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Abstract

Android is extensively used by some startups for food ordering applications, such as go food, grab food,
Shopee food applications. However, the application cannot be used in a small scope such as the canteen
on campus. At STMIK Amik Riau, the existing canteens still use manual methods in ordering and
payment, therefore to facilitate canteen transactions, innovation was carried out, namely by using the
e-canteen application. This application was created to make it easier to order menus, find out what
menus are on that day and to prevent purchases without making payments. The e-canteen application
had several features such as the name of the canteen, selection of available menus, menu prices, and
payment processing. The making of e-canteen used a design Thinking approach. Design Thinking is a
creative approach that collects ideas directly from application users. Design thinking has several
stages, such as: empathize, define, ideate, prototype and test. The testing process showed how the target
users interacted with the prototype that had been created. The results obtained from this study
demonstrated that the e-canteen application significantly facilitated canteen services by simplifying the
ordering and payment processes. Specifically, users were able to place orders more efficiently and
complete payments seamlessly, which improved overall user satisfaction and operational efficiency
within the campus canteen.
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INTRODUCTION

The canteen is a place which visitors can use to eat where there is a transaction between
the seller and the buyer (Rachmadewi et al., 2021). Each school or campus in general has provided
a canteen. The canteen is a mandatory facility in a school because its existence is needed (Fabre
& Pacpaco, 2020). Usually, the canteen becomes a gathering place for students. Ordering,
payment, and sitting are the principles of the users of the canteen facilities. Apart from being a
place to buy food or drinks, most students consider it important that the canteen is a place to
socialize or a gathering place for the whole batch (Agustini et al., 2022). Canteens in general still
have substandard quality due to the lack of land area and narrow canteen buildings (Kandarina et
al., 2020) and canteens still apply conventional methods from ordering to payment (Dali et al.,
2020). The same is the case with canteens in universities in Indonesia.

A university cafeteria is a storefront rented out to merchants by campus administrators to
provide a variety of foods for students, faculty, and staff. So far, the canteen service system still
uses manual methods in ordering and must visit canteen outlets first to find out the menu that is
on that day. However, sometimes the desired menu in the canteen has run out. To facilitate this,
an innovation has been made to use the electronic canteen application.
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The e-canteen is an electronic information-based application accessible online, providing
a list of canteens, technical specifications, food types, menu lists, and food prices (Absari et al.,
2023). Previous research designed the e-canteen application using waterfall stages in the form of
a mobile application (Pratiwi et al., 2021). Another study developed the e-canteen with cashless
payments to address the issue of inflexible payment transactions (Fonggo et al., 2020). The
system was based on Android because this operating system is widely used today, and most
students have Android-based mobile phones compared to other operating systems (Malhotra et
al., 2020). In this study, researchers created a mobile-based canteen system using a design
thinking approach.

Design thinking considers user needs for innovation and combines them with appropriate
technological capabilities, resulting in a feasible and effective business product (Imanuela Putri
& Dabhlia, 2023). It consists of five stages: empathize, define, ideate, prototype, and test
(Juniantari et al., 2023). During testing, it showed how target users interacted with the prototype
created earlier.

The e-canteen application was designed to simplify menu ordering, provide daily menu
information, streamline the ordering process, and prevent unpaid purchases. It includes features
such as registration, login, canteen name, menu selection, menu prices, and balance information.

METODE PENELITIAN

The methodology used for this study was conducting a literature review by looking for
theoretical references that are relevant to the case or problem found. Literature study is a research
method used by collecting various kinds of information, theories and references that are in
accordance with the research carried out to discuss and provide reviews on a problem (Snyder,
2019). In addition, this research used the research methodology of Design thinking which is a
creative and practical way of thinking in solving problems or work. Design Thinking has five
stages, namely: empathy, defining problems, determining ideas, making idea designs, and testing.
The steps of Design thinking can be seen in figure 1 below:

Empathize

Y

Defining the
Problem

Y

Determining
Ideas/Solutions

Y

Observation

Y

Testing

Figure 1. Stages of Design Thinking

The following is an explanation of figure 1.

