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ABSTRAK 

 

Nama Mahasiswa/NPM : Zheand Rizky Pranasyach/22082010051 

Judul Skripsi : Rancang Bangun Learning Management System 

Menggunakan Metode Rapid Application 

Development Dengan Framework Next.js Dan 

Express.js (Studi Kasus: Bedata Academy) 

Dosen Pembimbing : 1. Abdul Rezha Efrat Najaf, S.Kom., M.Kom. 

2. Nambi Sembilu, S.Kom., M.Kom. 

 

BeData Academy merupakan unit pendidikan dan pelatihan yang 

menyelenggarakan program bootcamp di bidang data dan teknologi. Dalam 

pelaksanaan pembelajaran, masih terdapat permasalahan berupa penggunaan media 

yang belum terintegrasi, pengelolaan materi dan tugas yang belum terorganisir, 

pemantauan progres siswa yang belum optimal, serta belum diterapkannya 

gamifikasi secara digital. Penelitian ini bertujuan untuk merancang dan 

membangun Learning Management System (LMS) berbasis web yang sesuai 

dengan kebutuhan proses pembelajaran di BeData Academy. Sistem dikembangkan 

menggunakan metode Rapid Application Development (RAD) melalui tahap 

Requirement Planning, RAD Design Workshop, dan Implementation. Sistem 

menyediakan fitur pengelolaan kelas, materi, kuis, tugas, penilaian, progres 

pembelajaran, sertifikat, serta gamifikasi berupa skor dan leaderboard. Pengujian 

dilakukan menggunakan Black Box Testing dan User Acceptance Test (UAT). Hasil 

UAT dari enam responden menunjukkan nilai fungsionalitas sistem sebesar 

80,67%, pengalaman pengguna dan tampilan antarmuka sebesar 81,33%, kinerja 

sistem sebesar 91,33%, serta efisiensi dan produktivitas sebesar 86,00%. Seluruh 

hasil pengujian berada dalam kategori Sangat Baik. Berdasarkan hasil tersebut, 

LMS yang dikembangkan dapat diterima oleh pengguna dan mendukung kebutuhan 

pengelolaan serta pelaksanaan pembelajaran di BeData Academy. 

 

Kata Kunci: Learning Management System, Rapid Application Development, 

Gamifikasi, Black Box  Testing, User Acceptance Test 
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ABSTRACT 

 

Student Name / NPM : Zheand Rizky Pranasyach/22082010051 

Thesis Title : Design and Development of a Learning 

Management System Using the Rapid 

Application Development Method with the 

Next.js and Express.js Frameworks (Case Study: 

Bedata Academy) 

Advisor : 1. Abdul Rezha Efrat Najaf, S.Kom., M.Kom. 

2. Nambi Sembilu, S.Kom., M.Kom. 

 

BeData Academy is an education and training institution that provides bootcamp 

programs in data and technology. In the implementation of its learning activities, 

several issues were identified, including the use of unintegrated learning media, 

unorganized management of learning materials and assignments, suboptimal 

monitoring of student progress, and the absence of digital gamification. This study 

aims to design and develop a web-based Learning Management System (LMS) that 

meets the learning process requirements of BeData Academy. The system was 

developed using the Rapid Application Development (RAD) method through the 

Requirement Planning, RAD Design Workshop, and Implementation phases. The 

system provides features for class management, learning materials, quizzes, 

assignments, assessments, learning progress, certificates, and gamification in the 

form of scores and leaderboards. Testing was conducted using Black Box Testing 

and User Acceptance Testing (UAT). The UAT results from six respondents 

showed scores of 80.67% for system functionality, 81.33% for user experience and 

user interface, 91.33% for system performance, and 86.00% for efficiency and 

productivity. All testing results were categorized as Very Good. Based on these 

results, the developed LMS was accepted by users and supports the management 

and implementation of learning activities at BeData Academy. 

 

Kata Kunci: Learning Management System, Rapid Application Development, 

Gamification, , Black Box  Testing, User Acceptance Test
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