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ABSTRACT 

SMK PGRI Pangkalpinang is still in the process of collecting student data manually, which 

is still using the recording system in the applicant’s book. So the processing of these data 

will take a long time. And the data is deemend less secure so that it will hinder the data 

processing and providing information to students. In terms of service, the process of 

accepting new students at SMK PGRI Pangkalpinang is also still found to be many 

obstacles. When a member will carry out the registration process, the new stundent 

admissions committe is required to first check the applicant’s book, this is done so that the 

officer can find out whether the prospective student has previously registered. The model 

use in the study is a prototype model, the method use in an object – oriented method, and the 

tools used are UML. Making the mobile application using Android Studio and for the server 

using a web base. The results of this study are the application for new student admissions at 

SMK PGRI Pangkalpinang and users can use this application well and it is easy to use. 

Keywords : information systems, prototype, UML, android, mobile. 
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ABSTRAKSI 

SMK PGRI Pangkalpinang masih proses pendataan siswa baru masih secara manual, yaitu 

masih menggunakan sistem pencatatan pada buku pelamar. Sehingga pengolahan data – data 

tersebut akan memakan waktu yang cukup lama. Dan pada data – data tersebut dirasa 

kurang terjamin keamanannya sehingga akan menghambat proses pengolahan data dan 

pemberian informasi kepada siswa. Dalam segi pelayanan proses penerimaan siswa baru di 

SMK PGRI Pangkalpinang juga masih ditemukan banyak kendala. Ketika seorang anggota 

akan melakukan proses pendaftaran, panitia penerima siswa baru sebelumnya diharuskan 

melakukan pemeriksaan terlebih dahulu pada buku pelamar, hal ini dilakukan agar petugas 

dapat mengetahui agar petugas dapat mengetahui agar calon siswa tersebut sudah pernah 

melakukan pendaftaran sebelumnya. Model yang digunakan pada penelitian ini adalah 

model prototype, metode yang digunakan adalah metode berorientasi objek, dan tools yang 

digunakan model UML. Pembuatan model aplikasinya menggunakan android studio dan 

untuk servernya menggunakan web base. Hasil dari penelitian ini adalah Aplikasi 

Penerimaan Siswa Baru di SMK PGRI Pangkalpinang dan pengguna dapat menggunakan 

aplikasi ini dengan baik dan dapat digunakan. 

Kata Kunci : sistem informasi, prototype, UML, android, mobile. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

vii 
 

DAFTAR ISI 

Halaman 

BAB I PENDAHULUAN ................................................................................ 1 

1.1 Latar Belakang ........................................................................................... 1 

1.2 Rumusan Masalah ....................................................................................... 2 

1.3 Batasan Masalah  ....................................................................................... 2 

1.4 Tujuan dan Manfaat Penelitian  ................................................................. 3 

1.5 Sistematika Penulisan laporan ...................................................................................... 3 

BAB II LANDASAN TEORI ......................................................................... 5 

2.1 Definisi Pengembangan Aplikasi ............................................................... 5 

2.2 Aplikasi ...................................................................................................... 5 

2.3 Android....................................................................................................... 5 

2.3.1 Android Development Tools (ADT)........................................................ 5 

2.3.2 Karakteristik Android  ............................................................................. 6 

2.3.3 Fitur Android .............................................................................................. 7 

2.4 Java .............................................................................................................. 7 

2.5 MySQL ................................................................................................................. 9 

2.5 Fitur MySQL .............................................................................................. 9 

2.5.2 Keunggulan MySQL ................................................................................. 9 

file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250009
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250008
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250007
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250006
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250005
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250004
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250003
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250002
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250001
file:///C:/Users/jeri/Downloads/1%20HALAMAN%20DEPAN.docx%23_TOC_250000


