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3.1 Siklus Pengembangan Software
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Systems Development Life Cycle 
(SDLC)



Siklus Pengembangan Software

Planning
(System Proposal)

Analysis
(System Specification)

Design
(System Specification)

Implementation
(New System)

(Tilley, 2012)            (Dennis, 2016)           (Valacich, 2017)

Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)



1. Planning: Mengapa Software harus Dikembangkan?

– System request, feasibility analysis, project size estimation

2. Analysis: Siapa, Kapan Digunakan dan Alur Kerja Software?

– Requirement gathering dan business process modeling

3. Design: Bagaimana Bekerja dan Komposisi dari Software?

– Program design, user interface design, data design

4. Implementation: Konstruksi dan Penyerahan Software

– System construction, testing, documentation, installation

Systems Development Life Cycle (SDLC)
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• A formalized approach to implementing the 
Software Development Life Cycle (SDLC) (Dennis, 
2012)

• A simplified representation of a software 
process (Sommerville, 2015)

• A distinct set of activities, actions, tasks, 
milestones, and work products required to 
engineer high quality software  (Pressman, 2015)

Metodologi Pengembangan Software
(Model Process)
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1. Structured Design
(Prescriptive) (1967- )

– Waterfall method

– Parallel development

2. Rapid Application Development
(Iterative) (1985-)

– Phased Development

– Prototyping

3. Agile Development
(Adaptive) (1995-)

– Extreme Programming (XP)

– Scrum

Major Software Development Methodologies

Compiled from (Dennis, Wixom and Tegarden, 2016)

More 
Prescriptive/
Documentation

More
Adaptive/
Communication
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Software Development Methodology 
Timeline
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• Tahapan SDLC bergerak secara metodis dan 
sistematis

– Setelah satu tahap selesai baru menuju ke 
tahap berikutnya

• Contoh Structured Design:

1. Waterfall Method

2. Parallel Development

Structured Design
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Waterfall Method
!01-03W-

Pros Cons

Identifies systems 

requirements long 

before programming 

Begins, it minimizes 

change to the 

requirements as the 

project proceed 

(mature)

Design must be specified 

on paper before 

programming begins

Long time between 

system proposal and 

delivery of new system

Rework is very hard
Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)

reference/The Rise And Fall Of Waterfall.flv


uc UCD Sistem ATM

Sistem ATM

Nasabah

Memasukan Kartu Memasukan PIN

Mengecek Saldo

Mengambil Uang

Mengirim Uang

Keluar Sistem

Sistem Inti Perbankan

Petugas

Mengupdate Informasi 

Kotak Deposit

«include»

act 4 AD Mengambil Uang

Sistem Inti PerbankanSistem ATMNasabah

Mulai

Pilih Ambil Uang dari 

Menu Utama

Tampilkan Menu 

Pengambilan Uang

Masukan Jumlah 

Uang

Request Kecukupan 

Saldo

Saldo Cukup?

Tampilkan Error Saldo 

Tidak Cukup

Proses Ambil 

Uang

Keluarkan Uang di 

Kotak Uang

Selesai

Cek 

Kecukupan 

Saldo

tidak

tidak

sd 2 SD Memasukan PIN

ManajerValidasiMenuPIN MenuUtamaLogin

:Nasabah

alt Lebih dari 3x?

[tidak]

[ya]

alt PIN Valid?

[ya]

[tidak]

validasiPIN(id)

getPIN()

blokirAccount()

tampilkan(pesanKesalahan)

tampilkan()

masukanPIN()

tampilkan()

class CD Sistem ATM

Account

Balance

Deposit

KotakKartu

KotakKuitansi KotakUang

Login

+ getPIN(): int

ManajerDeposit

ManajerLogout

ManajerPengambilanUang

ManajerPengecekanUang

ManajerPengirimanUang

ManajerValidasi

- m_Login: Login

+ blokirAccount(): void

+ ManajerValidasi()

