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INTISARI

Penelitian ini bertujuan mengembangkan sistem marketing partnership berbasis website untuk
meningkatkan strategi pemasaran Gutsmuths. Gutsmuths merupakan startup baru yang menghadapi
tantangan dalam memperkenalkan produk, sehingga mendorong perusahaan untuk melakukan kerja
sama dengan influencer dalam model Key Opinion Leader (KOL). Pengembangan sistem aplikasi dilakukan
menggunakan metode Extreme Programming (XP) yang terdiri dari empat tahap: planning, design, coding,
dan testing. Pada tahap planning, dilakukan wawancara dan studi literatur untuk mengumpulkan
kebutuhan sistem aplikasi. Selanjutnya, kebutuhan sistem dituangkan ke dalam use case diagram, activity
diagram, dan class diagram. Setelah perancangan selesai, coding dilakukan berdasarkan kebutuhan dari
perancangan tersebut. Sistem kemudian diuji dengan metode black box, dan hasilnya menunjukkan
bahwa sistem dapat berjalan dengan optimal. Hasil penelitian ini adalah sistem berbasis website yang
dapat membantu proses bisnis Gutsmuths.

Kata Kunci: Extreme Programming; sistem berbasis website; pengembangan sistem; kebutuhan sistem;
influencer



ABSTRACT

This study aims to develop a web-based marketing partnership system to enhance GutsMuths'
marketing strategy. GutsMuths, a new startup, faces challenges in product promotion, prompting the
company to collaborate with influencers through the Key Opinion Leader (KOL) model. The system
application was developed using the Extreme Programming (XP) method, which consists of four stages:
planning, design, coding, and testing. During the planning stage, interviews and literature studies were
conducted to gather system requirements. These requirements were then translated into use case
diagrams, activity diagrams, and class diagrams. After the design phase, coding was carried out based on
the design specifications. The system was subsequently tested using the black box method, and the results
indicated that the system functions optimally. The outcome of this research is a web-based system that
can facilitate GutsMuths' business processes.

Keywords: Extreme Programming; web-based system; system development; system requirement;
influencer