 

ix 
 

2.6 UML (Unified Modeling Language) .......................................................  10 

2.6.1 Use Case Diagram .................................................................................... 10 

2.6.1 Activity Diagram ...................................................................................... 11 

2.6.2 Sequence Diagram ................................................................................... 12 

2.6.3 Class Diagram ......................................................................................... 13 

2.8 Model Prototype  ............................................................................................... 14 

2.9 Tinjauan Studi ............................................................................................ 16 

BAB III METODOLOGI PENELITIAN ...................................................... 21 

3.1 Model Prototype............................................................................................ 21 

3.2 Metode Penulisan Sistem ............................................................................ 23 

3.3 Alat Bantu Pengembangan Sistem ............................................................... 24 

 

BAB IV PEMBAHASAN ................................................................................. 25 

4.1 Profil SMK PGRI  ....................................................................................... 25 

4.2 Struktur Organisasi SMK PGRI .................................................................. 25 

4.3 Pembagian Tugas dan Wewenang ................................................................. 26 

4.4 Visi dan misi ............................................................................................... 35 

4.5 Analisis masalah sistem .............................................................................. 35 

4.6 Analisis hasil solusi ..................................................................................... 36 

4.7 Analisis kebutuhan sistem ........................................................................... 37 

4.7.1 Kebutuhan fungsional .............................................................................. 37 

4.7.2 Kebutuhan nonfungsional ........................................................................ 38 

4.8 Analisis system usulan ................................................................................ 39 

4.8.1 Identifikasi kebutuhan .............................................................................. 39 

4.8.2 Use case diagram ..................................................................................... 41 

4.8.3 Deskripsi Usecase .................................................................................... 43 

4.8.4 Activity diagram ....................................................................................... 44 

4.8.5 Sequence diagram ...................................................................................... 45 

4.8.6 Class Diagram  ........................................................................................ 50 

4.9 Spesifikasi basis data .................................................................................. 50 

4.10 Rancangan layar ........................................................................................ 52 



 

x 
 

4.10.1 Rancangan layar android ........................................................................ 52 

4.11  Implementasi Antarmuka ....................................................................... 55 

4.11.1 Implementasi tampilan antarmuka Android ........................................... 55 

4.12  Penguji fungsional ................................................................................... 61 

 

BAB V PENUTUP ........................................................................................... 62 

5.1 Kesimpulan ................................................................................................. 62 

5.2 Saran ........................................................................................................... 62 

DAFTAR PUSTAKA ...................................................................................... 63 

LAMPIRAN ..................................................................................................... 65 



 

xi 
 

DAFTARGAMBAR 

Halaman 

Gambar2.1 Contoh UseCase Diagram  ...............................................................11 

Gambar2.2 Contoh  Activity Diagram .................................................................12 

Gambar2.3 Contoh Sequence Diagram................................................................13 

Gambar2.4 Contoh  Class Diagram .....................................................................14 

Gambar2.5 Model Prototype ................................................................................15 

Gambar4.1 Struktur Organisasi SMK PGRI ........................................................26 

Gambar4.2 Activity Diagram Sistem Yang Berjalan ...........................................36 

Gambar4.3 UseCase Diagram  .............................................................................41 

Gambar4.4 Activity Diagram Usulan ...................................................................45 

Gambar4.5 Sequence Diagram Login ..................................................................46 

Gambar4.6 Sequence Diagram pendaftaran  ........................................................47 

Gambar4.7 Sequence Diagram hasil ....................................................................47 

Gambar4.8 Sequence Login Admin .....................................................................48 

Gambar4.9 Sequence Diagram Dashboard Admin ..............................................49 

Gambar4.10 Class Diagram  ................................................................................50 

Gambar4.11 Rancangan Layar Login Admin ......................................................53 

Gambar 4.12 Rancangan Layar daftar  ................................................................54 

Gambar4.13 Rancangan Layar Menu Utama .......................................................55 

Gambar4.14 Rancangan Layar Halaman Login Siswa ........................................57 

Gambar4.15 Rancangan Layar Halaman Daftar ..................................................59 

Gambar4.16 Rancangan Layar Halaman Utama ..................................................60 
 

 

 

 

 



 

xii 
 

 



 

xiii 
 



 

xiv 
 

DAFTAR TABEL 

Halaman 

Tabel2.1 Ringkasan PenelitianTerdahulu ............................................................18 