+ validasiKartu(): int

+ validasiPIN(): int

MenuDeposit

MenuLogout

MenuPIN

MenuPengambilanUang

MenuPengecekanSaldo

MenuPengirimanUang

MenuUtama
SistemATM

mewarisi

memiliki

memiliki

mengakses

memiliki

dikelola oleh

mewarisi

mengakses

dikelola oleh

memiliki

dikelola oleh

mengakses

dikelola oleh

mengakses

mengakses

dikelola oleh

mewarisi

dikelola oleh

dikelola oleh

mewarisi

mewarisi

mengakses

Planning Analysis

Design
Implementation

Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)



Parallel Development

Addresses problem of 

time gap between 

proposal and delivery:
• Breaks project into 

parallel subproject

• Integrates them at the 

end
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• Contoh RAD:

1. Phased development: alur seri dari versi

2. Prototyping: system prototyping

3. Throw-away prototyping: design prototyping

• Teknik untuk mempercepat SDLC:

– CASE tools

– Visual programming languages

– Code generators

Rapid Application Development (RAD)
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RAD: Phased Development

Pros Cons

Gets useful 

system to users 

quickly

Initial system is 

intentionally incomplete

Most important 

functions tested 

most

System requirements 

expand as users see

versions Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)
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RAD: Prototyping
• Analysis, Design, Implementation are 

performed concurrently
• Start with a "quick-and-dirty" prototype, 

Provides minimal functionality
• Repeat process, refining the prototype 

each time
• Stop when prototype is a working 

system

Prototyping significantly reduces requirement and design 

errors, especially for user interfaces (Boehm’s First Law, 

Endres, 2013) [L3] Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)



uc UCD Sistem ATM

Sistem ATM

Nasabah

Memasukan Kartu Memasukan PIN

Mengecek Saldo

Mengambil Uang

Mengirim Uang

Keluar Sistem

Sistem Inti Perbankan

Petugas

Mengupdate Informasi 

Kotak Deposit

«include»

act 4 AD Mengambil Uang

Sistem Inti PerbankanSistem ATMNasabah

Mulai

Pilih Ambil Uang dari 

Menu Utama

Tampilkan Menu 

Pengambilan Uang

Masukan Jumlah 

Uang

Request Kecukupan 

Saldo

Saldo Cukup?

Tampilkan Error Saldo 

Tidak Cukup

Proses Ambil 

Uang

Keluarkan Uang di 

Kotak Uang

Selesai

Cek 

Kecukupan 

Saldo

tidak

tidak

sd 2 SD Memasukan PIN

ManajerValidasiMenuPIN MenuUtamaLogin

:Nasabah

alt Lebih dari 3x?

[tidak]

[ya]

alt PIN Valid?

[ya]

[tidak]

validasiPIN(id)

getPIN()

blokirAccount()

tampilkan(pesanKesalahan)

tampilkan()

masukanPIN()

tampilkan()

class CD Sistem ATM

Account

Balance

Deposit

KotakKartu

KotakKuitansi KotakUang

Login

+ getPIN(): int

ManajerDeposit

ManajerLogout

ManajerPengambilanUang

ManajerPengecekanUang

ManajerPengirimanUang

ManajerValidasi

- m_Login: Login

+ blokirAccount(): void

+ ManajerValidasi()

+ validasiKartu(): int

+ validasiPIN(): int

MenuDeposit

MenuLogout

MenuPIN

MenuPengambilanUang

MenuPengecekanSaldo

MenuPengirimanUang

MenuUtama
SistemATM

mewarisi

memiliki

memiliki

mengakses

memiliki

dikelola oleh

mewarisi

mengakses

dikelola oleh

memiliki

dikelola oleh

mengakses

dikelola oleh

mengakses

mengakses

dikelola oleh

mewarisi

dikelola oleh

dikelola oleh

mewarisi

mewarisi

mengakses

Planning

Design
Implementation

Analysis
Prototype

Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)



RAD: Throw-Away Prototyping
• Use prototypes only to understand 

requirements
• Example: use html to show UI

• Prototype is not a working design

• Once requirements are understood, the 

prototypes are thrown away
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• Menggunakan beberapa aturan yang mudah dipahami 
dan diikuti

• Mempercepat proses SDLC
– Mengurangi pemodelan dan dokumentasi

– Mengembangakan software dengan simple dan iteratif

• Agile Approach:
1. Agile Values

2. Agile Principles

3. Agile Practices

Agile Development
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Agile Values, Principles and Practices
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4 Agile Values

