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NIM 2100117 

 

ABSTRAK 

 
Desa Wisata Kampoeng Radjoet Binong Jati merupakan sentra industri kreatif 

berbasis rajutan yang memiliki lebih dari 400 unit usaha aktif dan memproduksi 

sekitar 4.500 lusing produk per bulan. Proses administrasi dan transaksi penjualan 

yang masih dilakukan secara manual mengakibatkan inefisiensi, risiko kesalahan 

pencatatan, dan kesulitan pelacakan stok. Permasalahan tersebut menjadi dasar 

pengembangan Sistem Informasi Merajut Asa Kita berbasis web dengan metode 

pengembangan Agile Extreme Programming. Kegiatan ini bertujuan untuk 

merancang dan membangun sistem yang mampu mengintegrasikan pencatatan 

barang masuk dan keluar, pengelolaan stok, pencatatan transaksi, serta pencetakan 

struk secara digital, sekaligus menguji dampak penerapannya terhadap efektivitas 

manajemen barang dan transaksi penjualan. Hasil implementasi menunjukkan 

bahwa sistem berjalan sesuai kebutuhan pengguna, dibuktikan dengan pengujian 

Blackbox yang memperoleh hasil 100% keberhasilan dan User Acceptance Test 

(UAT) yang menghasilkan tingkat penerimaan tinggi pada aspek learnability 

(86,93%), efficiency (83,07%), memorability (83,08%), satisfaction (87,69%), dan 

errors (70%). Disimpulkan bahwa sistem mampu meningkatkan efisiensi, akurasi, 

dan kemudahan dalam pengelolaan barang serta transaksi, meskipun perlu 

peningkatan pada aspek errors melalui pelatihan lanjutan dan panduan penggunaan. 

 

Kata Kunci: Sistem Informasi, Manajemen Barang, Transaksi Penjualan, 

Extreme Programming, User Acceptance Test (UAT) 
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DESIGN AND DEVELOPMENT INVENTORY AND CASHIER 

MANAGEMENT OF KAMPOENG RADJOET TOURISM 

VILLAGE 
 

FAIRUS SALIMI 

NIM 2100117 

 

ABSTRACT 

 
Kampoeng Radjoet Binong Jati Tourism Village is a knitting-based creative 

industry center with over 400 active business units producing around 4,500 dozen 

knitten products monthly. Manual administration anda sales transaction processes 

have led to inefficiency, recording errors, and difficulties in stock tracking. These 

issues formed the basis for developing a web-based Merajut Asa Kita Information 

System using the Agile Extreme Programming development method. The objective 

of this studi is to design and build a system that integrates digital recording of 

incoming and outgoind goods, stock management, sales transaction logging, and 

receipt printing, as well as to evaluate its impact on the effectiveness of goods 

management and sales transactions. The implementation results indicate that the 

system meets user needs, as proven by Blackbox testing with a 100% success rate 

and User Acceptance Test (UAT) results showing high acceptance levels in 

learnability (86,93%), efficiency (83,07%), memorability (83,08%), satisfaction 

(87,69%), and erros (70%). This study concludes that the system successfully 

improves efficiency, accuracy, and ease in managing goods and transactions, 

although improvements in the errors aspect are recommended through further 

training and comprehensive user guidance. 

 

Keywords: Information System, Inventory Mangement, Sales Transaction, 

Extreme Programming, User Acceptance Test (UAT). 
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