Empathize
Empathize is a process of finding references that are relevant to the case because the

problems that arise must be solved in a human-centered way. This method seeks to understand
the problems experienced by users so that we can feel and find solutions to these problems. In
this method there were several things that must be done, namely observation and interviews
(Cleckley et al., 2021).
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1. Observation
Field observation is a technique that directly observes the actual situation in the field. This
observation also aims to understand the problems facing canteen owners and users. In this
case, observations were made on the canteens in STMIK Amik Riau.

2. Interview
Interview is a question-and-answer process to canteen owners and canteen users to find out
the obstacles and problems in the canteen, as well as to find out the inputs from their
statements. This interview also aims to understand the problems faced by canteen users. Table
1 is a list of questions asked with customers of the STMIK Amik Riau canteen.

Table 1. Interview Questions

No Questions

1. Are you among the customers who like to buy food/drinks in canteen?

2. Are you among the customers who like to eat in canteen?

3. Are you having trouble buying food/drinks in canteen? Name what
difficulties you're going through?

4, Do you have any difficulties when you want to pay for your order? Name
what difficulties you're going through?

5. Do you find it helpful to have an app for ordering and canteen payments?

The questions contained in table 2 were then distributed via the Google form to students
and asked directly to the canteen owner. The results of this questionnaire are used to define the
problem at a later stage.

Defining the Problem

After understanding the problem from the results of distributing questionnaires and
interviews at the empathy stage, then the process of defining the problem was carried out in the
STMIK Amik Riau canteen. then determine the problem statement as the research topic to be
raised. The problems found from the results of interviews and distributing questionnaires revealed
that the actors (students and canteen owners) needed a application system that could solve their
problems. With this system, it is hoped that buying and selling activities in the canteen can run
effectively and efficiently.

Determining Ideas/Solutions

Ideate is the process of looking for solution ideas that are used to solve existing problems.
This process concentrated on generating ideas as a basis in making prototype designs to be made
(Eftekhari et al., 2021). The application system built in this study is the e-canteen. The e-canteen
application is designed to make it easier to order menus, find out what menus are on that day and
can simplify the ordering and payment process and prevent purchases without making a payment.
The E-Canteen application has several features such as registration, login, canteen name, selection
of available menus, menu prices, and balance info.

Observation
After the idea or solution had been determined at the previous stage, the next step was to

make a design of the idea or solution. Detailed design was necessary to explain the workflow of
a system in detail. With the construction of this detailed design, the shape of the application
display was known.

1. Software Design
This research on software design used Unified Model Language (UML) to describe all existing
processes and objects. One of the UML tools used in this study was the Use Case. Use cases
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were used in system analysis to identify, classify and regulate system requirements (Voutama
& Novalia, 2022; Widyawati et al., 2023).

System
canteen owner
Input Canteen

Input Consumer

balance
replenishment
report

Admin

. Consumer
order history

Figure 2. Use Case Diagrams

The following is a description of figure 2.

The admin logs into the e-canteen application, then carries out the input process for
admin, canteen, consumers.

The owner of the canteen registers in the e-canteen application, after being successful
then logs in. On the product menu, the canteen owner will input a list of available food
and drinks.

Consumers or students also register on the e-canteen application. After successfully
logging in and selecting a canteen to order food or drinks without having to come to the
canteen first. Before making the order process, consumers are required to fill in the
balance first. Then process orders and make payments by cutting the balance in the
application.

The canteen owner will see the order menu and prepare the ordered food or drink and
receive payment through the application.

Consumers can view order history through the order history menu.

Admin can view transaction reports.

2. User Interface Design

After knowing the users of this application, the next step is to design the interface. This
interface design is done by providing a prototype to the user so that the deficiencies of the
application design are known before it is built. In addition, this design can also be changed
according to the user's wishes if the design presented is still considered not to meet the
user's wishes. By carrying out this process, it is expected that the application that is built
can run well and be used on an ongoing basis. The following is the interface design or
prototype in this study.