Individuals and interactions over

processes and tools

Working software over

comprehensive documentation

Customer collaboration over

contract negotiation

Responding to change over

following a plan
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February 2001, Jeff Sutherland and Ken 
Schwaber were amongst the 17 software 
development leaders creating the Manifesto 
for Agile Software Development

Agile Principles

Jeff Sutherland          Ken Schwaber
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12 Agile Principles (Manifesto)
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• Extreme Programming (XP) (Kent Beck)

• Scrum (Ken Schwaber and Jeff Sutherland)

• Lean Development (Mary Poppendieck and 
Tom Poppendieck)

• Dynamic Systems Development Model 
(DSDM) (Dane Faulkner)

Agile Practices
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Extreme Programming (XP)

24
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1. Communication: Building software requires communicating 
requirements to the developers
1. Pair Programming

2. Communication replace documentation

2. Simplicity: Encourages starting with the simplest solution,  extra 
functionality can then be added later

3. Feedback:
1. Feedback from the system: by writing unit tests, or running periodic 

integration tests, the programmers have direct feedback from the state of 
the system after implementing changes

2. Feedback from the customer: The acceptance tests are planned once in 
every two or three weeks so the customer can easily steer the 
development

3. Feedback from the team: When customers come up with new 
requirements in the planning game the team directly gives an estimation of 
the time that it will take to implement

4. Courage: Several practices embody courage. One is the commandment 
to always design and code for today and not for tomorrow

XP Values
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Scrum
• Tim terdiri dari 3-9 pengembang

• Tujuan dari Sprint adalah menentukan, 

memprioritaskan, dan memecah pekerjaan menjadi 

tugas yang lebih detail

• Tim memiliki karakter self-organized, bisa 

mengelola diri sendiri, memahami tugas, dan 

bertanggungjawab terhadap deadline

• Setiap Sprint menghasilkan fitur atau produk yang 

memiliki nilai dan menambahkan/memperbaiki 

fungsi sesuai kebutuhan user/product owner
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Origin of Scrum

• Flatter World in 

Software

Engineering

• Introduced 

Scrum for 

software

development in 

1993

• Introduced 

“Scrum”

• Projects using 

small, cross-

functional teams 

historically 

produce the best 

results

• Takeuchi and 

Nonaka relate 

these high-

performance 

teams to “Scrum” 

formations in 

Rugby
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Waterfall vs Scrum

Rather than doing all of one thing at a 

time...

...Scrum teams do a little of everything all the 

time

“The New New Product Development Game” by Takeuchi and 

Nonaka. Harvard Business Review, January 1986.
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Scrum Helicopter View

29
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30

Product Backlog



Hasil Product Backlog Grooming (Sparx 
EA)
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Hasil Sprint Planning (Sprint 1)
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Hasil Sprint Planning (Sprint 1)

Sprint 

Goal

PBI Prioritas Pertama PBI Prioritas Kedua

PBI Prioritas Ketiga PBI Prioritas Keempat PBI Prioritas Kelima
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Hasil Sprint Planning (Sprint 1)
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Hasil Sprint Planning (Sprint 1)
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Hasil Sprint Execution (Sprint 1)

Splash Screen Halaman

Registrasi

Notifikasi Berhasil

Registrasi

Sprint 1 Goal: Pengunjung dapat melakukan Registrasi,

login, dan memutar trial lagu

Halaman Login
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Hasil Sprint Execution (Sprint 1)

Halaman Melihat Data Lagu Memutar Trial LaguHalaman

Penambahan Data 

Lagu
Bayu Nugroho – REKAYASA PERANGKAT LUNAK (SKO25412)



• XP deals with how to work with 
programming

• Scrum deals with how the project is 
organized and planned

• Lean Development deals with which 
comprehensive principles should apply for 
the entire development organization

XP vs Scrum vs Lean
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1. Clarity of User Requirements

