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ABSTRAK

Nama Mahasiswa/ NPM : Fahryan Putra Ramadi / 22082010189

Judul Skripsi :  Rancang Bangun Sistem Informasi Seni dan Galeri
Digital Menggunakan  Rapid  Application
Development (Studi Kasus: Survive! Garage)

Dosen Pembimbing : 1. Dr. I Gede Susrama Mas Diyasa, S.T., M.T.
2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom.

Transformasi digital mendorong ruang seni untuk mengelola karya, pameran, dan
interaksi dengan pengunjung melalui platform yang lebih terstruktur dan mudah
diakses. Survive! Garage sebagai ruang seni alternatif di Yogyakarta masih
menghadapi kendala operasional karena pendataan karya, pengajuan open call,
publikasi event, pendaftaran event, inquiry karya, dan dokumentasi informasi masih
dilakukan secara manual. Kondisi tersebut berdampak pada pengelolaan data,
penyampaian informasi, serta akses publik terhadap aktivitas seni. Penelitian ini
bertujuan untuk merancang dan membangun sistem informasi seni dan galeri digital
berbasis website pada Survive! Garage menggunakan metode Rapid Application
Development (RAD) yang terdiri dari tahap requirement planning, design workshop,
dan implementation. Sistem dikembangkan untuk tiga role pengguna, yaitu admin,
seniman, dan customer. Fitur yang disediakan mencakup pengelolaan karya seni,
pengajuan dan kurasi open call, katalog karya digital, virtual exhibition, pengelolaan
event, pendaftaran dan tiket event, proses pembayaran, inquiry karya, notifikasi,
check-in event, pengelolaan konten website, serta laporan. Pengujian sistem
dilakukan menggunakan Black Box Testing dan User Acceptance Testing (UAT).
Black Box Testing mencakup 95 skenario untuk kebutuhan fungsional dan non-
fungsional pada aspek quality, performance, dan security, dengan seluruh skenario
memperoleh status sukses. UAT dilakukan kepada 12 responden menggunakan 10
pernyataan skala Likert dan memperoleh skor 561 dari 600 atau 93,5% dengan
kategori sangat baik. Hasil penelitian menunjukkan bahwa website Survive! Garage
layak digunakan untuk mendukung pengelolaan karya, event, open call, inquiry, dan
galeri digital secara lebih optimal, terintegrasi, dan mudah diakses.

Kata Kunci: Sistem Informasi, Galeri Digital, Seni, Rapid Application
Development, Survive! Garage
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ABSTRACT

Student Name / NPM : Fahryan Putra Ramadi / 22082010189

Thesis Title : Design and Development of an Art Information
System and Digital Gallery Using the Rapid
Application Development Method (Case Study:
Survive! Garage)

Advisor : 1. Dr. I Gede Susrama Mas Diyasa, S.T., M.T.
2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom.

Digital transformation has encouraged art spaces to manage artworks, exhibitions,
and visitor interactions through more organized and accessible digital platforms.
Survive! Garage, an alternative art space in Yogyakarta, still faces several
operational limitations because artwork documentation, open call submissions,
event publication, registration, and artwork inquiries are partly managed
manually. These conditions affect data organization, information distribution, and
public access to art activities. This research aims to design and develop a web-
based art information system and digital gallery for Survive! Garage using the
Rapid Application Development (RAD) method, which consists of requirement
planning, design workshop, and implementation. The system supports three user
roles: admin, artist, and customer. It provides integrated features for artwork
management, open call submission and curation, digital artwork catalogs, virtual
exhibitions, event management, event registration and ticketing, payment
processing, artwork inquiry, notifications, event check-in, website content
management, and reporting. The system was tested through Black Box Testing and
User Acceptance Testing (UAT). Black Box Testing included 95 scenarios for
functional and non-functional scenarios covering quality, performance, and
security aspects, all scenarios were completed successfully. UAT involved 12
respondents using 10 Likert-scale statements and produced a score of 561 out of
600, equivalent to 93.5%, which falls into the very good category. The results
indicate that the developed website is feasible for supporting the management of
artworks, events, open calls, inquiries, and digital galleries in a more effective,
integrated, and accessible manner.

Keywords: Information System, Digital Gallery, Art, Rapid Application
Development, Survive! Garage
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