Canteen Registration Page

The registration page is a page where users register a new account into the system which
can later be used to log into the system to then be able to carry out activities in the
application. The display can be seen as shown below.

Canteen Login Page

The canteen login page is the page where the user will first enter the system. In this
login display there are two buttons, namely the login button and the registration button.

133



Jurnal Sistem Informasi dan Informatika (Simika) P-ISSN: 2622-6901
Vol. 7 No. 2 Tahun 2024 E-ISSN: 2622-6375

- Home page
On the home page, there is information on the name, cell phone number and balance
amount of the account owner as well as transaction history information.

- Product Input Page
The product input page is a page where users with canteens can input product data into
the application.

- Order Menu Page
Users with canteens can see a list of orders entered through the e-canteen application.
In this menu users can change the order status to completed orders. The appearance of
the order menu page can be seen as shown below.

Daftar Pesanan ‘

g

E'%'g E'%

"

fi & B ~
Figure 3. Order Menu Page

- Transaction History Menu Page
The transaction history page is a page where customers can look back at product orders
that have been made before. The appearance of the history page can be seen as shown
below.

After the prototype is complete, the next step is to create the application.

3. Observation

Testing is the last stage in the thinking method design. The e-canteen application that had
been created was conducted an experiment with the user. The e-canteen application was
tested in two phases: questionnaire usability testing and black box testing. At this stage, it
was known whether the user finds it difficult or not to use this e-canteen application. All
depend on the user’s ease of using the application. Usability testing has 4 variables, namely
learnability, Efficiency, Errors, and Satisfaction (Anam et al., 2021). To make a
questionnaire, this study refers to previous research (Cimpago & Kusuma, 2024). The
following are questions on usability testing.
Table 2. Usability testing questionnaire questions

Variable Questions
Is the appearance of the e-canteen application easy to
Learnability understand?
2 2 Is the e-canteen app menu easy to use?
- 1 Is the button feature easy to use?
Efficiency . .
2 Does the application respond quickly?
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Errors 1 Are there any problems when the application is used?
(Errors and security) 2 Is there any indifference in using this application?
Are you satisfied with the appearance of the e-canteen

application?
Avre the features of the e-canteen application suitable
with what you want?

Satisfaction

RESULT AND DISCUSSION

The result of the design created was the combination of programs into applications.
During this phase, the designed application worked and what the performance of this application
was known and investigated. The results of this application come from the design and phases of
the previous chapter. The prototype was made with figma. This application was built using
Android Studio, Visual Studio Code as a page flow, and using a button when building the
application. The application has several menu pages, an administrator side view, a user
application side view, and a cafeteria owner application view. This study also used two types of
testing to refine the e-canteen application. The first testing method was black box testing, which
was used to identify program errors. The second testing method was usability testing, which
involved distributing a questionnaire to 20 students from the sixth semester or higher at STMIK
Amik Riau. This group was chosen because they have already studied various programming and
UI/UX courses.

User Interface

This stage was the user interface design analysis. The design was used as a reference in the
creation of pages in this application. On the display of the STMIK Amik Riau e-canteen page,
there are several views, as follows:

- Admin list page
On the admin list page there is the name of the registered admin and admin information, such
as: name, cell phone number, address, username, password and button to add an admin.

- Canteen List Page
On the admin menu page, you can see the canteen data in the system, such as name, mobile
phone number and email.

- Customer List page
On the customer list page, the admin can see a list of customers in the system, such as name,
mobile phone number, email, balance and the action to add balance.

- Balance Input Page
On the customer list page, there is an add balance action and when accessed, inputs will appear
to add balance such as: buyer's name, mobile phone number, balance amount, date, and
description. Here the amount of balance to be added has been determined by the amount of
Rp.20000, Rp.50000, Rp.100000, Rp.120000, and Rp.150000. The display of the added
balance can be seen in the picture below.

