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ABSTRACT

This study aims to design an innovative Dashboard User Interface (Ul) for monitoring and evaluating learning
in the Universitas Pembangunan Nasional "Veteran" Jakarta. In its design process, a User-Centered Design
(UCD) approach is adopted to ensure that user needs, preferences, and experience are the primary focus. By
involving various stakeholders, such as lecturers, students, and academic managers, UCD enables the resulting
dashboard to be more intuitive and effective in supporting data-driven decision-making. The data collection
method is carried out by pulling data directly from the university's internal quality assurance information system
(SPMI) database, which includes information about the performance of lecturers, students, lecture materials,
community service activities, and learning feedback. This data is processed and analyzed to provide
comprehensive insights into the preparation and learning process. Through mockup evaluation and prototype
testing, the resulting Ul can provide a holistic and in-depth picture, ensure compliance with higher education
quality standards and support continuous improvement according to SPMI principles. The Ul dashboard serves
as a useful tool for stakeholders to make the right decisions and identify areas that need to be improved.
Implementation challenges and limitations of this design have been identified, with recommendations proposed.
Recommendations for further development include design updates, improved functionality, and integration with
other systems. The overall results of this study make a practical and theoretical contribution to improving learning
management at the Universitas Pembangunan Nasional "Veteran" Jakarta and can be a guide for the development
of information systems to support policies and evaluate learning in higher education.

Keywords: Dashboard, Monev, Learning, SPMI, User Interface.

A. INTRODUCTION

Universities play an important role in shaping the potential and quality of human
resources in a country. In the era of ongoing digital transformation, the challenge for
universities lies not only in innovation or other outputs, but also in the ability to conduct
effective monitoring and evaluation [1]. Monitoring and evaluation practices are crucial to
ensure the effectiveness and quality of various aspects of learning in the university
environment.

In the rapidly developing world of information, the practice of monitoring and
evaluation (Monev) in the university environment is inevitable [2] The success of the
implementation of Monev has a significant impact on the effectiveness and quality of learning,
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allowing for early identification of areas for improvement, information-based decision-making,
and the achievement of continuous improvement indicators in the preparation and learning
process [3]

Universitas Pembangunan Nasional "Veteran" Jakarta (UPNVIJ)[4], as one of the
Universities that is currently in the process of becoming a Legal Entity State University and
always pays attention to the development of the Internal Quality Assurance System (SPMI)[5],
UPNVIJ recognizes the importance of good monitoring and evaluation. Without this practice,
institutions will have difficulty identifying which areas need improvement.

This study is focused on designing a User Interface (UI) that is devoted to monitoring
and evaluating learning in Universitas Pembangunan Nasional "Veteran" Jakarta, by focusing
on the preparation stages and the learning process. The design of this User Interface (UI) is
expected to provide a holistic view of the dynamics of learning in the university environment,
this is in line with the principles of the Internal Quality Assurance System (SPMI).

By conducting a comprehensive study on good monitoring and evaluation (Monev)
practices in higher education [6][7] this study aims to develop information system-based
solutions that support policies and evaluate learning outcomes efficiently as well as to design
User Interfaces (UI) that are not only in accordance with user needs, but it is also
comprehensive for monitoring and evaluating learning.

The implementation of good monitoring and evaluation (Monev) in the university
environment not only ensures that students get a quality education, but also responds to their
needs and equips them with relevant skills in the industry. In addition, good monitoring and
evaluation also play a key role in ensuring accountability and transparency, as well as
maintaining the quality and effectiveness of higher education institutions, as well as
encouraging continuous improvement.

One of the successes of the Dashboard system for monitoring and evaluation is highly
dependent on the extent to which the User Interface (UI) is able to provide relevant, accurate,
and easy-to-understand information [8] by stakeholders, including lecturers, students, and
policymakers. Therefore, effective User Interface (UI) design is key in bridging information
and evaluative needs [9] from stakeholders in the environment Universitas Pembangunan
Nasional "Veteran" Jakarta.

B. LITERATURE
B.1. User Centered Design (UCD) Waterfall Map

User Centered Design (UCD) is a user-oriented design process, which aims to improve
user satisfaction with the final product. This process involves researching users to understand
their needs, expectations, and behaviors. In the context of software, UCD helps in creating an
intuitive and easy-to-use interface, which can improve productivity and user satisfaction [10],
[11], [12]. UCD also encourages collaboration between designers, developers, and users to
ensure that the resulting products meet user needs.

