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ABSTRAK

Bayu Dwimas Nuansyah. 202010225260. Penerapan Algoritma Reed Solomon
Dengan Metode Quick Response Code Pada Sistem Digital Description Card Di
Area Warehouse Berbasis Android Pada PT Komatsu Indonesia. Bekasi: Fakultas
IlImu Komputer. Universitas Bhayangkara Jakarta Raya. 2024.

PT Komatsu Indonesia terus berkomitmen untuk meningkatkan kualitas guna
menjadi yang terbaik di bidangnya dengan upaya meningkatkan efisiensi dan
akurasi dalam pengelolaan persediaan mereka. Namun, proses pengolaan barang di
area warehouse masih menggunakan kertas dan proses pendataan manual sehingga
menyebabkan ketidakefisienan dan potensi kesalahan manusia. Hal ini dapat
mengurangi efektifitas dalam proses input dan output serta proses pengelolaan data
di area warehouse. Sebagai alternatif, dirancang sebuah solusi berupa Sistem
Digital Description Card berbasis Reed Solomon Dengan Metode Quick Response
Code dengan tujuan meningkatkan efisiensi dan akurasi pengelolaan data di
warehouse melalui digitalisasi kartu deskripsi yang sebelumnya dilakukan secara
manual. Aplikasi ini dikembangkan menggunakan model pengembangan waterfall
dan berbasis unified modeling language dengan platform android untuk
memastikan kemudahan penggunaannya. Pengujian blackbox menunjukkan kinerja
yang memuaskan dalam setiap prosesnya, baik di level PIC maupun Admin dan

algoritma Reed Solomon terbukti dapat mendeteksi barcode secara cepat dan akurat.

Kata kunci: Algoritma Reed Solomon, Android, Digital Description Card, QR-

Code Sistem Warehouse.
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ABSTRACT

Bayu Dwimas Nuansyah. 202010225260. Application of Reed Solomon Algorithm
with Quick Response Code Method on Digital Description Card System in Android-
Based Warehouse Area at PT Komatsu Indonesia. Bekasi: Faculty of Computer
Science. Bhayangkara Jakarta Raya University, 2024.

PT Komatsu Indonesia continues to be committed to improving quality to become
the best in its field by improving efficiency and accuracy in their inventory
management. However, the process of managing goods in the warehouse area still
uses paper and manual data collection processes, causing inefficiencies and
potential human error. This can reduce the effectiveness of the input and output
process and the data management process in the warehouse area. As an alternative,
a solution is designed in the form of a Reed Solomon-based Digital Description
Card System with the Quick Response Code Method with the aim of increasing the
efficiency and accuracy of data management in the warehouse through digitizing
description cards that were previously done manually. This application was
developed using a waterfall development model and based on a unified modeling
language with an android platform to ensure ease of use. Blackbox testing shows
satisfactory performance in each process, both at the PIC and Admin levels and the

Reed Solomon algorithm is proven to detect barcodes quickly and accurately.

Keywords: Android, Digital Description Card, QR-Code, Reed Solomon Algorithm,

Warehouse System.
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