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ABSTRAK 

Melihat usia dan ciri pendidikan pada Universitas Pasir Pengaraian yang 

masih baru dan belum begitu dikenal oleh masyarakat, maka sangat perlu 

memperkenalkan dan memasarkan lembaga pendidikan tinggi ini secara lebih luas 

kepada masyarakat khususnya calon mahasiswa. Menurut tim promosi Universitas 

Pasir Pengaraian telah membuatberbagai macam strategi promosi, seperti 

menggunakan web Universitas dan media sosial, memasang baliho di pinggir 

jalan, bahkan membetuk tim untuk melakukan promosi ke desa-desa. Adapun 

desa yang dituju adalah seluruh desa yang ada di Rokan Hulu. Namun, tim 

promosi mengalami kesulitan dalam menyusun jadwal dan menentukan rute 

promosi. Hal ini disebabkan, beberapa desa di Kecamatan tertentu tidak dapat di 

akses secara bersamaan karena keadaan lokasi misalnya: Terkendala oleh jalan 

yang tidak dapat dilalui oleh kendaraan roda empat, adanya penyeberangan untuk 

melewati sungai, dan lain sebagainya. Dalam melakukan promosi ke desa-desa, 

salah satu solusinya yaitu dengan mengetahui rute alternatif tercepat menuju desa 

yang akan dituju. Rute alternatif tercepat ini berguna untuk mendapatkan jarak 

dan waktu tempuh yang optimal dari tempat asal menuju tempat tujuan. 
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ABSTRACT 

Looking at the age and characteristics of education at Pasir Pengaraian 

University which is still new and not yet well known by the community, it is very 

necessary to introduce and market these higher education institutions more 

broadly to the community, especially prospective students. According to the 

promotion team of Pasir Pengaraian University, they have made various 

promotional strategies, such as using the University web and social media, 

installing billboards on the roadside, and even setting up teams to carry out 

promotions to villages. The target villages are all villages in Rokan Hulu. 

However, the promotion team has difficulty in arranging schedules and 

determining promotional routes. This is due to the fact that some villages in 

certain sub-districts cannot be accessed simultaneously due to location 

conditions, for example: Constrained by roads that cannot be traversed by four-

wheeled vehicles, crossings to cross rivers, and so on. In carrying out promotions 

to villages, one solution is to find out the fastest alternative route to the village to 

be addressed. This fastest alternative route is useful for getting optimal distance 

and travel time from the place of origin to the destination. 

 

Keyword :Greedy, Promotions, Routes 

 

 

 

 

 

 

 



 

 

DAFTAR ISI 

 

Halaman 

PERSETUJUAN BIMBINGAN.................................................................. ii 

PERSETUJUAN PENGUJI......................................................................... iii 

LEMBARAN PERNYATAAN.................................................................... iv 

KATA PENGANTAR................................................................................... v 

ABSTRAK..................................................................................................... viii 

ABSTRACT.................................................................................................... ix 

DAFTAR ISI.................................................................................................. x 

DAFTAR TABEL......................................................................................... xv 

DAFTAR GAMBAR..................................................................................... xvi 

DAFTAR SIMBOL....................................................................................... xix 

BAB 1PENDAHULUAN  

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

1.2. Rumusan Masalah ............................................................................. 3 

1.3. Batasan Penelitian.............................................................................. 4 

1.4. Tujuan Penelitia................................................................................. 4 

1.5. Manfaat Kerja Praktek....................................................................... 4 

1.6. Metode Pengumpulan Data................................................................ 5 

1.7. Sistematika Penulisan........................................................................ 6 

BAB 2LANDASAN TEORI  

2.1. Promosi.............................................................................................. 8 

2.1.1. Iklan (Advertising)...................................................................  



 

 

2.1.2. Promosi Penjualan (Sales Promotion)..................................... 9 

 2.1.3. Acara dan Pengalaman(Even and Experiences)..................... 9 

 2.1.4. Hubungan Masyarakat dan Publisitas(Public Relations and 

Publicity)................................................................................. 