2. Familiarity with Technology

3. System Complexity

4. System Reliability

5. Short Time Schedules

6. Schedule Visibility

Strategi Pemilihan Metodologi - Faktor
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Strategi Pemilihan Metodologi - Matriks
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• Seandainya, anda adalah seorang software engineer di perusahaan PT 
BlackSoft, sebuah perusahaan IT yang memiliki kantor cabang di 
berbagai tempat di dunia

• Divisi Sumber Daya Manusia pada PT BlackSoft ingin membangun
sebuah sistem yang bisa merekam, mengubah, menghapus dan 
menampilkan data pegawai yang dimiliki, baik itu lokasi saat ini, 
latar belakang pendidikan, jadwal pekerjaan dan pengalaman kerja
yang dimiliki

• PT BlackSoft memiliki jaringan internasional dimana kantor cabang di 
berbagai negara menggunakan hardware dan software yang berbeda

• Divisi Sumber Daya Manusia berkantor di Jakarta, sedangkan Divisi 
Teknologi Informasi yang mendapatkan tugas mengembangkan
software berkantor di Denpasar, pertemuan untuk requirement 
gathering harus dischedulekan sejak lama

• Manajemen ingin agar sistem dapat selesai dikerjakan dan mulai
bisa berjalan dalam satu tahun

Pemilihan Metodologi: Sistem SDM
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• Seandainya, anda adalah seorang software engineer di perusahaan PT 
BlackSoft, sebuah perusahaan IT yang memiliki kantor cabang di berbagai
tempat di dunia

• Divisi Business Development pada PT BlackSoft ingin membangun sebuah
sistem Decision Support System (DSS). DSS akan mengolah berbagai data 
perusahaan, kemudian mengubahnya menjadi pola-pola pengetahuan, 
yang akhirnya bisa digunakan untuk pengambilan keputusan manajemen

• Divisi Business Development paham betapa pentingnya sistem ini, 
karena itu akan all out dan bersedia masuk ke tim pengembangan

• Divisi Business Development belum bisa menjelaskan secara pasti
software yang dibangun ini akan seperti apa. Oleh karena itu dibutuhkan
diskusi intensif dan mendalam, serta bila perlu ada pertemuan harian, 
sehingga software bisa dikembangakn sesuai kebutuhan

• Divisi Business Development berharap bahwa sistem dapat selesai
dikerjakan dan mulai bisa berjalan dalam enam bulan. Release pertama
harus dalam 1 bulan. Untuk itu monitoring progress akan dilakukan
secara harian.

Pemilihan Metodologi: Sistem DSS
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• Systems Development Lifecycle:
Planning, Analysis, Design, and Implementation

• Systems Development methodologies: 

1. Structured Design

• Waterfall method

• Parallel development

2. Rapid Application Development

• Phased Development

• Prototyping

3. Agile Development

• Extreme Programming

• Scrum

Rangkuman
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3.2 Requirement Gathering
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Metode Requirement Gathering dan 
Tantangan
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Errors are most frequent during the 
requirements and design activities, and 
are the more expensive the later they are 
removed

(Endres, 2003)

[L2]

Boehm’s First Law
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• Business Requirements

– Statement of what the system must do

– Focus on what the system must do, not how to do it

• There are 2 kinds of requirements

1. Functional Requirements

2. Nonfunctional Requirements

What is a Requirements
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• Kebutuhan tentang fungsi software secara menyeluruh

• Pemodelan dengan UML, ataupun penjelasan fitur-fitur 
dalam bentuk problem statements, adalah termasuk dalam 
Functional Requirement

– Diagrams:

• Use Case Diagrams

• Activity Diagrams

– Problem Statements:

• Must search for inventory

• Must perform these calculations

• Must produce a specific report

1. Functional Requirement
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1. Operational – Physical/technical 
environment

2. Performance – Speed and reliability

3. Security – Who can use the system

4. Cultural & Political – Company 
policies, legal issues

2. Nonfunctional Requirements
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1. Document Analysis
2. Interviews
3. Joint Application Design (JAD)
4. Questionnaires
5. Observation

Metode Requirement Gathering
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• Provides clues about the "formal" 
existing As-Is system

• Typical documents
– Forms
– Reports
– Policy manuals

• Look for user additions to forms
• Look for unused form elements
• Do document analysis before 

interviews

1. Document Analysis
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• Most commonly used technique and very
natural