Tabel4.1 Spesifikasi Hardware Komputer ............................................................38 

Tabel4.2 Spesifikasi Hardware Smartphone ........................................................38 

Tabel4.3 Spesifikasi Perangkat Lunak ..................................................................38 

Tabel4.4 Deskripsi Use CaseUse Case Login .....................................................43 

Tabel4.5 Deskripsi Use Case UseCase Pendaftaran ............................................43 

Tabel4.6 Deskripsi Use Case Hasil Penerimaan  ...................................................43 

Tabel4.7 Deskripsi Use Case Pengelolaan Data ...................................................44 

Tabel4.8 Spesifikasi Basis Data Admin .................................................................51 

Tabel4.9 Spesifikasi Basis Data Siswa ...................................................................51 

Tabel4.10 Spesifikasi Basis Data Jurusan ............................................................51 

Tabel4.11 Spesifikasi Basis Data Orang Tua .......................................................52 

Tabel4.12 Pengujian Halaman Utama..................................................................61



 

xv 
 

 

 

 

 

DAFTARLAMPIRAN 

Halaman 

Lampiran1 Kartu Konsultasi ................................................................................96 

Lampiran2 Surat Riset..........................................................................................96 



 

xvi 
 

DAFTAR SIMBOL 

1. UseCase Diagram 
 

Simbol Nama Keterangan 

 

 

 

 

Actor 

Menspesifikasikan 

himpunan peran yang 

pengguna mainkan 

ketika berinteraksi 

dengan usecase 

 

 
 

 

 

 

 
UseCase 

Deskripsi dari urutan 

aksi-aksi yang 

ditampilkan system 

yang menghasilkan 

suatu hasil terukur bagi 

suatu actor 

 
 

 

 
Undirectional

Association 

Menggambarkan relasi 

antara actor dengan 

usecase dan proses 

berbasis computer 

 

 

 
Dependencies 

Menggambarkan 

kebergantungan antar 

item dalam diagram 
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2. Class Diagram 
 

 
Simbol Nama Keterangan 

 

 

 

 

 

 
Class 

Blok-blok pembangun pada 

prmrograman berorientasi 

objek terdiri atas 3 bagian. 

Bagian nama dari class, 

bagian property/atribut, dan 

bagian metode-metode dari 

sebuah class. 

 

 Association 
Menggambarkan relasi 

asosiasi 

 
 

 

 
Composition 

Menggambarkan relasi 

komposisi 

 

 Dependencies 
Menggambarkan relasi 

dependensi 

 

 

 
Aggregation 

Menggambarkan 

relasia gregat 
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3. Sequence Diagram 
 

Simbol Nama Keterangan 

 

 
 

Actor 

Orang atau divisi yang 

terlibat dalam suatu 

system 

 
 

 

 

 
Boundary 

Menyatakan interaksi 

dengan system lain, 

dapat berupa user 

interface atau dan lain 

sebagainya 

 

 

 
Control 

Menyatakan aliran 

dariinformasiyangmenuj

uke 

scenario 
 
 

 

 

 
Entity 

Menyatakan 

penyimpanan data atau 

informasi. 

Bentuknya pun dapat 

Berupa model atau object. 

 

 

 
Outcome 

Menyatakan arah keluaran 

yang didapatkan 

setelah beberapa 

tahapan. 

 

 
 

Activation 

Menyatakan objek 

dalam keadaan aktif 

dan berinteraksi. 

 
 

 

 
Message 

Menyatakan arah 

tujuan antara object 

lifeline. 
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4. Activity Diagram 
 

Simbol Nama Keterangan 

 

 

 
Action 

State dari system yang 

Mencerminkan eksekusi 

dari suatu aksi 

 

 
Start State 

Bagaimana objek dibentuk 

atau diawali 

 

 

 
End State 

Bagaimana objek dibentuk 

atau diakhiri 

 

 

 

 

 
State Transition 

State Transition 

menunjukan kegiatan apa 

berikutnya setelah suatu 

kegiatan 

 

 

 
Decision 

Pilihan untuk mengambil 

keputusan 

 

 

 

 

 

 

 

 


