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INTISARI 

 Gutsmuths, sebuah startup baru yang menghadapi tantangan dalam 
mengintegrasikan sistem e-commerce dan manajemen kemitraan influencer. 
Ketidakterpaduan ini menyulitkan pelacakan kode voucher dan pengelolaan komisi. 
Penelitian ini bertujuan terintegrasi sistem e-commerce dan sistem marketing 
partnership  berbasis web menggunakan metode Extreme Programming (XP) yang 
terdiri dari empat tahap: planning, design, coding, dan testing. Tahap perencanaan 
meliputi wawancara dan studi literatur untuk mengumpulkan kebutuhan sistem, yang 
kemudian dituangkan ke dalam diagram use case, aktivitas, dan kelas. Selanjutnya, 
pengkodean dilakukan berdasarkan rancangan tersebut. Sistem diuji menggunakan 
metode black box dan terbukti berjalan optimal. Penelitian ini menyimpulkan bahwa 
sistem terintegrasi dapat mendukung operasional dan pemasaran secara optimal serta 
memberikan pengalaman pengguna yang lebih baik. 

Kata Kunci: Extreme Programming, Sistem Terintegrasi, E-commerce, Pengembangan 

Sistem, Influencer 
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ABSTRAK 

 Gutsmuths, a new startup, faces challenges in integrating its e-commerce 
system with its influencer partnership management system. This lack of integration 
complicates tracking voucher codes and managing commissions. This study aims to 
integrate the e-commerce system with a web-based marketing partnership system 
using the Extreme Programming (XP) method, which consists of four stages: planning, 
design, coding, and testing. The planning stage includes interviews and literature 
studies to gather system requirements, which are then translated into use case, activity, 
and class diagrams. Next, coding is performed based on these designs. The system is 
tested using the black-box method and has been proven to function optimally. This 
study concludes that an integrated system can support efficient operations and 
marketing while providing a better user experience. 

Keywords: Extreme Programming, Integrated System, E-commerce, System 
Development, Influencer 
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