• If you need to know something, you ask 
someone

• Five basic steps:

1. Selecting interviewees

2. Designing interview questions

3. Preparing for the interview

4. Conducting the interview

5. Post-interview follow-up

2. Interviews
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• Allows project managers, users, and 
developers to work together

• May reduce scope creep by 50%

• Avoids requirements being too specific or 
too vague

• Include 10 to 20 users

• Tend to last 5 to 10 days over a three-week 
period

3. Joint Application Design (JAD)
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JAD Meeting Room

JPEG Figure 5-5 Goes Here
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• Selecting participants
– Using samples of the population

• Designing the questionnaire
– More important than interview questions

– Prioritize questions to grab attention

– Distinguish between:
1. Fact-oriented questions (specific answers)
2. Opinion questions (agree – disagree scale)

• Administering the questionnaire
– Explain its importance & how it will be used
– Give expected response date
– Follow up on late returns and have supervisors follow 

up
– Promise to report results

• Questionnaire follow-up
– Send results to participants

4. Questionnaire
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• Users/managers often don’t remember 
everything they do

• Validates info gathered in other ways

• Behaviors change when people are watched

• Keep low profile, don’t change the process

• Careful not to ignore periodic activities

– Weekly … Monthly … Annual

5. Observation
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Karakteristik Metode Requirement 
Gathering

Interviews      JAD        Questionnaires    Document     Observation

Analysis

Type of As-Is As-Is As-Is As-Is As-Is
Information    Improve.      Improve.  Improve.

To-Be           To-Be

Depth of         High             High Medium             Low                 Low
Information

Breadth of      Low              Medium    High                 High Low
Information

Integration     Low              High         Low                  Low Low
of Info.

User Medium         High         Low                  Low Low
Involvement

Cost               Medium        Low- Low                  Low Low-
Medium Medium
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1. BPA (Business Process Automation)
– Makes almost no changes to business processes, 

just makes them more efficient

2. BPI (Business Process Improvement)
– Change what the users do, not just how efficiently 

they do it

3. BPR (Business Process Reengineering)
– Throw away everything, start with a blank page

Business Process Analysis Strategies
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Business Process Analysis Strategies
Comparison

Business Business Business
Process Process Process
Automation Improvement Reeingineering

Potential Business Low-Moderate Moderate High
Value

Project Cost Low Low-Moderate High

Breadth of 
Analysis Narrow Narrow-Moderate Very Broad

Risk Low Low-Moderate Very High
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1. The "Yes, But" syndrome
– Stems from human nature and the users' 

inability to experience the software as they 
might a physical device

2. The “Undiscovered Ruins”
– Searching for requirements is like searching for 

"Undiscovered Ruins“

– The more you find, the more you know remain

3. The "User and the Developer" syndrome
– Reflects the profound differences between 

these two, making communication difficult

Tantangan di Requirement Gathering
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For whatever reason, we always see two
immediate, distinct, and separate reactions
when the users see the system implementation 
for the first time

1. "Wow, this is so cool; we can really use this, 
what a neat job" and so on.

2. "Yes, but, hmmmm, now that I see it, what 
about this ...  ? Wouldn't it be nice if . . . ? 
Whatever happened to . . . ?“

The "Yes, But" Syndrome
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• In many ways, the search for requirements is like a 
search for undiscovered ruins

– The more you find, the more you know remain

– You never really feel that you have found them 
all, and perhaps you never will. 

• Indeed, software development teams always 
struggle to determine when they are done with 
requirements elicitation. When have they found 

– all the requirements 

– or at least enough requirements?