Vi



DAFTAR ISl

LEMBAR PENGESAHAN.......c.cccctevereenenenes KESALAHAN! BOOKMARK TIDAK DITENTUKAN.
LEMBAR PERNYATAAN KEASLIAN PENELITIAN ..c.ceeeeteterererererrerererererererereressssssesesnsesens 1l
LEMBAR PERNYATAAN PERSETUJUAN DARI INSTANSI ASAL PENELITIAN......cccocvuvuuee 1]l
PRAKATA .. eeieieiteteeeieirereresessereresssseressssssssesessssssessssssssesessssssssessssssssessssssssenasnssnsenans v
INTISARI. e atreiieietetterererereresseresasasasesesesesessssasesasaseseseresessssssssssnsnsasesesessssssasasnsnsnsens \Y)
Y 2 2 N 5 o VI
DAFTAR GAIBAR ...cuceiierererieieietetnteterereresersssesesaseseseseseresessssssssasssasesesessssssssasasnsnsens X
DAFTAR TABEL ....cutucuieiriieteceiiereceeeteerereceresresscaseesesssasesssssssssssssssasassssesssassssssasassssases Xl
BAB | PENDAHULUAN ....cuiiieititetecetetrerecetetseresacatseresacasessesssasssserssassssssesassssssesasans 1
1.1 LATAR BELAKANG .. vvtttttttnetntettettentenetneesneesnsesnstsstassensetnsesnsesnsenssenseensesnsesnsesnessnses 1
1.2 RUMUSAN IMTASALAH e eeeete ettt ettt ettt e e e eaeeasenenensssensesssnesssnssnssnsessennns 3
1.3 PERTANYAAN PENELITIAN «uututiuteuiuetteneueenesenessentessessessessessessessessessensensensensensensenes 4
1.4 BATASAN IVASALAH ... euieete ittt ee ettt ettt ee e et eaeeaseaeaesessensssnsssnsessnsesssnsessennnn 4
1.5 TUJUAN PENELITIAN .ttt ettt etteneeeteaeeaeeaeeaeeaeenseseensenssssessessensessesssssessessessesssssessensessennes 4
1.6 IV AN FAAT PENELITIAN 1t ttutttttettet et ettt eteetertnetaeraeraeetatesnsesnerseeeneesssesnessneesersnees 4
1.7 BAGAN KETERKAITAN 1uuttuitntittettetttieetteetteesnersnersersesneesasesnsesntrseesseesnsesessneesnerseees 4
BAB Il  TINJAUAN PUSTAKA ... eueeieirerreteirererneetsererecesessesssssssseressssssesessssssssesssssansseres 5
2.1 STUDI SEBELUMNYA e ttttitttetttiieete ettt etteesetanetaetaetnsesnsssnsesssnsesnsesnessesrssrnsernsernsesnns 5
2.2 DY N I =0 TN 9
2.2.1 Konsep Dasar Sistem INfOrMQSi .............ueveeeeeiieeeeciiiiieieeeeeeeceiiieeeaaa e e e, 9
RV RN 1 (=11, [ |« 9
2.2.3 =] 4 Y 1 (=2 9
2.2.4  DigitQ] MArKeting ...........uuueeeeeeeeeeeeeeeieeeeee e eeeeecetee e e e e e et secteaaaa e e e e e essanenees 9
2.2.5  Metode Extreme Programming (XP).........uuuucueeeeecieeeeeeieeeeeeiiieeeeeiveneaens 9
BAB Il METODOLOGI PENELITIAN ....cuettitereenreererereserreresnsssseresesssseressesssssesasnssssenes 12
3.1 TAHAPAN PENELITIAN 1utttutiunteuteuetueerneesnerserseeneernsesnsesessssesnsesnsesnesseessessssernsernsesns 12
3.1.1 Pengembangan Sistem Marketing Partnership dengan Metode Extreme
PrOGramMMUNG ..........uuuuuuuueiiiiiieiessisisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnnnns 13
T O O R = o 77 1 T PR 14
R I 0t B R VA 1YY o T o= - I 14
I O O ) U T I X =Y = 1 (U PP 14
. N 0 0 b 1 [ BRI 14
o T I 0 T 0 Yo 12T F O PRRRPPP 15
. Nt O S =y o o RPN 15
3.1.1.5 Penyerahan ProdukK.......ccccccceieiiiirireiiee it e e e 15
3.2 ALAT DAN BAHAN YANG DIGUNAKAN ...ceuuivtnieieeeeteeeeieeeeaeersnsersnseesnersneesnneersnsernnnes 16
BAB IV HASIL DAN PEMMBAHASAN ....ccoeitiiiieieieirerereteireresaeesserosscessssesssasssesssassssases 17
4.1 PLANNING ..ccvueieeeieeee e e eeee et e s et s et s et e e s e st s e aaasesanseranseesnssranssesnnsennnsennnnes 17
4.1.1 V70 1Yo 14 1ol 1o B 17