9 

 2.1.5. Penjualan Personal(Personal Selling)..................................... 9 

 2.1.6. Pemasaran Langsung(Direct Marketing)................................ 10 

 2.1.7. Pemasaran Interaktif(Interactive Online Marketing).............. 10 

 2.1.8. Pemasaran dari mulut ke mulut(Word of Mouth Marketing).. 10 

      2.2. Algoritma Greedy.............................................................................. 10 

      2.3. Teori Graph....................................................................................... 12 

      2.4. Lintasan Terpendek............................................................................ 13 

      2.5. Android.............................................................................................. 13 

      2.6. PHP.................................................................................................... 14 

      2.7. MySQL.............................................................................................. 15 

      2.8. UML (Unified Model Language)....................................................... 15 

 2.8.1. Use Case.................................................................................. 15 

 2.8.2. Statistic Diagram (Class Diagram)......................................... 16 

 2.8.3. Sequence Diagram................................................................... 16 

 2.8.4. Activity Diagram...................................................................... 16 

BAB 3METODOLOGI PENELITIAN  

3.1. Pengamatan Pendahuluan.................................................................. 18 

3.2. Perumusan Masalah........................................................................... 18 

3.3. Pengumpulan Data............................................................................. 19 



 

 

3.4. Analisa............................................................................................... 19 

 3.4.1. Analisa Algoritma Greedy....................................................... 19 

 3.4.2. Analisa Fungsi Sistem.............................................................. 20 

3.5. Perancangan Sistem........................................................................... 20 

3.6. Implementasi Sistem.......................................................................... 20 

3.7. Pengujian Sistem................................................................................ 21 

3.8. Kesimpulan dan Saran....................................................................... 21 

BAB 4ANALISA DAN PERANCANGAN SISTEM  

4.1. Analisa Sistem................................................................................... 22 

 4.1.1. Analisa Permasalahan.............................................................. 22 

 4.1.2. Analisa Sistem Yang Berjalan Sekaran................................... 23 

 4.1.3. Analisa Sistem Yang Akan Dikembangkan............................. 24 

 4.1.4. Analisa Data Masukan............................................................. 26 

 4.1.5. Analisa Proses.......................................................................... 26 

4.2. Perhitungan Manual............................................................................ 27 

4.3. Analisa Perancangan Sistem............................................................... 35 

4.3.1. UML (Unified Model Language)............................................ 35 

4.3.1.1 Use Case Diagram......................................................... 35 

4.3.1.2. Class Diagram.............................................................. 38 

4.3.1.3. Sequence Diagram........................................................ 39 

4.3.1.4. Activity Diagram........................................................... 47 

4.4. Perancangan Basis Data...................................................................... 49 

4.4.1. Rancangan Tabel Data User................................................... 49 



 

 

4.4.2. Rancangan Tabel Data Desa Maps......................................... 50 

4.4.3. Rancangan Tabel Data Jadwal Promosi................................. 50 

4.4.4. Rancangan Tabel Data Desa................................................... 51 

4.4.5. Rancangan Tabel Data Tim.................................................... 52 

4.4.6. Rancangan Tabel Data Daftar Tim......................................... 52 

4.5. Perancangan Antarmuka..................................................................... 53 

4.5.1. Desain Halaman Login........................................................... 53 

4.5.2. Desain Halaman Menu Home................................................. 54 

4.5.3. Desain Halaman User............................................................. 54 

4.5.4. Desain Halaman Profile.......................................................... 57 

4.5.5. Desain Halaman Master Desa................................................. 57 

4.5.6. Desain Halaman Tim.............................................................. 60 

4.5.7. Desain Halaman Jadwal Promosi........................................... 63 

4.5.8. Desain Halaman Desa............................................................. 63 

4.5.9. Desain Halaman Jadwal Desa................................................. 63 

BAB 5IMPLEMENTASI DAN PENGUJIAN  

5.1. Implementasi............................................................................................ 67 

5.1.1. Desain Halaman Login........................................................... 67 

5.1.2. Desain Halaman Menu Home................................................. 67 

5.1.3. Desain Halaman User............................................................. 68 

5.1.4. Desain Halaman Profile.......................................................... 71 

5.1.5. Desain Halaman Master Desa................................................. 71 

5.1.6. Desain Halaman Tim.............................................................. 74 



 

 

5.1.7. Desain Halaman Jadwal Promosi........................................... 77 

5.1.8. Desain Halaman Desa............................................................. 78 

5.1.9. Desain Halaman Jadwal Desa................................................. 79 

5.2. Pengujian Sistem...................................................................................... 80 

BAB 6KESIMPULAN DAN SARAN  

6.1. Kesimpulan......................................................................................... 84 

6.2. Saran.................................................................................................... 84 

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

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

DAFTAR TABEL 

 

