji Go application is evaluated by adding quizzes 

as feedback according to the needs of students of the Japanese Language Education 

Study Program. 

 

 

4. Discussion 

Based on the results of the research that has been described earlier, in general, there are 

two questions that must be answered in the development of a Japanese kanji learning digital 

module based on the Kanji-Go Application, namely (1) what is the procedure for developing 

a Japanese kanji learning digital module based on the Kanji-Go Application? and (2) what 

is the feasibility of the Japanese kanji learning digital module based on the Kanji-Go 

Application? The following is a discussion based on these two questions. 

 

a. Discussion of the Procedure for the Development of a Japanese Kanji Learning 

Digital Module based on the Kanji-Go Application 

The development of digital modules is carried out by following the ADDIE 

development model, namely Analysis, Design, Development, Implementation and 

Evaluation. Further elaboration of the results of the research using the stages of the 

ADDIE development model is as follows. 

1) In the analysis stage, the researcher conducted an analysis of kanji learning needs 

in elementary and middle level students, obtained results that students need digital 

modules and kanji applications as kanji learning media because it makes it easier 

for them to carry the media anywhere and anytime they will learn kanji. The 

researcher also adjusts to the curriculum of the Japanese language education study 

program that the kanji material needed is in accordance with the profile of 

graduates as educators, translators and edupreneurship and adjusts the amount of 

kanji in the material to be designed. 

2) In the Design Stage, based on needs analysis, two digital modules are designed 

first by making a concept map, an outline of the content of the media and a 

description of the material. After creating the concept of the learning media, the 

researcher made the N5 kanji digital module and the N3 drill kanji digital module. 

The scope of material adjusts to the needs of shokyu kanji and chukyu kanji courses. 

The N5 kanji module material includes 11 chapters consisting of N5-N4 level kanji 

and the N3 drill kanji module includes 14 chapters consisting of N3 level kanji. 

The module material includes vocabulary, exercises and formative tests so that 

students can provide feedback. 

3) Development Stage, Both digital modules are developed into one in the kanji go 

application to make it easier for students to get direct feedback. Then, both digital 

modules and the kanji go application were assessed by material experts and media 

experts. Because the results of the assessment from experts show that the Japanese 

kanji learning digital module based on the Kanji-Go Application is feasible, the 

next stage is to conduct product trials to lecturers and students. 

4) In the implementation stage, a trial was carried out on users, namely 32 students 

of the Japanese language education study program and lecturers. 

5) The evaluation stage, based on the results of experts and use tests, obtained a very 

good assessment. The researcher evaluated the kanji go application that needed to 
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be revised and multiplied the quizzes as feedback for students. 

 

b. Discussion of the feasibility of the Japanese kanji learning digital module based on 

the Kanji-Go Application 

The assessment of a product is suitable for use in this study based on the results of 

expert validation and product trial results. Expert validation is carried out by two people 

who are experts in their fields, namely material experts and media experts. The 

assessment from material experts obtained material assessment of 89%, information 

88.5%, design 88%, pedagogy 88.5%, robustness 86% with an average of 88% which 

categorizes that the material from these three products is considered very good and is 

categorized as suitable for development and use. Then the assessment from media 

experts with the material category 91%, information 91%, pedagogy 88% and 

learnability 89% with an average assessment of 89.7% which categorizes that media 

from this category is also considered very good and is categorized as suitable for 

development and use. 

Furthermore, product trials were carried out on 32 students at the elementary and 

secondary levels and two lecturers in the Shokyu Kanji and Chukyu Kanji courses. 

Students assessed the Japanese kanji learning digital module based on the Kanji-Go 

Application with a material category of 85.5%, information 84.9%, pedagogy 86.1%, 

learnability 86.3%, design 86.3%, robustness 86.3% and affective 85.5% with an 

average of 85.8% with an excellent category. Meanwhile, lecturers assessed 88% of 

material, 87% of information, 88.75% of pedagogy, 87.5% of learnability, 85.75% of 

design, 87.75% of robustness, and 88.25% of affective with an average of 86.7 with a 

very good category. So it can be concluded that the development of a Japanese kanji 

learning digital module based on the Kanji-Go Application is considered feasible to be 

used in Kanji learning. 

Based on the data from the feasibility test, the Japanese kanji application-based 

digital module is very suitable for use from various categories of material, design, 

pedagogy, interactivity and user affectiveness, as evidenced by an average score above 

85% which is categorized as very good and statistically inferential with significant 

results (t > t-table, p <0.05). 

 

 

5. Conclusion 

Based on the results of the research, the development model used in this study has 

followed the stages of the ADDIE development model, namely Analysis, Design, 

Development, Implementation, and Evaluation, by producing a product in the form of a 

digital module of Japanese kanji learning based on the Kanji-Go Application. At the analysis 

stage, a needs analysis is carried out as the basis for research and development, and from 

the results it will be known whether or not it is necessary to develop a product in the form 

of a Japanese kanji learning digital module based on the Kanji-Go Application. Furthermore, 

the design stage is carried out by making a concept map, an outline of the content of the 

media and a description of the material for making digital kanji modules. The number of 

kanji in the module is adjusted to the needs of students who have graduate profiles and 

Shokyu Kanji and Chukyu Kanji courses. Then at the development stage, it is carried out by 

changing the format from a digital module to an application form that is integrated with the 

Kanji-Go application. The use of kanji-go applications as a support for strengthening starch 
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materials in digital modules. The design of the Go kanji application is designed to adapt to 

the digital module but more feedback is done. Then after it is completed, it is assessed by 

experts to determine the feasibility of the digital module developed. The results show that 

the digital module is feasible and continues to the implementation stage by conducting 

product trials for lecturers and students. This is done to see the feasibility from the user side 

for the digital module developed. The results show that the developed Japanese kanji 

learning digital module based on the Kanji-Go App is feasible to use. In the last stage, an 

evaluation was carried out on the digital module of Japanese kanji learning based on the 

Kanji-Go Application, and the results were obtained that there were no inputs and 

suggestions for improvement either from expert assessments or lecturer and student 

assessments, so that the researcher did not make further improvements. Thus, the 

development of a Japanese kanji learning digital module based on the Kanji-Go Application 

has been feasible and can be used in Kanji learning. 
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