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RANCANG BANGUN SISTEM INVENTORY BARANG PADA 

TOKO KOPI BABE DENGAN METODE JUST IN TIME 

BERBASIS ANDROID 

 

Wahyudin Nasution 

 

ABSTRAK 

 

Gudang merupakan tempat kita menyimpan barang, setiap bisnis pasti memiliki 

gudang yang sangat harus diperhatikan pengelolaan barang keluar dan barang 

masuk nya untuk menghindari kerugian kehilangan barang dan meningkatkan 

keuntungan dengan penjagaan barang yang benar. Kopi Babe merupakan toko Kopi 

yang memiliki banyak barang yang harus dikelola dan dijaga, oleh karena itu 

dibuutuhkan solusi untuk meminimalisirkan kesalahan yang terjadi pada barang di 

gudang. Dengan penelitian ini, penulis memberikan sebuah solusi, yaitu digitalisi 

pengelolaan barang yang ada di gudang dengan menggunakan smartphone sehingga 

pemilik bisnis dapat dengan mudah mengontrol barang dimana saja dan supplier 

dapat membantu pemilik bisnis untuk restocking barang. Pembuatan sistem ini, 

penulis menggunakan Just In Time untuk meningkatkan performa penggunaan 

aplikasi di sisi pemilik bisnis dan supplier. React Native digunakan dalam 

pengembangan Aplikasi Mobile Android ini. Kemudian, sistem akan memasuki 

fase UAT (User Acceptance Test) menggunakan form yang disebar ke beberapa 

orang. 

Kata Kunci: Gudang, Android, React Native, Just In Time, UAT 
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DESIGN OF INVENTORY SYSTEM IN BABE COFFEE SHOP 

WITH JUST IN TIME METHOD BASED ON ANDROID 

 

Wahyudin Nasution 

 

ABSTRACT 

 

The warehouse is where we store goods, every business must have a warehouse that 

is very concerned about the management of outgoing goods and incoming goods to 

avoid losses of goods and increase profits by keeping the right goods. Kopi Babe is 

a coffee shop that has a lot of goods that must be managed and maintained, therefore 

a solution is needed to minimize errors that occur in goods in the warehouse. With 

this research, the author provides a solution, namely digitizing the management of 

goods in the warehouse using a smartphone so that business owners can easily 

control goods anywhere and suppliers can help business owners to restock goods. 

Making this system, the author uses Just In Time to improve the performance of 

using the application on the business owner and supplier side. React Native is used 

in the development of this Android Mobile Application. Then, the system will enter 

the UAT (User Acceptance Test) phase using a form that is distributed to several 

people. 
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viii 
 

DAFTAR ISI 

 

HALAMAN PERNYATAAN ORIGINALITAS ............................................. ii 

HALAMAN PENGESAHAN ................................................................................ iii 

HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI ........................v 

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

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

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

DAFTAR GAMBAR ............................................................................................. xi 

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

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

1.2. Perumusan Masalah .......................................................................................2 

1.3. Batasan Masalah ............................................................................................3 

1.4. Tujuan Penelitian ...........................................................................................3 

1.5. Manfaat Penelitian .........................................................................................4 

1.6. Ruang Lingkup Penelitian .............................................................................4 

1.7. Sistematika Penulisan ....................................................................................4 

BAB II  Tinjauan Pustaka ........................................................................................6 