B.2. Use Case Diagram

Use Case Diagram is one of the UML diagrams used to illustrate the interaction
between the user (actor) and the system. This diagram helps in identifying the key functions
that the system should provide, as well as how users will interact with those functions [13],
[14]. By using Use Case Diagrams, development teams can better understand user needs and
design systems that better match their expectations. In addition, these diagrams also serve as
an effective communication tool between developers and stakeholders, thereby minimizing
misunderstandings in the development process [15].
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B.3. Activity Diagram

An Activity Diagram is a diagram used to model a workflow or process in a system.
This diagram illustrates the steps involved in a process, including the decisions to be made and
the alternative paths that may exist [16]. Activity Diagrams are particularly useful in the context
of UCD because they allow teams to visualize and analyze the processes that users will go
through when interacting with the system. Thus, developers can identify potential problems
and design better solutions to improve the user experience [17].

B.4. Sequence Diagram

Sequence Diagrams illustrate the interactions between objects in a system in a specific
time order. This diagram shows how objects communicate with each other through messages,
as well as the sequence of those interactions. In the context of UCD, Sequence Diagrams help
development teams to understand how users will interact with the system in detail, as well as
how the system will respond to those interactions. By visualizing these interactions, developers
can design interfaces that are more responsive and in line with user expectations[17], [18].

B.5. Class Diagram

A Class Diagram is a diagram that depicts the static structure of a system by showing
classes, attributes, and relationships between classes [18]. In the context of UCD, Class
Diagrams help development teams to understand how data will be organized and managed in
the system. This diagram also allows developers to design more modular and easy-to-maintain
systems, which in turn can improve the user experience. In addition, Class Diagrams also serve
as the basis for code development, thus ensuring that the implementation of the system is in
accordance with the design that has been created[17].

B.6. Mockup

A mockup is a visual representation of a user interface designed to give an idea of how
the final product will look and function. Mockups are often used in the early stages of
development to gather feedback from users before further development takes place [19], [20].
In the context of UCD, the use of mockups allows teams to test design ideas and gain valuable
insights from users, which can be used to refine the design before implementation. As such,
mockups serve as an important tool in UCD's iterative process, where user feedback is used to
continuously improve the design.

C. RESEARCH METHOD

The method used in this study is User Centered Design (UCD). This method outlines
the phases throughout the design and development lifecycle, with the primary focus on the user
of the application. The process of implementing User Centered Design (UCD) [10][11] in this
study, it is represented in a Waterfall process map that describes the steps of each stage of
development.

User Centered Design (UCD) emphasizes the importance of understanding the needs,
preferences, and experiences of users in designing applications. Through this approach, studies
can detail the process from initial planning to implementation, ensuring that each stage
considers the user's perspective thoroughly.
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The Waterfall process map with the use of User Centered Design (UCD) becomes a
visual tool that facilitates the understanding of how each phase in development is directed to
provide solutions that suit the needs of users [12][13].

Figure 1. User Centered Design (UCD) Waterfall Map

The following is an explanation of each stage in the Figure 1

a) Plan: This stage is the initial planning for UI design. The focus is to understand the
business context, set user goals, and detail what requirements are needed.

b) Analyze: At this stage, an in-depth analysis of user needs and user environment is carried
out. This information becomes the basis for decision-making during the design process.

c) Design: The design phase is a creative step in creating a Ul that meets the needs of users
and business goals.

d) Testing: The testing stage involves evaluating and validating the UI, this stage is to ensure
that it has or has not been met for the suitability of the UI Design.

D. RESULT AND DISCUSSION
D.1. Result

Based on the method applied in this study, the results are manifested through
the creation of designs using Unified Modeling Language (UML) [21]. Some of the UML
elements implemented in this design use Use Case Diagrams, Activity Diagrams, Sequence
Diagrams, and Class Diagrams. In addition, this study also uses interface design by adding a
Mockup design.

The use of UML as a key tool in designing provides a comprehensive and structured
framework. Use Case Diagrams are used to illustrate the interactions between the system and
users, Activity Diagrams to show the workflow in the system, Sequence Diagrams to show
interactions between objects or actors in a given scenario, and Class Diagrams provide a
structural view of the system.

By involving the design of the display (Mockup), this study not only limits itself to
structural and functional aspects only, but also considers the experience of the user visually.
The integration of UML methods and display design provides a good foundation in designing
a learning monitoring and evaluation system in Universitas Pembangunan Nasional "Veteran"
Jakarta. The results of this design are expected to provide a holistic view and support the
effectiveness and sustainability of monitoring and evaluation practices within the university.
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D.2. Use Case Diagram

By monitoring and evaluating both the preparation and the learning process, institutions
can effectively track progress against various indicators and identify areas for improvement.
By leveraging this Use Case Diagram, developers and stakeholders can clearly understand how
the system interacts with users and support the necessary steps in learning monitoring and
evaluation. This diagram becomes a useful element for detailing the functional interaction
between the user and the system, creating a good basis for continuous development and
improvement.

