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ABSTRAK 

 Dalam penelitian ini, kami mengevaluasi keefektivan dan kemudahan 

implementasi dari dua alternatif framework PHP, yaitu CodeIgniter dan metodologi 

penelitian System Development Life Cycle (SDLC) dengan metode waterfall. Selain 

itu, metode waterfall juga dipilih karena sifatnya yang sederhana, logis, dan mudah 

dipahami serta diimplementasikan. Selain kemudahan implementasi, framework 

CodeIgniter juga memiliki banyak fitur dan dokumentasi yang memudahkan proses 

pengembangan website. Penggunaan MVC (Model, View, Controller) juga 

mempermudah pembagian tugas antar tim dan pemeliharaan kode yang lebih baik. 

Penerapan metode waterfall juga memastikan bahwa setiap tahap pengembangan 

sistem terstruktur dengan baik dan mengikuti urutan yang logis, sehingga 

meminimalkan risiko terjadinya kesalahan atau kegagalan pada tahap-tahap 

selanjutnya. Kesimpulan dari penelitian ini adalah bahwa penggunaan framework 

CodeIgniter dan metode waterfall merupakan pilihan yang tepat untuk 

mengembangkan website yang efektif dan efisien. 

 

Kata Kunci: Codeigniter, Waterfall, PHP, Pembangunan Website, Minimalisasi 

Risiko 
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ABSTRACT 

 In this research, we evaluated the effectiveness and ease of implementation of 

two alternative PHP frameworks, CodeIgniter and the Waterfall method. The results 

showed that CodeIgniter was a better choice due to its easier implementation and 

suitability for the design of the system website to be developed. The Waterfall method 

was also chosen for its simplicity and logic, as well as its ability to minimize the risk 

of errors in subsequent stages. It is worth noting that CodeIgniter also has many 

features and documentation that make the website development process easier. The use 

of the MVC (Model, View, Controller) architecture also facilitates task division among 

team members and better code maintenance. The Waterfall method ensures that the 

system development process is well-structured and follows a logical sequence, 

minimizing the risk of errors or failures at later stages. Overall, the use of CodeIgniter 

and the Waterfall method is recommended for developing websites that are effective 

and efficient. 

 

Keywords: CodeIgniter, Waterfall, PHP, Website Development, Risk Minimization 
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