- Balance Replenishment Report page
The balance replenishment report page is a display where the admin can see the balance
replenishment report. The balance replenishment report can be displayed based on date, month
and year, the display of the balance replenishment report can be seen as shown below.

- Canteen sales report page
The canteen sales report page is a display where the admin can see the sales report. The sales
report can be displayed based on the canteen, date, month and year; the balance replenishment
report display can be seen as shown below.
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Figure 4. Sales report page view

- Login page
On the login page there are 2 inputs such as: email and password.

- Home page
On the home page, there is information on the name, cell phone number and balance amount
of the account owner as well as transaction history information.Product input page
On the product input page there are food or beverage menus that have been inputted and on
this page the canteen account owner can input product data, edit and delete the data in the
canteen through the smartphone application.

- Incoming order list page
The entry order list page contains a list of orders that are entered through the e-canteen
application. In this menu users can change the status of the order to complete order. The
display can be seen as shown below.

- Order history page
On the order history page, users can see back product orders that have been made before. The
appearance of the history page can be seen as shown below.

Aplikasi E-Kantin @

Riwayat Transaksi

Kantin Ibu Della
@' 21/06/2022
181,000 Saldo
s Kantin Ibu Della
@ 21/08/2022
40,000 Tunai

Figure 6. Order history page

- Account page
On the user account page, you can see the photo, name, mobile phone number, email, and
password that have been entered when registering, and can edit it. The appearance of the user
account and the owner of the canteen is still the same.

Black Box Testing

Black box trials were carried out in order to find out whether the application created can
run well in terms of logic and functions to be feasible to implement (Maulana & Voutama, 2023;
Sekarwati et al., 2021). The testing technique used a black box, which aims to find programming
and functional errors and ensure that all parts are tested (Sholeh et al., 2021).The test can be seen
in the following table:
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Table 3. Testing Using Blackbox

No Testing Items Good Poor VeryPoor Descriptions
1  Register Page N Successful
2 Login page \ Successful
3 Product Input Page \ Successful
4 Login Order List page \ Successful
5  Canteen List page \/ Successful
6  Order history page \ Successful
7  Details of canteen \ Successful
8  Account Pages \ Successful

For black box testing, testers also tested on Android devices. The application was tested
directly on mobile phones with versions 8.0, 9.0, 10 and 11. The testing technique used an android
device, which aims to find out whether the device version can use this application or not. The test
can be seen in the following table:

Table 4. Testing Using Android Devices

No Device Type Android Version  Successful  Unsuccessful
1 Xiaomi Redmi 4X 8.0 N
2 Samsung Galaxy A30 9.0 \
3 Xiaomi Redmi 10a 10.0 V
4 Oppo A5 2020 11.0 \

The Test Usability Testing

Before testing usability, first the researchers conducted a validity and reliability test.
Validity test refers to the consistency and accuracy of scores on questionnaire tests used to
measure the validity or invalidity of a questionnaire (Dyon et al., 2024). Each questionnaire
question was tested into an r value formula with the provision of criteria if the r value > the r table
then it can be said to be valid. If the r value < the r table, then it can be said to be invalid (Anam
& Ulayya, 2020). In this study, respondents numbered 20 from canteen owners and canteen users.
The results of the validity test can be seen in the table below.

Table 5. Validity Test

Variable Indicator  rvalue rtable Description

_ » X1.1 0927 0433 Valid
X1: Learnability 7' 0933 0433 Valid

o X2.1 0938 0433 Valid
X2: Efficiency X2.2 0923 0433 valid
3 Errors X3.1 0870 0433 Valid

: X3.2 0.860 0433 valid

o X4.1 0801  0.433 Valid
X4: Satisfaction /' 0.865 0,433 Valid

Based on Table 5 above, we find four variables to study. Each variable question item has a
value of r value than r table. From this it can be concluded that the questionnaire data collected
has been declared valid. The r table value is 0.433 because the number of respondents is 20 people.
After the validation test was carried out using SPSS, all r values were above 0.433 ranging from
0.801 to 0.938.

