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ABSTRAK 

Air minum merupakan salah satu kebutuhan utama untuk kehidupan manusia. Sebagai salah satu 

kebutuhan utama, membeli air mineral adalah kewajiban bagi semua orang. Beragam produk-

produk air mineral saat ini sangat banyak dan bervariasi, mulai dari kemasan hingga cara 

pembelian. Kemudahan dalam membeli tentu sangat membantu masyarakat untuk memperoleh air 

mineral, sementara bagi penjual sendiri tentunya juga sangat menguntungkan dan efisien. Untuk 

itulah dibutuhkan aplikasi yang memudahkan proses pembelian air galon isi ulang yang dapat 

memudahkan orang untuk membeli air galon dengan simpel dan efisien. Aplikasi berbasis android 

ini tentunya memberikan kemudahan dalam melakukan pemesanan air galon isi ulang di depot-

depot yang diinginkan. Dengan sistem online, pembeli bisa memesan atau mengisi ulang air galon 

di depot melalui satu aplikasi saja. 

 

Kata kunci : Air, galon, aplikasi, isi ulang, online 

 

 

 

 

 

 

 

 

 



vii 

 

 

ABSTRACT 

Drinking water is one of the main necessities for human life. As one of the main necessities, buying 

mineral water is an obligation for everyone. The variety of mineral water products today is very 

large and varied, from packaging to purchasing methods. The ease of buying is certainly very 

helpful for the community to obtain mineral water, while for the sellers themselves, of course it is 

also very profitable and efficient. For this reason, an application is needed that facilitates the 

process of purchasing refill gallon water that can make it easier for people to buy gallon water 

simply and efficiently. This Android-based application certainly makes it easy to order refill gallon 

water at the desired depots. With an online system, buyers can order or refill gallon water at the 

depot through just one application. 

 

Keywords: Water, gallons, app, refill, online 

 

 

 

 

 

 

 

 

 

 



viii 

 

Daftar Isi 

HALAMAN PENGESAHAN ...................................................................................... i 

HALAMAN PERNYATAAN ORISINALITAS ........................................................ ii 

HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI TUGAS AKHIR UNTUK 

KEPENTINGAN AKADEMIS .................................................................................. iii 

PRAKATA .................................................................................................................. iv 

ABSTRAK .................................................................................................................. vi 

ABSTRACT ............................................................................................................... vii 

DAFTAR ISI ............................................................................................................. viii 

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

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

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

1.3 Tujuan Penelitian .............................................................................................2 

BAB II TINJAUAN PUSTAKA ................................................................................. 3 

2.1 MySQL..............................................................................................................3 

2.2 PHP...................................................................................................................3 

2.3 CSS....................................................................................................................3 

2.4 Bootstrap............................................................................................................4 

2.5 Java....................................................................................................................4 

2.6 Javascript...........................................................................................................5 

2.7 Aplikasi Berbasis Webview..............................................................................5 

2.8 Aplikasi Android...............................................................................................6 

2.9 Air Minum yang Berkualitas.............................................................................7 

2.10 Startup Bisnis....................................................................................................7 

BAB III METODE PENELITIAN .............................................................................. 9 

3.1 Sumber Data Primer.........................................................................................9 

3.2 Sumber Data Sekunder.....................................................................................9 

3.3 Metode Pengumpulan Data..............................................................................9 

3.4 Tahapan Metode Penelitian (Waterfall)..........................................................10 

3.5 Metode Pengujian............................................................................................11 

BAB IV PEMBAHASAN DAN HASIL PENELITIAN ........................................... 12 

4.1 Perancangan Aplikasi......................................................................................12 

4.1.1 Perancangan Use Case Diagram ......................................................... 12 



ix 

 

4.1.2 Perancangan ERD (Entity Relationship Diagram) .............................. 13 

4.1.3 Flowchart ............................................................................................. 15 

4.2 Pembuatan Aplikasi........................................................................................16 

4.2.1 Database Aplikasi ................................................................................ 16 

4.2.2 Tampilan Utama User.......................................................................... 17 

4.2.3 Tampilan Utama Depot........................................................................ 52 

4.2.4 Fitur Admin Aplikasi Depotku ............................................................. 80 

4.3 Uji Statistik Aplikasi.................................................................................... 91 

4.3.1 Profil Responden .................................................................................. 91 

 1). Usia Responden         91 

 2). Status/Posisi Responden       92 

 3). Jenis Kelamin Responden       93 

 4). Pembahasan Data Kuesioner Responden     93 

4.3.2 Pengujian Dengan SmartPLS ............................................................. 101 

 a). Uji Validitas        101 

 b). Uji Realibilitas        102 

 c). Uji Hipotesa        102 

BAB V KESIMPULAN ........................................................................................... 104 

5.1 Kesimpulan         104 

5.2 Saran          105 

DAFTAR PUSTAKA .............................................................................................. 106 

 

 

 

  

 

 

 

 

 