System
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Admin

Figure 2. Use Case Diagram Monev Learning

The following is an explanation of the Use Case Diagram in figure 2.
a) Period: It is a case of a series of actions or interactions that occur during a certain

period of time. In the context of a learning monitoring and evaluation system in the
university environment, the period can include a specific time range that is the
focus of monitoring and evaluation, such as an academic semester or academic
year.

b) Mapping: Mapping-related use cases can provide information about how the
establishment for information or indicators to be measured and connected and
integrated in the context of monitoring and evaluation.

¢) Master: Master-related Use Cases consist of activities that are carried out to meet
the indicators that have been set in the Mapping stage. Such as Processes, Steps, or
procedures for data management and policy setting.

d) Achievements: Use cases related to Achievements can involve steps to achieve the
achievement of a predetermined indicator. The interactions and activities in these
use cases can provide an overview of how the system is achieving the desired
results through effective monitoring and evaluation.

The Use Case Diagram that has been created provides an overview of the interaction
between the user and the system. This use case covers a wide range of usage scenarios,
including monitoring predefined indicators and evaluating results for display in the Dashboard.
This diagram presents a comprehensive view of the functionality that each user can access.
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D.3. Activity Diagram

Activity Diagrams illustrate the workflow in the system. This diagram details the steps
to monitor and evaluate learning, while showing the interactions between actors in each
activity. Activity Diagram is an effective visual tool to understand the process involved in
creating a Dashboard.
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Figure 3. Activity Diagram Monev Learning

With Activity Diagrams, it helps users and stakeholders to recognize the sequence of
activities, understand workflows, and identify which indicators or areas need improvement.
Overall, the Activity Diagram provides a detailed and intuitive picture of how the process is
structured and how the interaction between actors occurs in the context of using the Dashboard.
This is a strong foundation for further analysis, improvement, and development.

D.4. Sequence Diagram

Sequence Diagrams display the interactions between objects or actors in a given
scenario. This diagram provides a glimpse of the sequence of steps that occur during the
monitoring and evaluation process.

With Sequence Diagrams, the interactions between objects or actors are clearly shown,
highlighting the interconnectedness and dependencies between the steps. These diagrams help
in visualizing the chronological sequence of activities that occur, providing an in-depth
understanding of how each element interacts with each other during the monitoring and
evaluation process.
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Figure 4. Sequence Diagram Monev Learning

Using Sequence Diagrams, stakeholders can easily see how information and control
moves between objects or actors, providing a comprehensive picture of the dynamics in the
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process. This is a good element to detail and explain interactions in certain scenarios during
monitoring and evaluation.

D.5. Class Diagram

Class Diagrams provide a structural view of the system, showing the main classes,
attributes, and relationships between classes. In the context of this study, this diagram focuses
on the structure of the User Interface (UI) Dashboard system that is being developed. Class
Diagrams help visualize the key elements involved in the implementation of monitoring and
evaluation practices.

By displaying the main classes and the relationships between them, Class Diagrams
help ensure the design and implementation of the User Interface (UI) to display data or

information accurately according to the needs and principles of monitoring and evaluation
practices.
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Figure 5. Class Diagram Monev Learning

Overall, Class Diagrams are an effective tool to help stakeholders understand and
communicate the structure of the system clearly. By leveraging this structural view, developers
and stakeholders can collaborate more effectively to achieve a good implementation for the
development of this Dashboard user interface (UI).

D.6. Mockup

The Dashboard Display Mockup design is created to provide a visual representation of
the resulting user interface. This mockup includes key User Interface (UI) elements, layouts,
and functionalities that are accessible to users. As a design guide for developers, this mockup
provides a clear visual representation of how the user interface will look and function in the
final system.

The Dashboard View Mockup not only serves as a tool to visualize the design, but also
serves as a guide for developers in implementing every detail accurately. By guiding
developers through key User interface (UI) elements and functionality, this design helps ensure
that the resulting Dashboard accurately reflects the necessary monitoring and evaluation
practices.
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The visual representation provided by the Dashboard View Mockup helps developers
understand the final look and user interaction with the system. This gives confidence that the
implementation of monitoring and evaluation practices will be well realized in the form of an
interface that suits the needs and expectations of users. Thus, the design of the Dashboard
Display Mockup is an important instrument in ensuring successful implementation in the
context of the system being developed.
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Figure 6. Mockup Dashboard Monev Learning

The User Interface (UI) design that has been implemented combines the principles of
User Centered Design (UCD) with the aim of creating an optimal user experience. The
advantages that can be obtained from this design include intuitive navigation, good layout, and
clear representation of evaluation data. Positive responses came from users, including
Education Staff, Lecturers, and stakeholders, who appreciated the ease of use and accessibility
of the information presented through the User interface (UI) design.