After conducting the Validity test, the next step was to conduct a reliability test. The
reliability test of the questionnaire instrument is a test used to determine whether the questionnaire
used in a study is reliable or not. A variable can be said to be reliable if the Cronbach Alpha value
is > 0.60 (Erlinda et al., 2020). The results of the reliability test by using SPSS can be seen in
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table 6 with the Cronbach Alpha value was 0.960 > 0.60 which means that the e-canteen
application research can be said to be reliable.

Table 6. Reliability Table
Reliability Statistics
Cronbach’s Alpha N of Items
,960 8

After doing the two tests above, the next step was to do a usability test. Usability testing
was carried out to find out whether the e-canteen application had obtained results that suit the
needs of users or not (Anam et al., 2023). In table 8 it can be seen that learnability, efficiency,
and satisfaction get an average value of 8.65 to 9.30. While the error value gets an average value
of 3.40, this is because the user does not get any significant problems in using this e-canteen
application. This result is obtained from equation 1.

f
P =1x100 (1)
Where:

P: Presentation Figures

f: frequency

N: number of frequencies

100: constant number

Table 7 is the result of formula 1.
Table 7. Answer Recapitulation Results

Variable Number of  Min Max  Sumof Average
Respondents Value Value Values

Learnability 20 5 10 173 8,65
Efficiency 20 6 10 173 8,65
Error 20 2 6 68 3,40
Satisfaction 20 7 10 186 9,30

After the results of the recapitulation of answers from respondents were obtained, then a
guestionnaire calculation was carried out to obtain percentage results from each usability testing
category. The following is the percentage of results obtained using formula 2.

X

xX=- (2)

Where:

x: Calculation average

x: Total number of answers
n: Total answer results

Table 8 is the result of formula 2.

Table 8. Percentage Result

No Variable Average value
1  Learnability 87%
2  Efficiency 87%
3 Error 34%
4  Satisfaction 93%
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In the table above, it can be seen that learnability has an average value of 87%, which
means that respondents strongly agree that the e-canteen application is easy to use. Efficiency has
an average value of 87% which means respondents strongly agree that the e-canteen application
is easy to use. An error with an average value of 34% means that respondents do not agree with
any constraints on the application. Meanwhile, the average satisfaction value is 93%, which
means that respondents are very satisfied with the e-canteen application. Eligibility categories are
based on the following criteria (Riduwan, 2020):

Table 9. Eligibility Categories

No. Value Percentage Category
1. 0 -21% Very Poor
2. 21-40% Poor
3. 41-60% Quite Good
4. 61-81% Good
5. 81-100% Very Good

The average percentage for each usability test variable can be determined for all variables
by summing the variable's total average percentages and dividing by the number of variables.
This gave us the sum of all variables, or 75%. This means that most respondents agreed that her
e-canteen application was feasible. The result is the critical part of the research article containing
research findings and hypothesis testing results. A table and graphics are highly recommended to
visualize the result. Discussion is an essential part of the overall content of scientific articles. The
objectives of the discussion are: To answer research problems, interpret findings, integrate
findings from research into existing knowledge sets, and develop new theories or modify existing
methods.

CONCLUSION

After seeing and observing the application from the results and discussions obtained on
the completed application, it can be concluded that the e-canteen application was created to make
it easier for canteen owners and users to order menus, find out what menus are on that day and
can facilitate the order process and prevent purchases without making payments. Then the results
of the Black box test on the e-canteen application were declared successful. In the Usability
Testing test on the e-canteen application, learnability was obtained to have an average value of
87%, which meant that respondents strongly agreed that the e-canteen application was easy to
use. Efficiency had an average value of 87% which implied respondents strongly agreed that the
e-canteen application was easy to use. An error with an average value of 34% showed that
respondents did not agree with any constraints on the application. Meanwhile, the average
satisfaction value was 93%, which indicated that respondents were very satisfied with the e-
canteen application.