4.2 [ LY N 24

4.2.1 Kebutuhan Fungsionalitas (Diagram Use CASE)..........cccceevvveeevveesveenannen. 24
4.2.2 Use Case SPECIfICALION .....ccccuveeeeesiiiieeseiiieeeesiiee et seitae e eseaeeesseee s 25
4.2.2.1 Use Case Specification : LOGIN ........cc.ceeeeeueeiiriiiueeeeniiieeessiieeessssneessnnns 25
4.2.2.2 Use Case Specification : INfIUENCEN .............ceeevevueeiiniiiiiiiieciieeeeciieee e 26
4.2.2.3 Use Case Specification : Profile ............ccccoooeeveiieeeinicieeeiniiieeessiineesenns 26
4.2.2.4 Use Case Specification : VOUCRHET ...........cccccueeeiiueeeiiiiieeeeeiieeeesiineeeenans 27
4.2.2.5 Use case Specification : Wallet..............cccoueeeviiieeiiniiieeeiiiieeeeeiiieeeanns 28
4.2.2.6 Use case Spesification : Form Pendaftaran.........cccecveeeeviiieeeinciieeennnns 28
4.2.3  Diagram AKLIVIEAS .....cccuveeeeeiiiieeeiiiieeesciiee e esstteeeesitea e esitea e s sstreesensseee s 29
4.2.4  DiGGram KEIAS.......coouueeeeeeeeeeeeeeeeeeeeeee e ettt ea e e e e e s s sttt e e e e e e e s 30
4.2.5 =3 e T 1= USSR 32
4.2.5.1 Halaman Utama......cceeeii et e e 32
4.2.5.2 APPHCANT et a e 33
A.2.53 LOGIN ciiiiiiiiiiiiii . 33
4.2.5.4 FOrgot PASSWOI......ccccoiieeeeiiiieeee e e ettt e e e e secttee e e e e e e e e snaaaeeeaaa e 34
B.2.5.5  PrOfile ....ueeeeneeeeee ettt et e e ata e e e eans 34
4.2.5.6 DALA INFIUCNCES .....ueeeeeeeeeeeee ettt e e 35
T AV /o 1) ol 1 - SRR 35
4.2.5.8 Create VOUCRE ......coeeeeee ettt e et e e e e e e aaaee e e e e 36
B.2.5.9 WAL ..ottt 37
B3 CODING .o 38
4.3.1 Pengembangan BAcCkend ..............coccuueeeeeiieeeeieciiieeieeeeeeeccsieeeaaaaeeeens 38
N 70 0t R Y o Yo [ PSP 38
4.3.1.1.1 USEIMOdEl.......cccooeeeeieeeee ettt eeee et e e e e e e e 38
4.3.1.1.2 INflUENCEIMOUE! ...ttt e e 39
4.3.1.1.3 VOUCHEIMOdEl..........cccoeeeeeeaeiieee et e 40
4.3.1.1.4 WAllEEMOGEI ..........oveeeeeeeeeeeceee ettt et e e e e e 41
B.3.1.2  CONLIOMEE ..ottt ettt e e et e e e s e e e e aaaeeeenes 42
4.3.1.2.1 AULN CONEIOIET ......eeeeeeeeeeeeeee et 42
4.3.1.2.2 HOME CONLIOIIEr........cccceveeeeeeiiieeeeieee e e 43
4.3.1.2.3 Profile CONTIOHEE .........ccccccuuveeeiee ettt e e e e 43
4.3.1.2.4 Influencer CONTIOIIEY ...........ueeeeeeeeeiecciiieeeee e e e eeeccrraeeeee e 44
4.3.1.2.5 Applicant CoNtroller ..................eoouecceivueeeeeeeeiieeeiiieeeeee e eeeccirrveeeeee e 45
4.3.1.2.6 VOUCHEr CONLIOIIEE .........eveeeeeeeeeeeeee e 46
4.3.1.2.7 Wallet CONLIOIIEK .............uueeeaeeieeeeeeee e e e 47
4.3.2  Pengembangan Frontend ...........cccoveeeeeeeeeeesiiiiveeeeeeeeessiiiiveeeeseesesssssinseens 48
8.3.2.1 AU VIBW....eeeeee ettt e e et e e e e are e e e st e e e e s snaae e e e entaeeeennes 48
4.3.2.2 HOMEPAGE VIEW......ccccccoieieiiiii e, 49
4.3.2.3  PrOfile VIEW ........uuveeeeeiee ettt e et a e e e e s e e e e 50
4.3.2. 4 INFIUBNCEI VIEW .....ueeeeeeeeeeciieeeee ettt e e e et e e e e e e e e aaaaeeeeaa e 51
4.3.2.5 APPHCANT VIEW ....uuveeeeeeee ettt e e e e e aaaee e e e 51
4.3.2.6  VIOUCREE VIEW ......uuveeeeeeeeeeeciiieee e e e eeecctteee e e e e e e e entaee e e e e e e s e nnaaaaeeeaaeeean 52
4.3.2.7 WAIEE VIEW ...ttt e et e e e e e s e nraaeeeeaaeeean 54
4.3.3  HASH TAMPIIQN ccoooaaeeeeeeeeeeeeeeee ettt e e e e e e e s 55
4.3.3.1 Halaman Utama ...ttt 55
O T B A 1 | 1 o SR 56



B.3.3.3 PrOSile e 58

B.3.3.4  INFIUBNCEN c....ueeeeeeeeiiee ettt e e s s raae e e s ataee s eans 59
4.3.3.5 APPLICANT ..ottt ettt e e 60
8.3.3.6 VOUCNEE .o 61
4.3.3.7 Wallet oo 62

S 1Y B TN 63
4.4.1 Pengujian ROIE AQMIN ........ccccuveeeeeeiiie ettt 63
4.4.2  Pengujian ROIE USEI ........cccoeuueeeeeeiiiaeesiiiiaeesciieeessiieeeessiseaesssiveesenssseeas 65
4.5 PENYERAHAN PRODUK ..uuuiiiiiieeeeiiiie e e ceiee e e ettee e ettt e e e eeteeeeeataeeeesannneeesssnnesesnnneeeenns 67
BABY KESIMPULAN DAN SARAN ......cccoieiieicieirecerocrecerecrecenrosescanrossacassassacansannns 68
5.1 KESIMPULAN ..uuuuuutittuiuiuitiasaananaasananannanssnssnnssnsnnnssssssssssssssnssnnnsnnnssnnnnnsnnnen 68
0 Y 7Y PR 68
DAFTAR PUSTAKA ...ttt e et tee e e e e e e e ettt e e e e e e s seestsaaaaeeeesesesassannneeaaaenns 69
LAMPIRAN . 11ttt ettt e et ttte e e ettt e e e ettt e eeeatueeeresuaeesataaaesananeassnnnesnssaneersnnneesnsnnesenssnneeesnsnnns 71



