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ABSTRAK 

Penelitian ini merancang, membangun, dan mengevaluasi sistem pemesanan 

berbasis web melalui QR Code pada Pala’s Kopi serta menganalisis data transaksi 

untuk menemukan pola pembelian menggunakan algoritma Apriori. Metode 

penelitian menggunakan studi kasus dengan pengembangan perangkat lunak Agile 

Scrum melalui backlog dan sprint di Jira, mencakup analisis kebutuhan, 

perancangan, implementasi, dan pengujian. Sistem mendukung akses menu melalui 

QR Code, pemesanan, pemantauan status, dan pembayaran nontunai melalui 

integrasi payment gateway Xendit, serta pengelolaan menu dan transaksi oleh 

admin dan kasir. Pengujian black box menunjukkan fungsi utama berjalan sesuai 

spesifikasi. Analisis Apriori pada 100 transaksi periode 1 sampai 31 Desember 2025 

menggunakan minimum support 2% dan minimum confidence 10% menghasilkan 

informasi menu terlaris dan aturan asosiasi untuk mendukung keputusan 

operasional. 

Kata Kunci: Sistem pemesanan, QR Code, Agile Scrum, Payment gateway, 

Xendit, Data mining, Algoritma Apriori, UMKM kuliner, Pala’s Kopi. 
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ABSTRACT 

 

This study designs, develops, and evaluates a web-based ordering system using QR 

Codes at Pala’s Kopi and analyzes transaction data to identify purchasing patterns 

using the Apriori algorithm. The study applies a case study approach and uses Agile 

Scrum software development managed through backlogs and sprints in Jira, 

covering requirements analysis, design, implementation, and testing. The system 

enables customers to access the menu via QR Code, place orders, track order status, 

and make cashless payments through Xendit payment gateway integration, while 

admins and cashiers manage menus and transactions. Black box testing indicates 

that the core functions operate according to specifications. Apriori analysis on 100 

transactions from 1 to 31 December 2025 using a minimum support of 2% and a 

minimum confidence of 10% produces insights on top-selling items and association 

rules to support operational decision-making. 

Keywords: Ordering system, QR Code, Agile Scrum, Payment gateway, Xendit, 

Data mining, Apriori algorithm, Culinary MSMEs, Pala’s Kopi. 
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