REFERENCES
Absari, D. T., Liliana, L., Soesanto, D., & Susana Limanto. (2023). Repeat Order

Recommendation Model to Digitalize the Canteen. Jurnal Bisnis Terapan, 7(1), 1-10.
https://doi.org/10.24123/jbt.v7i1.5336

Agustini, S., Pertiwi, P. I., & Windayana, H. (2022). The Management of Healthy Cafeteria on
Students’ Academic Achievement. Indonesian Journal of Multidisciplinary Science, 1(6),
603-608. https://doi.org/10.55324/ijoms.v1i6.118

Anam, M. K., Emerlada, E. T., Erlinda, S., Tashid, T., & Nasution, T. (2023). The Application of
Usability Testing to Analyze the Quality of Android-Based Acupressure Smart Chair
Applications. MATRIK : Jurnal Manajemen, Teknik Informatika Dan Rekayasa Komputer,
22(2), 217-226. https://doi.org/10.30812/matrik.v22i2.2312

139



Jurnal Sistem Informasi dan Informatika (Simika) P-ISSN: 2622-6901
Vol. 7 No. 2 Tahun 2024 E-ISSN: 2622-6375

Anam, M. K., Fuad, M., Yenni, H., Fatda, S. E., Asnal, H., & Hamdani, H. (2021). Application
of usability testing for analyzing the quality of “Keluarga” pharmacy system in Pekanbaru.
ILKOM Jurnal llmiah, 13(3), 244-251. https://doi.org/10.33096/ilkom.v13i3.870.244-251

Anam, M. K., & Ulayya, H. (2020). Implementasi dan Analisa SARDrive Sebagai Media
Penyimpanan Cloud. JUITA: Jurnal Informatika, 8(1), 83-90.
https://doi.org/10.30595/juita.v8i1.5748

Cimpago, I. T., & Kusuma, G. P. (2024). Analysis and Implementation of Website Improvement
Proposals using Usability Testing Method. INNOVATIVE: Journal Of Social Science
Research, 4(1), 9615-9627. https://doi.org/10.31004/innovative.v4i1.8698

Cleckley, E., Coyne, B., Mutter, M. K., & Quatrara, B. (2021). Using an empathic design thinking
approach to reshape interprofessional curricula for health care trainees. Journal of
Interprofessional Education and Practice, 24(May), 100446.
https://doi.org/10.1016/j.xjep.2021.100446

Dali, C., Jadhav, S., Kunte, A., & Pawar, P. M. (2020). Canteen Management System. Journal of
Xidian University, 14(9), 2223-2225. https://doi.org/10.37896/jxul14.9/088

Dyon, M., Suryani, K., Widyastuti, R., & Rahmadani, A. F. (2024). Designing Academic Data
Visualization Dashboard Using Google Data Studio at SMPN 8 Pariaman. Journal of
Applied Business and Technology, 5(1), 32-40. https://doi.org/10.35145/jabt.v5i1.154

Eftekhari, F., Jahanbakht, M., & Sharbafi, F. (2021). Assessment of ideation effectiveness in
design thinking: The impact of morphological analysis in the process of creative problem
solving. International Conference for Design Education Researchers, 24-26.
https://doi.org/10.21606/drs_1xd2021.09.270

Erlinda, S., Anam, M. K., Nasution, T., Ambiyar, & Irfan, D. (2020). Analisis Tingkat
Objektifitas Pengisian Edom Untuk Meningkatkan Kualitas Pembelajaran Dosen.
JURTEKSI  (Jurnal Teknologi Dan Sistem Informasi), VII(1), 105-114.
https://doi.org/https://doi.org/10.33330/jurteksi.v7i1.881

Fabre, D. de C. A., & Pacpaco, E. R. (2020). Management and Operations of School Canteens:
Management and Operations of School Canteens: Basis for an Enhanced Canteen
Development Program. Asian Journal of Education and Human Development , 1(1), 88-96.