DAFTAR GAMBAR

Gambar 1.1 Bagan Keterkaitan .......cccceee et 4
Gambar 2.1 Tahapan Metode Extreme Programming ..............ccccccvvveeeeeeeseeiecivveneennenns 10
Gambar 3.1 Tahapan Metode Penelitian ........ceeevieevecciiiieeeee e 13
Gambar 4.1 Site Map Diagram Aplikasi Keseluruhan........ccccccovveciiiieneeeiiiccciieeeeee, 20
Gambar 4.2 SiteMap Diagram ApliKasi......cccuvveeeeriii i 21
Gambar 4.3 Proses Bisnis ProdUKSi..........cccccuuiiiiieriie it e e svnree e e e 22
Gambar 4.4 Proses Bisnis Sistem Pembuatan Voucher ...........cccoccovvveeeeiiiieiccciiieeeeeenn, 23
Gambar 4.5 Proses Bisnis Sistem Pendaftaran Partner.......cccccceevecveeeieiiieeccnciiee e, 24
Gambar 4.6 DIiagram USE CASE ........cocuueeiieiiiieiieeiiiie e esieee e ssireee e saaee e s ssaaeeessssaeessnseees 25
Gambar 4.7 Diagram AKEIVITAS ......ueeiieiiieeiiiiieeeeccieee et ee s e e s e s s e e e s aae e s e naees 30
Gambar 4.8 DIiagram KeIAs ...cccccuuieiiiiiiiie ettt e s st a e e 31
Gambar 4.9 WireframeHalaman Utama........cccoeviiiiiiiiiie e 32
Gambar 4.10 Wireframe Halaman Utama 2.......cccveviveiiieiciiiiee e 32
Gambar 4.11 Wireframe Halaman APPliCaNnt ............coecuveeeiciiieeeiciieeeeeciieeeesieee s e 33
Gambar 4.12 Wireframe Halaman LOGiN .........ccoccuueiiieiiieeeeiiieeeeeeiee e sesieee e esaeee s e 33
Gambar 4.13 Wireframe Halaman Forgot Password............ccccccuevecveeeiniiieeeesiiieesennnens 34
Gambar 4.14 Wireframe Halaman Profile ..........cccuuiieeceeeeiiiiieeeeciee e 34
Gambar 4.15 Wireframe Halaman Data INnfluencer ..............ccouueevecveeeieccieeeesicieee e 35
Gambar 4.16 Wireframe Halaman VOUCRHES ............ccoeecueeeeeiiiiii et 35
Gambar 4.17 Wireframe Halaman Create VOUCRHEer .............cccouueeevecieeiieiiieeeeeiieee e 36
Gambar 4.18 Wireframe Halaman Wallet .............oooveeciimeeeeieeieeicciinreeeee e eeecreveeeee e 37
GaAMDbaAr 4.19 USEIMOGEI.............uuueeeeeeee ettt e s ctrre e e e e e e e nbaea e e e e e e eeas 38
Gambar 4.20 INfluenCerMOodel ...t e e e e e e 39
Gambar 4.21 VoUCherMOodel..............uuooo ettt e e e e a e e e e 40
Gambar 4.22 WalIetMOdel .............ooeeeeee ettt e s e e e e e e sabaaa e e e e e e 41
Gambar 4.23 AULh CONEIONET .........uueeeeeee ettt e e e e e e a e e e e e 42
Gambar 4.24 HOme CONLIOlIEr...........uuoeioecceiieeeee ettt e e e e e rbaree e e e 43
Gambar 4.25 Profile CONIOIET ...ttt e e e e e raaree e e e e 43
Gambar 4.26 INfluencer CONLIOIIEK ...............uueueeeeeeee ettt e e e 44
Gambar 4.27 Applicant CONLIOIIEr .............euuuieeeeeeeee et a e 45
Gambar 4.28 VOUChEr CONLIOIIEK ............cc..uuuueeeeeeeieeeeecteeee et e e 46
Gambar 4.29 Wallet CONLIOIIEK ............ooooececiieeeee ettt e e e e e e eraaren e e e 47
Gambar 4.30 VIieW AULR LOGIN ..........ueieee oottt e et e e e e e e vaaa e e e e e 48
Gambar 4.31 View Auth FOrgot PASSWOId.............coouccccuuiieeieeieeeccciiieeiee e e eeeccivanenee e 49
Gambar 4.32 View Halaman Utama ...ttt vrnree e 49
GaAMDBAr 4.33 VIEW ProOfile ...ttt e e e e e e e a e e e e 50
Gambar 4.34 View Data INfIUBNCEL ...........cccovuvveeeee e e eeeeciirveeee e e e sesscrrrreneeee e 51
Gambar 4.35 VIieW ADPPLICANT .........ueeeeieeeeeeeeiiieeeiee e eeeccteee e e eeeecnraee e e e e s s esnbraaereeeeeeas 52
GaAMDAT 4.36 VIEW VOUCRHET ...ttt etee e et e e et e e e e e e e 53
Gambar 4.37 View Voucher Modal.................oouoccuueeiiecieeeeeciiee et eesvee e 53
GaMDBAr 4.38 VIEW WAIIEL ...ttt e et e e a e e e nnees 54
Gambar 4.39 Tampilan Halaman Utama ....ccceeeeeeeeeeeieciiiieeeeecc e eenrrreee e e 55
Gambar 4.40 Tampilan Halaman Utama 2 ......eeeeeeeeeieciiiieeeecee e eetrreeee e 55
Gambar 4.41 Tampilan Halaman LOGin ......cccveeeeeeieeiiciiiieeeeiee e e eeerrveereeee e 56