Tabel          Halaman 

4.1 Keterangan Nama Desa....................................................................... 27 

4.2 Deskripsi Use Case Diagram Aplikasi PRO UPP............................... 37 

4.3 Rancangan Tabel Basis Data User...................................................... 49 

4.4 Rancangan Tabel Basis Data Desa Maps............................................ 50 

4.5 Rancangan Tabel Basis Data Jadwal Promosi..................................... 51 

4.6 Rancangan Tabel Basis Data Desa...................................................... 51 

4.7 Rancangan Tabel Basis Data Tim........................................................ 52 

4.8 Rancangan Tabel Basis Data Daftar Tim............................................ 52 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

DAFTAR GAMBAR 

 

Gambar         Halaman 

2.1 Graph Sederhana, Graph Ganda, Graph Semu................................... 13 

3.1 Tahapan Metodologi Penelitian........................................................... 17 

4.1 Flowchart Sistem Yang Akan Dikembangkan.................................... 25 

4.2 Graph Rute Dari Node A, B, C, D....................................................... 28 

4.3 Graph Rute Yang Dipilih Dari Node A ke E Atau Node A ke F......... 29 

4.4 Graph Rute Yang Dipilih Dari Node E ke G Atau Node F ke G......... 29 

4.5 Graph Rute Yang Dipilih Dari Node G ke B...................................... 30 

4.6 Graph Rute Kantor Kepala Desa Pematang Berangan........................ 30 

4.7 Graph Rute Yang Dipilih Dari Node B ke H...................................... 31 

4.8 Graph Rute Yang Dipilih Dari Node H ke HI Atau Node H ke HJ..... 32 

4.9 Graph Rute Yang Dipilih Dari Node J ke C Atau Node G ke C......... 32 

4.10 Graph Rute Menuju Node D................................................................ 33 

4.11 Graph Rute Yang Dipilih Dari Node C ke D Atau Node B ke D........ 34 

4.12 Graph Rute Yang Dipilih Dari Node A Mengunjungi Node B, C, D.. 34 

4.13 Use Case Diagram Admin................................................................... 35 

4.14 Use Case Diagram User...................................................................... 36 

4.15 Use Case Diagram Aplikasi PRO UPP............................................... 36 

4.16 Class Diagram Aplikasi PRO UPP..................................................... 39 

4.17 Sequence Diagram User...................................................................... 40 

4.18 Sequence Diagram Login Admin......................................................... 40 

4.19 Sequence Diagram CRUD Data User Admin...................................... 41 

4.20 Sequence Diagram CRUD Data Desa Maps....................................... 42 

4.21 Sequence Diagram CRUD Data Jadwal.............................................. 43 

4.22 Sequence Diagram CRUD Data Jadwal Desa..................................... 44 

4.23 Sequence Diagram CRUD Data Tim.................................................. 45 

4.24 Sequence Diagram CRUD Data Tim Anggota.................................... 46 

4.25 Activity Diagram Login Admin............................................................ 47 

4.26 Activity Diagram Input Data................................................................ 48 



 

 

4.27 Activity Diagram Edit Data................................................................. 48 

4.28 Activity Diagram Hapus Data.............................................................. 49 

4.29 Desain Halaman Login........................................................................ 50 

4.30 Desain Halaman Menu Home.............................................................. 54 

4.31 Desain Halaman User.......................................................................... 55 

4.32 Desain Halaman Tambah User............................................................ 55 

4.33 Desain Halaman Ubah User................................................................ 56 

4.34 Desain Halaman Hapus User............................................................... 56 

4.35 Desain HalamanProfile....................................................................... 57 

4.36 Desain Halaman Master Desa.............................................................. 58 

4.37 Desain Halaman  Tambah Desa........................................................... 58 

4.38 Desain Halaman Ubah Desa................................................................ 59 

4.39 Desain Halaman Hapus Desa............................................................... 59 

4.40 Desain Halaman Tim........................................................................... 60 

4.41 Desain Halaman Tambah Tim............................................................. 60 

4.42 Desain HalamanUbah Tim.................................................................. 61 

4.43 Desain Halaman Hapus Tim................................................................ 61 

4.44 Desain Halaman Anggota Tim............................................................ 62 

4.45 Desain Halaman Ubah Anggota Tim................................................... 62 

4.46 Desain Halaman Hapus Anggota Tim................................................. 63 

4.47 Desain Halaman Jadwal Promosi........................................................ 63 

4.48 Desain Halaman Tambah Jadwal......................................................... 64 

4.49 Desain Halaman Desa.......................................................................... 64 

4.50 Desain Halaman Hapus Desa............................................................... 65 

4.51 Desain Halaman Hapus Jadwal Desa.................................................. 65 

4.52 Desain Halaman Ubah Jadwal Desa.................................................... 66 

5.1 Halaman Login..................................................................................... 66 

5.2 Halaman Menu Home.......................................................................... 68 

5.3 Halaman User...................................................................................... 69 

5.4 Halaman Tambah User........................................................................ 69 

5.5 Halaman Ubah User............................................................................ 70 



 