Fonggo, F., Beng, J. T., & Arisandi, D. (2020). Web-based canteen payment and ordering system.
IOP  Conference  Series: Materials Science and Engineering, 1007(1).
https://doi.org/10.1088/1757-899X/1007/1/012159

Imanuela Putri, P., & Dahlia, L. (2023). Application of Design Thinking Method to the Innovation
Business Design Process of Automatic Aquatic Pet Feeder With IOT. INQUISITIVE, 3(2),
66-82. https://doi.org/10.35814/inquisitive.v3i2.4916

Juniantari, M., Ulfa, S., & Praherdhiono, H. (2023). Design Thinking Approach in The
Development of Cirgeo’s World Media. Jurnal Nasional Pendidikan Teknik Informatika
(JANAPATI), 12(1), 42-55. https://doi.org/10.23887/janapati.v12i1.55203

Kandarina, B. J. I., Hartriyanti, Y., Rahayujati, T. B., & Kurnia, A. R. (2020). Development of
school canteen and school gardens guidelines as prevention against cardiovascular disease.
Journal of Community Empowerment for Health, 3(), 41-48.
https://doi.org/10.22146/jcoemph.52618

Malhotra, R., Kumar, D., & Gupta, D. P. (2020). An android application for campus information
system. Procedia Computer Science, 172, 863-868.
https://doi.org/10.1016/j.procs.2020.05.124

140



Jurnal Sistem Informasi dan Informatika (Simika) P-ISSN: 2622-6901
Vol. 7 No. 2 Tahun 2024 E-ISSN: 2622-6375

Maulana, T., & Voutama, A. (2023). Black Box Testing Dengan Teknik Equivalence Partitions
Pada Website Dinas Pengendalian Penduduk dan Keluarga Berencana Karawang. Jurnal
Sistem Informasi Dan Informatika (Simika), 6(2), 112-121.
https://doi.org/10.47080/simika.v6i2.2536

Pratiwi, N. A., Triayudi, A., & Handayani, E. T. (2021). Analysis and Design of Mobile Web-
Based Menu E-Order Systems Using the Pieces Method (Case Study: Café 50/50 Coffee).
Jurnal Riset Informatika, 4(1), 29-36. https://doi.org/10.34288/jri.v4i1.292

Rachmadewi, A., Soekarjo, D., Maehara, M., Alwi, B., Mulati, E., & Rah, J. H. (2021). School
Canteens in Selected Areas in Indonesia: A Situation Analysis. Food and Nutrition Bulletin,
42(2), 225-246. https://doi.org/10.1177/03795721211008021

Riduwan. (2020). Buku Dasar - Dasar Statistika. Alfabeta.

Sekarwati, R. A., Sururi, A., Rakhmat, R., Arifin, M., & Wibowo, A. (2021). Survey of Chatbot
Testing Methods on Social Media to Measure Accuracy. Sisfotenika, 11(2), 172.
https://doi.org/10.30700/jst.v11i2.1099

Sholeh, M., Gisfas, I., Cahiman, & Fauzi, M. A. (2021). Black Box Testing on ukmbantul.com
Page with Boundary Value Analysis and Equivalence Partitioning Methods. Journal of
Physics: Conference Series, 1823(1). https://doi.org/10.1088/1742-6596/1823/1/012029

Snyder, H. (2019). Literature review as a research methodology: An overview and guidelines.
Journal of Business Research, 104(July), 333-339.
https://doi.org/10.1016/j.jbusres.2019.07.039

Voutama, A., & Novalia, E. (2022). Perancangan Sistem Informasi Plakat Wisuda Berbasis Web
Menggunakan UML dan Model Waterfall. Syntax: Jurnal Informatika, 11(1), 36-49.
https://doi.org/10.35706/syji.v11i01.6412

Widyawati, Budiman, R., Bayu Saputra, A., & Rosdiana, A. (2023). Perancangan Sistem
Informasi Penyewaan Studio Musik Pada Wayzon Studio Musik. Jurnal Sistem Informasi
Dan Informatika (Simika) P-1SSN, 6(1), 23-34. https://doi.org/10.47080/simika.v6i1.2428

141