The "Undiscovered Ruins" Syndrome
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• Communication gap between the user and 
the developer

• Users and developers are

– typically from different worlds,

– may even speak different languages, 

– have different backgrounds,

– have different motivations, and

– have different objectives

The "User and the Developer" Syndrome
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Reasons for this problem and some suggested solutions

The "User and the Developer" Syndrome
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Paradigma Analysis dan Design

67



Paradigm Diagrams

1 Process-oriented Paradigm Flowchart

2 Data-oriented Paradigm DFD

3 Object-oriented Paradigm

(data + process) 

UML

Evolusi Paradigma Analysis dan Design
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• UML: Unified Modeling Language

• UML can be used for modeling all processes 
in the development life cycle and across 
different implementation technologies 
(technology and language independent)

• UML is the standard language for 
visualizing, specifying, constructing, and 
documenting the artifacts of a software-
intensive system

• UML is a communication tool – for the 
team, and other stakeholders

What is the UML?
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Sejarah UML

Booch,    Jacobson, Rumbaugh
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Segitiga Sukses Pengembangan Software
(Rumbaugh, 1999)

Notation: 
Standard

Tools: 
Support 

Standard and 
Process

Process: 
Customer-
Oriented

Methodology
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State of the Art UML Tools

• Rational Rose

• Visual Paradigm

• Sparx Systems
Enterprise Architect

• Microsoft Visio

• Star UML
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UML 2.0 Diagrams
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1. UML is modeling notation, it is not a 
development process or a methodology
– UML driven development process? 

2. UML is too complex, difficult to 
understand quickly
– Which UML diagrams should we use?

UML Problems
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1. Display the boundary of a system and its 
major functions using use cases and actors

2. Model the organization’s business process
with activity diagram

3. Illustrate use case realizations with sequence
diagrams

4. Represent a static structure of a system 
using class diagrams

5. Reveal the physical implementation 
architecture with deployment diagrams

UML based Software Analysis and Design
(Sparx Systems EA)
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1. A use case diagram, describing how the system is used. 
Analysts start with a use case diagram

2. An activity diagram, illustrating the overall flow of 
activities. Each use case may create one activity diagram

3. Sequence diagrams, showing the sequence of activities 
and class relationships. Each use case may create one or 
more sequence diagrams

4. Class diagrams, showing the classes and relationships. 
Sequence diagrams are used to determine classes

5. Statechart diagrams, showing the state transitions. Each 
class may create a statechart diagram, which is useful for 
determining class methods

UML based Software Analysis and
Design (Kendal, 2011)
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UML based Software Analysis and
Design

(Barclay, 2004)
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Identifikasi Proses Bisnis dengan 
Use Case Diagram

79



UML based Software Analysis and

Design
(Wahono, 2009)

1. Systems 
Analysis

1.1 Identifikasi Proses 
Bisnis dengan Use Case

Diagram

1.2 Pemodelan Proses 
Bisnis dengan Activity
Diagram atau BPMN

1.3 Realisasi Proses Bisnis 
dengan Sequence Diagram 

(Boundary - Control - Entity)

2. Systems 
Design

2.1 Pemodelan Class 
Diagram

2.2 Pemodelan User 
Interface Design

2.3 Pemodelan Data 
Model

2.4 Pemodelan 
Deployment Diagram
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• Summarized into a single picture

• All of the use cases for the part of the system 
being modeled

• Use case represents the discrete activities 
performed by the user

• Use Case Diagram tells what the system will 
do

• Good for communicating with users

Use Case Diagram
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• Actor
– person or system that derives benefit 

from and is external to the subject

• Use Case
– Represents a major piece of system 

functionality

• Association Relationship
• Include Relationship
• Extend Relationship
• Generalization Relationship

Use Case Diagram Syntax

<<extends>>

<<includes>>
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• A major piece of 
system functionality

• Can extend other
Use Cases

• Placed inside system boundary

• Labeled with descriptive
verb - noun phrase

Use Case

Use Case
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• Includes the name
of the system
inside or on top

• Represents the
scope of the system

• Actors are outside the scope of the system

System Boundary

Boundary
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• A person or another
system that interacts
with the current system

• A role, not a specific user

• Provides input, 
receives output, or both

Actor

actor

Actor/Role
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• Links actor and the Use Case

• Shows two-way communication

– If one-way, arrows are used

Association Relationship
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• Extends Use Case to include  Optional
behavior

• Arrow points from the extension Use Case to 
the base Use Case

Extends Relationship

extend

extend Make

Appointment
Make Payment

Arrangement
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• Include one Use Case from within 
another