 

5.6 Halaman Hapus User........................................................................... 70 

5.7 Halaman Profile................................................................................... 71 

5.8 Halaman Master Desa.......................................................................... 72 

5.9 Halaman  Tambah Desa....................................................................... 72 

5.10 Halaman Ubah Desa............................................................................ 73 

5.11 Halaman Hapus Desa........................................................................... 73 

5.12 Halaman Tim....................................................................................... 74 

5.13 Halaman Tambah Tim......................................................................... 74 

5.14 HalamanUbah Tim.............................................................................. 75 

5.15 Halaman Hapus Tim............................................................................ 75 

5.16 Halaman Anggota Tim........................................................................ 76 

5.17 Halaman Ubah Anggota Tim............................................................... 76 

5.18 Halaman Hapus Anggota Tim............................................................. 77 

5.19 Halaman Jadwal Promosi.................................................................... 77 

5.20 Halaman Tambah Jadwal..................................................................... 78 

5.21 Halaman Jadwal Desa.......................................................................... 78 

5.22 Halaman Hapus Desa........................................................................... 79 

5.23 Halaman Hapus Jadwal Desa............................................................... 79 

5.24 Halaman Ubah Jadwal Desa................................................................ 80 

5.25 Form Admin......................................................................................... 81 

5.26 Form Input Data Tim Dan Jadwal Promosi......................................... 81 

5.27 Form Username Dan Password........................................................... 82 

5.28 Rute Promosi Tim................................................................................ 82 

 

 

 

 

 

 



 

 

DAFTAR SIMBOL 

 

1. Flowchart 

NO Simbol Nama Deskripsi 

1.  

 

 

Flow Direction Digunakan untuk menghubungkan 

antarsimbol (connection). 

2  

 

Terminator Untuk memulai (start) atau akhir 

(end) dari sesuatu kegiatan. 

3  

 

 Simbol yang digunakan untuk 

pemprosesan suatu kegiatan. 

4  

 

 

Processing Pemilihan proses berdasarkan 

kondisi yang ada. 

5  

 

 

Input-output Simbol yang menyatakan input 

dan output data. 

6  

 

 

Dokumen Simbol yang menyatakan input 

dan output yang berasal dari 

dokumen / hardfile berupa 

lembaran. 

7  

 

Database Simbol yang menyatakan database 

sistem. 

 

2. Simbol Use case 

No Simbol Nama Deskripsi 

 

1. 
 

 

Case Menggambarkanproses/kegiatanyang 

dapatdilakukanolehaktor 



 

 

 

 

2. 

 

 

Aktor Menggambarkanentitas/subyekyang 

dapatmelakukansuatu proses. 

 

3. 

 

 

 

3. 

-End1     -End2 

*             * 

Relation Relasiantara 

casedenganaktorataupun 

casedengancaselain. 
 

3. Simbol Statistic Diagram 

No Simbol Nama Deskripsi 

1. 

 

Class Menggambarkan proses / kegiatan 

yang dapat dilakukanolehaktor. 

2. 

 

Relation Menggambarkan hubungan komponen 

– komponen di dalam Static Diagram. 

3. 

 

Association 

Class 

Classyangterbentukdarihubunganantara 

duabuahClass 

 

4. Simbol Sequence Diagram 

No Simbol Nama Deskripsi 

1. 

 

 

Object Menggambarkan pos – pos obyek 

yang pengirim dan penerima message 

2. 

 

Message Menggambarkan aliran pesan 

yangdikirimolehpos-pos objek. 

 

 



 

 

5. Simbol Activity Diagram 

No Simbol Nama Deskripsi 

1. 

 

Action State Menggambarkankeadaandari suatu 

elemendalam suatu aliran aktifitas. 

2. 

 

State Menggambarkan kondisi suatu 

elemen. 

3. 

 

Control 

Flow 

Mengggambarkan aliran aktifitas 

dari suatu elemen ke elemen lain. 

4. 

 

Initial State Menggambarkan titik awal siklus 

hidup suatu elemen. 

5. 

 

Final State Menggambarkan titik akhir yang 

menjadi kondisi akhir suatu elemen. 

 

 

 

 

 

 

 

 

 

 

 

 

 


