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ABSTRAK 

 

Transformasi digital dalam pengelolaan sumber daya manusia mendorong 

organisasi untuk mengadopsi sistem informasi terintegrasi guna meningkatkan 

efisiensi dan objektivitas administrasi. Proses pengelolaan izin kerja yang masih 

dilakukan secara manual berpotensi menimbulkan keterlambatan persetujuan, 

risiko kehilangan dokumen, serta kesulitan dalam memantau kedisiplinan karyawan 

secara terukur. Penelitian ini bertujuan untuk mengembangkan Sistem Informasi 

Manajemen Izin Kerja berbasis web yang mengintegrasikan mekanisme 

gamification melalui policy engine untuk meningkatkan kedisiplinan karyawan. 

Metode penelitian yang digunakan adalah Research and Development (R&D) 

dengan pendekatan pengembangan sistem Agile yang dilakukan secara iteratif, 

meliputi analisis kebutuhan, perancangan sistem, implementasi, dan pengujian. 

Pengujian dilakukan melalui black box testing untuk memvalidasi fungsionalitas 

sistem dan pengujian logika gamification untuk memastikan akurasi perhitungan 

poin serta penetapan zona kedisiplinan secara otomatis. Selain itu, tingkat kegunaan 

sistem diukur menggunakan metode System Usability Scale (SUS) dengan 

melibatkan 36 responden. Hasil penelitian menunjukkan bahwa seluruh fitur sistem 

berjalan sesuai spesifikasi dan algoritma policy engine mampu mengeksekusi 

pengurangan poin secara konsisten. Pengujian usability memperoleh skor rata-rata 

SUS sebesar 77,29 yang termasuk kategori Acceptable dengan predikat Good 

(Grade B), menunjukkan sistem mudah digunakan dan dapat diterima oleh 

pengguna. Dengan demikian, sistem yang dikembangkan layak diimplementasikan 

sebagai solusi digital dalam pengelolaan izin kerja dan peningkatan kedisiplinan 

karyawan. 

Kata kunci: sistem informasi, manajemen izin kerja, gamification, policy engine, 

kedisiplinan karyawan, usability. 

 

  



 

x 
 

ABSTRACT 

 

Digital transformation in human resource management encourages organizations 

to adopt integrated information systems to improve administrative efficiency and 

objectivity. The manual management of work leave requests may lead to approval 

delays, risk of document loss, and difficulties in objectively monitoring employee 

discipline. This study aims to develop a web-based Work Leave Management 

Information System integrated with a gamification mechanism through a policy 

engine to enhance employee discipline. The research method employed is Research 

and Development (R&D) using an Agile system development approach conducted 

iteratively, including requirement analysis, system design, implementation, and 

testing phases. System testing was carried out using black box testing to validate 

functional features and gamification logic testing to ensure accurate point 

calculation and automatic discipline zone classification. In addition, system 

usability was evaluated using the System Usability Scale (SUS) involving 36 

respondents. The results indicate that all system features function according to 

specifications, and the policy engine algorithm consistently executes point 

deductions based on predefined policy configurations. The usability evaluation 

produced an average SUS score of 77.29, categorized as Acceptable with a Good 

rating (Grade B), indicating that the system is easy to use and well accepted by 

users. Therefore, the developed system is considered feasible for implementation as 

a digital solution for managing work leave processes and improving employee 

discipline. 

Keywords: information system, work leave management, gamification, policy 

engine, employee discipline, usability. 
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