• Arrow points from base Use Case to the 
included Use Case

Include Relationship

include

include Create New 

Patient

Make New

Patient Appointment 
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• A specialized Use Case to a more 
generalized Use Case

• Arrow points from specialized to 
general Use Case

Generalization Relationship

Make

Appointment

Make Old

Appointment
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Use Case Diagram for Appointment System
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Use Case Diagram with Specialized Actor
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Extend and Include Relationships
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Studi Kasus: Use Case Diagram Sistem 
ATM



Use Case Diagram Sistem ATM
(versi Sederhana)uc UCD Sistem ATM Sederhana

Sistem ATM

Nasabah

Memasukan PIN

Mengecek Saldo

Mengirim Uang

Mengambil Uang

Melakukan Logout
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Use Case Diagram Sistem ATM
(Versi Include dan Extends)uc UCD Sistem ATM Kompleks

Sistem ATM

Nasabah

Memasukan Kartu

Mengecek Saldo

Mengambil Uang

Mengirim Uang
Melakukan Logout

Petugas

Mengupdate Informasi 

Kotak Deposit

Sistem Core Banking

Memasukan PIN

Melakukan Transaksi 

Perbankan

«extend»

«extend»

«extend»

«include»
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Use Case Diagram ERP Perbankan
(Sistem Lebih Kompleks)

uc ERP Perbankan

ERP Perbakan

Finance Module

Human Resource Module

+ Kepala Divisi

+ Staff

+ Melakukan Persetujuan Cuti

+ Menganalisis Beban Kerja

Project Management Module

ATM Module

+ Nasabah

+ Mengambil Uang

+ Mengecek Saldo

+ Mengirim Uang

uc ATM Module

ATM Module

Nasabah

Mengecek Saldo

Mengirim Uang

Mengambil Uang
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Use Case Diagram Sistem ATM
(Versi Normal)

uc UCD Sistem ATM

Sistem ATM

Nasabah

Memasukan Kartu Memasukan PIN

Mengecek Saldo

Mengambil Uang

Mengirim Uang

Keluar Sistem

Sistem Inti Perbankan

Petugas

Mengupdate Informasi 

Kotak Deposit

«include»
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1. Planning: Mengapa Software harus Dikembangkan?

– System request, feasibility analysis, project size estimation

2. Analysis: Siapa, Kapan Digunakan dan Alur Kerja Software?

– Hdd/Soft, Requirement gathering dan business process
modeling

3. Design: Bagaimana Bekerja dan Komposisi dari Software?

– Program design, user interface design, data design

4. Implementation: Konstruksi dan Penyerahan Software

– System construction, testing, documentation, installation

Systems Development Life Cycle (SDLC)

100
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1. Representative Sistem (Gambar Sistem)
Contoh:

Merepresentasikan
Gambaran sistem
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2. BLOK Diagram Sistem

Contoh: Menggambarkan
hubungan antar
bagian alur kerja
Sistem
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3. Software Environment
Mendokumentasikan
Kebutuhan Sistem

Pendukung Aplikasi/System

HARDWARE

(Server)

Processor: .......... Ghz

Memmory: .......... Ghz

Hardisk : .......... TB

dll

SOFTWARE

Operating System: ............

Web Browser: ...................

Database: ..........................

dll

Contoh:
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4. Reqruitment Gathering:

- Functional 
Fitur, Alur Kerja, dan aksi apa saja yang harus bisa
dilakukan oleh system (Contoh: fitur LOGIN, Kolom
Pencarian, Tombol Checkout, dll)

- Non Functional
Standar performa, keamanan data, kecepatan akses, dan
kompatibilitas (Contoh: Slide Hal.51)
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5. Identifikasi Proses Bisnis dengan :

USE CASE DIAGRAM

actor

Actor/Role



end
Pustaka :

System Analysis & Design
An Object-Oriented Approach with UML
(Alan Dennis, Barbara Haley Wixom, David Tegarden)

Modern Systems Analysis and Design
(Joseph S. Valacich, Joey F. George)

Systems Analysis and Design
(Kenneth E. Kendall, Julie E. Kendall)

System Analysis & Design
Ninth Edition
(Gary B. Shelly, Harry J. Rosenblatt)
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