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INTISARI

Penelitian ini berfokus pada revamp fitur kelola nilai dan presensi dalam Sistem Informasi
Akademik (SIAKAD) Universitas Atma Jaya Yogyakarta (UAJY), menggunakan pendekatan Domain-Driven
Design (DDD) yang didukung metode prototyping. Proyek ini bertujuan untuk memperbaharui
pengelolaan presensi dan nilai dari Sistem Penilaian Kinerja Pegawai (SPKP) ke SIAKAD guna meningkatkan
layanan akademik dan efisiensi operasional akademik.

Tahapan penelitian dimulai dengan pengumpulan data melalui observasi dan wawancara dengan
domain expert, diikuti oleh pemodelan domain untuk mengidentifikasi kebutuhan spesifik. Proses revamp
ini mencakup pemisahan domain menjadi tiga bounded context utama: Kelola Nilai, Pertemuan Mata
Kuliah, dan Kelola Pertemuan Pengganti. Tiap bounded context didesain menggunakan pendekatan DDD
untuk memetakan fungsionalitas yang relevan dengan kebutuhan pengguna. Proses desain dilakukan
melalui tahapan pembuatan wireframe dan mockup prototipe, memastikan visualisasi dan interaksi sistem
sesuai dengan kebutuhan akademik.

Hasil penelitian menunjukkan proses revamp fitur Kelola nilai dan presensi yang mencakup
pengembangan, pengujian, dan penyiapan sistem berhasil memastikan fitur Kelola Presensi dan Nilai yang
baru, bekerja sesuai spesifikasi. Sistem ini telah melalui pengujian menyeluruh menggunakan metode
Blackbox Testing, termasuk oleh pihak ketiga, dan dinyatakan siap untuk diimplementasikan.

Kata Kunci: Sistem Informasi Akademik, Kelola Nilai, Kelola Presensi, Revamp, Domain-Driven
Design, Prototyping, Black-Box Testing
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ABSTRACT

This research focuses on the revamp of grade and attendance management features within the
Academic Information System (SIAKAD) at Universitas Atma Jaya Yogyakarta (UAJY), employing the
Domain-Driven Design (DDD) approach supported by the prototyping method. The project aims to migrate
the management of attendance and grades from the Employee Performance Appraisal System (SPKP) to
SIAKAD to enhance efficiency and user experience.

The research stages began with data collection through observations and interviews with domain
experts, followed by domain modelling to identify specific needs. This revamp process involved dividing
the domain into three primary bounded contexts: Grade Management, Course Meeting, and Replacement
Meeting Management. Each bounded context was designed using the DDD approach to map
functionalities relevant to user requirements. The design process was carried out through wireframe
creation and prototype mock-ups, ensuring that system visualization and interaction aligned with
academic needs.

The system implementation involved the development of new features within SIAKAD, including
the management of grades for midterms, final exams, final grades, and remedial assessments, as well as
attendance management for students and lecturers. These features also support material recording,
meeting permissions, and online attendance through integration with systems like Microsoft Teams.
Testing was conducted using the black-box testing method, demonstrating that all functions operate
according to specifications.

The revamp process, encompassing system development, testing, and deployment, successfully
ensured that the new Grade and Attendance Management features functioned as specified. The system
underwent thorough testing using the Blackbox Testing method, including by third parties, and was
declared ready for implementation.

Keywords: Academic Information System, Grade Management, Attendance Management,
Revamp, Domain-Driven Design, Prototyping, Black-Box Testing
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