2.1. Penelitian Terkait ..........................................................................................6 

2.2.1. Pengertian Penjualan...............................................................................8 

2.2.2. Tujuan Penjualan ....................................................................................9 

2.2. INVENTORY BARANG ..............................................................................9 

2.3.1. Jenis-jenis Inventory.........................................................................10 

2.3.2. Fungsi Inventory ..............................................................................10 

2.3.3. Sistem Inventory ..............................................................................11 

2.3. PENGERTIAN BARANG ..........................................................................12 

2.4. DEFINISI PERSEDIAAN ..........................................................................12 

2.4.1. Biaya Persediaan ..............................................................................13 

2.4.2. Fungsi – fungsi Persediaan...............................................................15 

2.4.3. Tujuan Persediaan ............................................................................16 

2.5. Harga ...........................................................................................................16 

2.6. Invoice .........................................................................................................17 



 
 

ix 
 

2.7. Supplier .......................................................................................................19 

2.7.1. Fungsi dari Supplier .........................................................................19 

2.7.2. Jenis-jenis Supplier ..........................................................................20 

2.8. Gudang ........................................................................................................21 

2.9. Transaksi .....................................................................................................22 

2.10.1. Fungsi Bukti Transaksi .......................................................................22 

2.10. Aplikasi .....................................................................................................23 

2.11. Crystal Report ............................................................................................24 

2.12. Software Development Life Cycle ............................................................24 

2.13. Just in Time (JIT) ......................................................................................26 

2.13.1. Kelebihan Just in Time (JIT) ..............................................................27 

2.13.2. Kelemahan Just in Time (JIT) ............................................................28 

2.13.3. Perbandingan Just in Time (JIT) Fifo dan Lifo ..................................29 

2.14. Use Case Diagram .....................................................................................31 

2.15. Flowchart ...................................................................................................34 

2.16. React Native Expo .....................................................................................35 

2.17. NodeJS .......................................................................................................35 

BAB III  Metodelogi Penelitian .............................................................................36 

3.1. Perancangan Program Aplikasi ...............................................................36 

3.1.1. Deskripsi Program Aplikasi .............................................................36 

3.1.2. Aktivitas pengunjung pada toko Kopi Babe ....................................37 

3.1.3. Komposisi dalam membuat coffe dan non-coffe .............................37 

3.1.4. Metode Penelitian.............................................................................41 

3.1.5. Analisis Kebutuhan Sistem ..............................................................43 

3.1.6. Gantt chart ........................................................................................43 

3.1.7. Cara kerja aplikasi Flowchart...........................................................45 

3.2. Rancang program aplikasi .......................................................................48 

3.2.1. Use Case Diagram ............................................................................48 

3.2.2. Activity Diagram ..............................................................................49 

3.2.3. Architecture Diagram .......................................................................52 

3.2.4. JIT ....................................................................................................53 

BAB IV  Hasil Penelitian .......................................................................................54 



 
 

x 
 

4.1. Tampilan Antar Muka .................................................................................54 

4.1.1. Supplier Login ......................................................................................54 

4.1.2. Supplier Home ......................................................................................55 

4.1.3. Supplier Produk ....................................................................................56 

4.1.4. Owner Login .........................................................................................57 

4.1.5. Owner Home .........................................................................................58 

4.1.6. Owner Produk .......................................................................................59 

4.1.7. Owner Produk - Action .........................................................................60 

4.1.8. Owner Produk – Ambil Barang ............................................................61 

4.1.9. Owner Produk – Edit ............................................................................62 

4.1.10. Owner Supplier – Tambahkan Produk................................................63 

4.1.11. Owner Produk – Hapus .......................................................................64 

4.1.12. Owner Supplier ...................................................................................65 

4.1.13. Owner Supplier - Edit .........................................................................66 

4.1.14. Owner Supplier – Tambahkan Supplier..............................................67 

4.2. Project Structure ..........................................................................................68 

4.2.1. Struktur Projek Server ......................................................................68 

4.2.2. Struktur Projek Aplikasi Owner .......................................................69 

4.2.3. Struktur Projek Aplikasi Supplier ....................................................70 

4.2.4. JIT di Project Aplikasi Owner dan Supplier ....................................71 

4.3. Project Code ................................................................................................72 

4.3.1. Project Server ...................................................................................72 

4.3.2. Project Aplikasi ................................................................................77 

4.4. User Acceptence Test ..................................................................................82 

BAB V KESIMPULAN DAN SARAN .................................................................84 

5.1. Kesimpulan ..............................................................................................84 

5.2. Saran ........................................................................................................84 

DAFTAR PUSTAKA ............................................................................................85 

LAMPIRAN ...........................................................................................................88 

 

