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SISTEM INFORMASI E-COMMERCE UNTUK TRANSAKSI 

BARANG BEKAS DI KALANGAN MAHASISWA UPI 

PURWAKARTA BERBASIS WEB 

 

ABSTRAK 

Penelitian ini bertujuan merancang dan mengembangkan sistem informasi E- 

commerce berbasis web untuk memfasilitasi transaksi barang bekas di kalangan 

mahasiswa UPI Purwakarta. Latar belakang penelitian ini adalah banyaknya barang 

bekas layak pakai yang sering menumpuk di kontrakan atau kos mahasiswa karena 

belum tersedia platform transaksi yang terorganisir dan aman. Metode 

pengembangan menggunakan Software Development Life Cycle (SDLC) model 

Waterfall, yang meliputi analisis kebutuhan, perancangan sistem, implementasi, 

pengujian, dan pemeliharaan. Sistem diimplementasikan menggunakan WordPress 

dengan dukungan WooCommerce serta penyesuaian fitur seperti registrasi 

pengguna, unggah produk, keranjang belanja, pesan, dan pelacakan status pesanan. 

Hasil pengujian menggunakan metode Black box menunjukkan bahwa seluruh fitur 

inti berfungsi sesuai spesifikasi, sistem mudah digunakan, dan tampilan responsif 

pada berbagai perangkat. Berdasarkan hasil tersebut, dapat disimpulkan bahwa 

sistem yang dikembangkan telah memenuhi kebutuhan mahasiswa untuk 

melakukan jual beli barang bekas secara efisien dan transparan, serta menjadi solusi 

nyata dalam mengurangi permasalahan penumpukan barang bekas di kontrakan 

atau kos mahasiswa yang sering menimbulkan pemborosan sumber daya. 

Kata kunci: E-commerce, barang bekas, sistem informasi, Waterfall, Black Box. 
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A WEB-BASED E-COMMERCE INFORMATION SYSTEM FOR 

SECOND-HAND GOODS TRANSACTIONS AMONG STUDENTS OF UPI 

PURWAKARTA 

 

ABSTRACT 

This research aims to design and develop a web-based E-commerce information 

system to facilitate second-hand goods transactions among UPI Purwakarta 

students. The study is motivated by the large number of reusable goods that often 

accumulate in student boarding houses or rented rooms due to the absence of a 

secure and organized trading platform. The development method applied is the 

Software Development Life Cycle (SDLC) using the Waterfall model, which 

includes requirement analysis, system design, implementation, testing, and 

maintenance. The system was implemented using WordPress with WooCommerce 

support and customized features such as user registration, product upload, 

shopping cart, messaging, and order tracking. The results of the Black box testing 

show that all main features work properly according to specifications, the system 

is user-friendly, and the interface is responsive across devices. Based on these 

results, it can be concluded that the developed system successfully meets students’ 

needs for efficient and transparent second-hand transactions, while also providing 

a reliable digital solution to reduce the accumulation of unused goods in student 

boarding houses or rented rooms. 

Keyword: E-commerce, Second-hand Goods, Information System, Waterfall, Black 

Box. 
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