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ABSTRAK 

 

Pendataan merupakan serangkaian aktivitas sistematis yang bertujuan untuk 

menghimpun, menyusun, mengelola, dan menyimpan data secara terstruktur agar 

mudah diakses dan digunakan kembali. Sistem pendataan yang baik berperan 

penting dalam menjaga akurasi data, mendukung pengambilan keputusan, serta 

meningkatkan efisiensi operasional organisasi. Namun, di PT. PLN (Persero) 

Wilayah Jawa Barat, proses pendataan perangkat masih dilakukan secara manual 

menggunakan formulir cetak dan pencatatan di Google Sheet, yang menyebabkan 

keterlambatan pelaporan, risiko kesalahan input, serta inefisiensi waktu dan tenaga 

bila harus mengunjungi unit yang bersangkutan. Untuk mengatasi permasalahan 

tersebut, penelitian ini mengembangkan aplikasi desktop berbasis Python yang 

terintegrasi dengan database MySQL dan mampu mengambil data perangkat secara 

otomatis melalui akses registry pada sistem operasi Windows. Pengembangan 

aplikasi dilakukan dengan pendekatan metode Agile melalui enam tahapan: 

planning, design, development, testing, deployment, dan review. Evaluasi sistem 

menggunakan metode Blackbox Testing untuk pengujian fungsionalitas dan System 

Usability Scale (SUS) untuk menilai kebergunaan sistem. Hasil pengujian 

menunjukkan bahwa seluruh fitur berjalan sesuai fungsi, dan aplikasi memperoleh 

skor SUS sebesar 93,5 yang termasuk dalam kategori “Best Imaginable”. Dengan 

demikian, aplikasi ini dinilai sangat layak digunakan untuk menunjang efisiensi, 

akurasi, dan efektivitas proses pendataan perangkat di lingkungan PT. PLN 

(Persero). 

 

Kata Kunci: Pendataan Perangkat, Aplikasi Desktop, PT PLN, Metode Agile, 

Blackbox Testing, System Usability Scale. 
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ABSTRACT 

 

 

Data collection is a series of systematic activities aimed at gathering, 

organizing, managing, and storing data in a structured manner to ensure it is easily 

accessible and reusable. A well-designed data collection system plays a crucial role 

in maintaining data accuracy, supporting decision-making, and improving the 

operational efficiency of an organization. However, at PT. PLN (Persero) West 

Java Region, the device data collection process is still carried out manually using 

printed forms and records on Google Sheets, which leads to delayed reporting, risk 

of input errors, and inefficiencies in time and effort if have to visit the unit 

concerned. To address these issues, this study developed a Python-based desktop 

application integrated with a MySQL database, capable of automatically retrieving 

device data through access to the Windows operating system registry. The 

application was developed using the Agile methodology through six stages: 

planning, design, development, testing, deployment, and review. System evaluation 

was conducted using Blackbox Testing to assess functionality and the System 

Usability Scale (SUS) to evaluate usability. The test results showed that all features 

functioned correctly, and the application received a SUS score of 93.5, which falls 

into the “Best Imaginable” category. Therefore, this application is considered 

highly feasible for improving the efficiency, accuracy, and effectiveness of the 

device data collection process at PT. PLN (Persero). 

 

Keywords: Device Data Collection, Desktop Application, PT PLN, Agile Method, 

Blackbox Testing, System Usability Sca 
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