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ABSTRAK

Ayuningtyas (11230263) Rancang Bangun Sistem Informasi E-Store Tools &
Equipment Pc Metode Extreme Programming Pada Saudagar Komputer

Kebutuhan sistem informasi yang efisien dan efektif menjadi sangat penting
pada era digital saat ini, terutama bagi bisnis seperti Saudagar Komputer yang
bergerak di bidang perdagangan alat dan perlengkapan PC. Saudagar Komputer
menghadapi tantangan dalam pengelolaan data, inventaris, dan pelayanan pelanggan,
di mana metode tradisional terbukti tidak mampu mengimbangi dinamika dan
kompleksitas pasar yang semakin meningkat. Penelitian ini bertujuan merancang dan
mengembangkan sistem informasi e-store menggunakan metode Extreme
Programming (XP) guna mengoptimalkan pengelolaan inventaris dan penjualan,
mengurangi inefisiensi dan kesalahan data, serta meningkatkan responsivitas dan
akurasi pelayanan pelanggan. Keberhasilan aplikasi ini tidak hanya bergantung pada
aspek teknis, tetapi juga pemahaman pasar, keamanan, dan pengalaman pengguna.
Pengembangan sistem harus mencakup analisis pasar, kebutuhan pengguna, desain
intuitif, dan lapisan keamanan yang kuat. Integrasi dengan sistem backend yang ada
juga sangat penting untuk meningkatkan efisiensi operasional. Melalui pendekatan XP
yang adaptif dan iteratif, tim pengembang dapat bekerja secara kolaboratif untuk
menyediakan fitur-fitur yang bernilai tinggi bagi pengguna serta memastikan bahwa
sistem yang dibangun memiliki reliabilitas dan performa optimal. Implementasi sistem
informasi e-store dengan metode XP diharapkan dapat memberikan transformasi
signifikan bagi Saudagar Komputer, meningkatkan efisiensi operasional, dan
mendukung pengambilan keputusan yang lebih baik berdasarkan data real-time yang
akurat.

Kata kunci : e-store, extreme programming (xp), pengelolaan inventaris, efisisensi
operasional, pelayanan penlanggan.
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ABSTRACT

Ayuningtyas (11230263) Design and Development of an E-Store Information
System for PC Tools & Equipment Using Extreme Programming Method at
Saudagar Komputer

The need for efficient and effective information systems has become crucial in
today's digital era, especially for businesses like Saudagar Komputer, which operates
in the trade of PC tools and equipment. Saudagar Komputer faces challenges in data
management, inventory control, and customer service, where traditional methods have
proven inadequate to keep up with the increasing dynamics and complexities of the
market. This study aims to design and develop an e-store information system using the
Extreme Programming (XP) method to optimize inventory and sales management,
reduce inefficiencies and data errors, and improve customer service responsiveness
and accuracy. The success of this application depends not only on technical aspects
but also on market understanding, security, and user experience. System development
must include market analysis, user requirements, intuitive design, and strong security
layers. Integration with existing backend systems is also crucial to enhance
operational efficiency. Through the adaptive and iterative XP approach, the
development team can collaborate to deliver high-value features for users and ensure
that the system built has reliability and optimal performance. The implementation of
the e-store information system using the XP method is expected to bring significant
transformation to Saudagar Komputer, increasing operational efficiency and
supporting better decision-making based on accurate real-time data.

Keywords: e-store, extreme programming (XP), inventory management, operational
efficiency, customer service.
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ABSTRACT

Ayuningtyas (11230263) Design and Development of an E-Store Information
System for PC Tools & Equipment Using Extreme Programming Method at
Saudagar Komputer

The need for efficient and effective information systems has become crucial in
today's digital era, especially for businesses like Saudagar Komputer, which operates
in the trade of PC tools and equipment. Saudagar Komputer faces challenges in data
management, inventory control, and customer service, where traditional methods have
proven inadequate to keep up with the increasing dynamics and complexities of the
market. This study aims to design and develop an e-store information system using the
Extreme Programming (XP) method to optimize inventory and sales management,
reduce inefficiencies and data errors, and improve customer service responsiveness
and accuracy. The success of this application depends not only on technical aspects
but also on market understanding, security, and user experience. System development
must include market analysis, user requirements, intuitive design, and strong security
layers. Integration with existing backend systems is also crucial to enhance
operational efficiency. Through the adaptive and iterative XP approach, the
development team can collaborate to deliver high-value features for users and ensure
that the system built has reliability and optimal performance. The implementation of
the e-store information system using the XP method is expected to bring significant
transformation to Saudagar Komputer, increasing operational efficiency and
supporting better decision-making based on accurate real-time data.

Keywords: e-store, extreme programming (XP), inventory management, operational
efficiency, customer service.
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