Gambar 4.42 Tampilan Halaman Forgot Password ..............cceevecveeeinsiveeeessiieee e 57

Gambar 4.43 Tampilan Halaman Profile.............icieiiiiciiee e 58
Gambar 4.44 Tampilan Halaman INflU@NCEr .............coovcueeeiiiiiiiiiniieee e 59
Gambar 4.45 Tampilan Pop Up PESaN REJECE ..........eueevcueeeiiiiiieeeeeiiee e eseee e 59
Gambar 4.46 Tampilan PESAN ACCEPL .....oeiviuiiiiieiiie ettt saee e e 60
Gambar 4.47 Tampilan Halaman Applicant ............ueeevecueeeeiiiiiee e 60
Gambar 4.48 Tampilan Halaman VOUCRET .........cccuueviieciiiiiiiiiiee e 61
Gambar 4.49 Tampilan Halaman Voucher Modal ...............cccoueiiveiieeiiniiieeeeniiiee e 62
Gambar 4.50 Tampilan Halaman Wallet............ccccueiioviiieeiiiiiiie s 62
Gambar 4.51 Bukti Penyerahan Produk .........coooviiiiiniiieiiiee e 67

Xi



DAFTAR TABEL

Tabel 2.1 Penelitian SEbelUMMNYA ......ovviieiiii e 7
Tabel 4.1 Transkrip WawanCara .....ccccuvvveeeeee e icciieieee e e sererre e e e e s e e s snnnren e e e e e e s e eannneneeas 17
Tabel 4.2 Konsep PeranCangan.......ccccvviieieee e iccciieeeee e eecrree e e e e e e s snnrer e e e e e e s e eaneneneeas 20
Tabel 4.3 Use Case SpecCification LOGIN ...........c..uueeeecueeeeeciueeeeeeiieeeeeseieeeeeciveeeeseaaeee e 25
Tabel 4.4 Use Case SPECIfiCAtiON...............uueeeecueeeeeeiieeeeeciee e eectee e e e sree e e e eiaee e e enaaeeeenans 26
Tabel 4.5 Use Case Specification Profile.........ccceeeeeieeeeciiee e 26
Tabel 4.6 Use Case Specification VOUChEr ..........cooviiiiiiiciiee e 27
Tabel 4.7 Use Case Specification WaAllEt ..............cocccuueeeeeciieeieeiieeeeescieeeeeceee e eanee e 28
Tabel 4.8 Use Case Spesification Form Pendaftaran .............cccooeeeeecvueeeeeccveeeeeiineeeennns 28
Tabel 4.9 Pengujian Role Admin ........uuiiiiiieee e e e e e 63
Tabel 4.10 Pengujian ROIE USEr .........uuuuiieieeiie ettt ettt e e e e e aaen s 65

xii