  



 
 

xi 
 

DAFTAR GAMBAR 

 

Gambar 2. 1 Komponen Use Case Diagram ..........................................................33 

Gambar 2. 2 Komponen Flowchart ........................................................................34 

 

Gambar 3. 1 Favorite menu toko Kopi Babe .........................................................37 

Gambar 3. 2 Kerangka Kerja Penelitian ................................................................41 

Gambar 3. 3 Gantt chart .........................................................................................43 

Gambar 3. 4 Flowchart Owner ...............................................................................45 

Gambar 3. 5 Flowchart Supplier ............................................................................46 

Gambar 3. 6 Use Case Diagram .............................................................................48 

Gambar 3. 7 Activity Diagram Login ....................................................................49 

Gambar 3. 8 Activity Diagram Barang Masuk ......................................................50 

Gambar 3. 9 Activity Diagram Barang Keluar ......................................................51 

Gambar 3. 11 Activity Diagram Stok Barang ........................................................52 

Gambar 3. 12 Architecture Diagram ......................................................................52 

Gambar 3. 13 JIT....................................................................................................53 

 

Gambar 4.  1 Design Login Supplier .....................................................................54 

Gambar 4.  2 Design Home Supplier .....................................................................55 

Gambar 4.  3 Design Home Produk .......................................................................56 

Gambar 4.  4 Design Login Owner ........................................................................57 

Gambar 4.  5 Design Home Owner ........................................................................58 

Gambar 4.  6 Design Produk Owner ......................................................................59 

Gambar 4.  7 Design Produk Owner Action ..........................................................60 

Gambar 4.  8 Design Produk Owner Ambil Barang ..............................................61 

Gambar 4.  9 Design Produk Owner Edit ..............................................................62 

Gambar 4.  10 Design Supplier ..............................................................................63 

Gambar 4.  11 Design Produk Owner Hapus .........................................................64 

Gambar 4.  12 Design Supplier ..............................................................................65 

Gambar 4.  13 Design Supplier ..............................................................................66 

Gambar 4.  14 Design Supplier ..............................................................................67 

Gambar 4.  15 Struktur Project Server ...................................................................68 

Gambar 4.  16 Struktur Project Server ...................................................................69 

Gambar 4.  17 Struktur Project Server ...................................................................70 

Gambar 4.  18 Code Server Index ..........................................................................72 

Gambar 4.  19 Code Route .....................................................................................73 

Gambar 4.  20 Code Controller Login Supplier .....................................................73 

Gambar 4.  21 Code Controller Login Owner........................................................74 

Gambar 4.  22 Code Controller Login Supplier .....................................................74 

Gambar 4.  23 Code Controller List Produk ..........................................................75 

Gambar 4.  24 Code Controller List Produk by Supplier Id ..................................75 



 
 

xii 
 

Gambar 4.  25 Code Controller Create Product .....................................................76 

Gambar 4.  26 Code Controller Delete Product .....................................................76 

Gambar 4.  27 Code Controller Update Product ....................................................77 

Gambar 4.  28 Code App js ....................................................................................78 

Gambar 4.  29 Code AppAlert ...............................................................................78 

Gambar 4.  30 Code Bottom Menu ........................................................................78 

Gambar 4.  31 Code Navigator ..............................................................................79 

Gambar 4.  32 Code User Reducer.........................................................................79 

Gambar 4.  33 Code Home 1 ..................................................................................80 

Gambar 4.  34 Code Home 2 ..................................................................................80 

Gambar 4.  35 Code Product ..................................................................................81 

Gambar 4.  36 Code Supplier .................................................................................81 

 

  


