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ABSTRACT 

 

"Hanna Kidz Rental Playstation" is a rental company that provides 

playstation rentals. Playstation Hanna Kidz Rental still uses manual systems so 

that many problems are faced such as employees having difficulty in finding 

Stock Stock playstation, customers must come to the place and wait to find the 

stock of playstation they want are still available or not, difficulty in finding 

transaction data, calculation errors, and the report produced is not accurate,  

"Hanna Kidz Rental Playstation" requires a playstation rental application to 

simplify the performance of employees in the company. The research on 

"Implementation of Playstation Rental Orders in Hanna Kidz Based on 

Android" was built using Android Studio and MySQL database. Playstation 

rental application provides Playstation, Basket, Transaction History, 

Transaction History Detail Data data. so as to make it easier for customers and 

employees to look for Stock playstation Any item is in place. Playstation that 

will be borrowed by the customer will produce reports taken from the database. 

 

Keywords: Application, Rent, Playstation, Android Studio, MySQL 
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ABSTRAK 

 

"Hanna Kidz Rental Playstation" adalah perusahaan rental yang menyediakan 

rental playstation. Hanna Kidz Rental Playstation masih menggunakan sistem 

manual sehingga banyak masalah yang dihadapi seperti pegawai kesulitan 

dalam mencari Persediaan stock playstation, pelanggan harus datang ketempat 

dan menunggu mencari stock playstation yang di inginkan masih tersedia atau 

tidak, kesulitan dalam mencari data transaksi, kesalahan dalam perhitungan, dan 

laporan yang dihasilkan kurang akurat, "Hanna Kidz Rental Playstation" 

membutuhkan aplikasi rental playstation untuk menyederhanakan kinerja 

Peggawai yang ada dalam perusahaan. Penelitian tentang "Implementasi 

Pemesanan Rental Playstation Di Hanna Kidz Berbasis Android" dibangun 

menggunakan Android Studio dan database MySQL. Aplikasi rental Playstation 

menyediakan data Playstation, Keranjang,  History Transaksi, Data Detail 

History Transaksi. sehingga untuk memudahkan pelanggan dan pegawai untuk 

Mencari Persediaan stock playstation apa saja ada ditempat. playstation yang 

akan dipinjam oleh pelanggan akan menghasilkan laporan yang diambil dari 

database. 

 

Kata kunci: Aplikasi, Sewa, Playstation, Android Studio, MySQL 
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