The User Centered Design (UCD) principles implemented in this design put the user as
the primary focus, ensuring that every element of the interface is adapted to meet their needs
and preferences. Intuitive navigation is designed so that users can easily access the features
they need, while a good layout helps to present information clearly and in an organized manner.
Clear representation of evaluation data provides optimal visual understanding for users, making
it easier for them to understand and evaluate information. Table 1 provides brief information
about what elements were used in this study.

D.7. Discussion

The resulting User interface (UI) design, as presented in the Results chapter, has gone
through an in-depth evaluation process. Prototype testing is carried out to get feedback from
users regarding the success of functionality, clarity of navigation, and user satisfaction levels.
The results of this evaluation are the basis for discussing the advantages and potential
improvements of the proposed User interface (UI) design.

Through the evaluation of the user interface (UI) design, the feedback obtained from
users provides an in-depth understanding of the quality of functionality, the level of clarity of
the layout for navigation, and the level of satisfaction from users. The results of this evaluation
open a discussion about the effectiveness of design in meeting functional goals, user needs,
and providing experience to users or users.

Based on the evaluation of the User interface (UI) design that has been carried out, it
can be concluded that the proposed design successfully fulfills its function, provides good
navigation, and achieves a high level of user satisfaction. These results prove that the User
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interface (UI) design has undergone concrete validation from stakeholders, especially to ensure
that the implementation of monitoring and evaluation practices can achieve the desired goals.

UNIVERSITAS PEMBANGUNAN NASIONAL "VETERAN" JAKARTA
Lembaga j o wpIM
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Figure 7. User interface (UI) for the Monev Dashboard

Based on the results of the evaluation and feedback obtained, it can be concluded that
the monitoring and evaluation practices carried out through the Dashboard Display Mockup
Design have made a positive contribution to increasing transparency, efficiency, and
effectiveness in managing the learning process in the university environment. This evaluation
gives an idea that the user interface (UI) design has succeeded in making software that supports
better and structured learning monitoring and evaluation.
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Figure 8. Dashboard after selecting one of the Faculties

In addition, the implementation of good monitoring and evaluation practices has a
positive impact on the decision-making process and forms a culture of continuous improvement
within the university. The ability to access evaluation information and data more quickly and
efficiently through a well-designed user interface (UI) has created a strong foundation for
improving sustainability in the implementation of learning.

Although the user interface (UI) design has achieved a number of successes, there is
still potential for further improvement and development that needs to be identified. Some areas
that require further attention include navigation adjustments based on user feedback, improved
visual representation of evaluation data, and the integration of additional features that support
the effectiveness of learning monitoring and evaluation. Conducting regular evaluations and
gathering feedback from users will be an important strategy in identifying deficiencies or areas
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that need improvement. Thus, continuous efforts to improve and develop the User interface
(UI) design will support the achievement of better monitoring and evaluation goals in the
university environment.

E. CONCLUSION

The conclusion of this study confirms the success in designing a Dashboard User
Interface (UI) for monitoring and evaluating learning in the university environment. By using
the User Centered Design (UCD) method, a good UML design and through evaluation and
prototyping, the User Interface (UI) is able to provide a holistic picture of the entire learning
process. This design not only makes a significant contribution to managing and improving the
quality of learning in higher education, but also successfully integrates monitoring and
evaluation features. In line with the principles of the Internal Quality Assurance System
(SPMI).

Although this study is faced with implementation challenges and limitations, the
proposed solution is able to be the basis for overcoming these obstacles. Further development
can take into account the recommendations that emerge during the evaluation. The practical
and theoretical implications of this design are expected to have a positive impact on higher
education management and improve user experience.

In addition to increasing transparency, effectiveness and efficiency, this design makes
a positive contribution to higher education institutions. The study also emphasizes the
importance of continuous improvement and adaptability in design and implementation.

Overall, the study confirms that good monitoring and evaluation practices, along with
effective User Interface (UI) design, play a key role in improving learning outcomes at the
University. By accommodating evolving needs and demands, this design can be a good
foundation for the development of better monitoring and evaluation systems in the future.
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