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Halaman Persembahan / Motto 

 

 

 

 

 

 

 

”The Best Way To Get Started Is To Quit Talking And Begin Doing.” 

 

Walt Disney 
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RANCANG BANGUN APLIKASI E-COMMERCE PRODUCTION HOUSE 

ONESTEP PRODUCTION BERBASIS WEBSITE  

DENGAN METODE SCRUM 

Willyam 

ABSTRAK 

 

 

 

Pada era digital yang semakin maju, bisnis production house membutuhkan sebuah 

platform e-commerce yang efisien dan efektif untuk menunjang operasionalnya. 

Namun, Onestep Production masih menggunakan sistem tradisional manual yang 

dapat dikatakan cukup tertinggal dibanding kompetitornya, hal ini kemudian 

berdampak pada kepuasan pelanggan dan menimbulkan potensi kebangkrutan 

akibat resesi konsumen. Penelitian ini bertujuan untuk merancang dan membangun 

aplikasi e-commerce Onestep Production berbasis website dengan metode scrum 

yang dapat mempermudah proses transaksi dan menambah jangkauan promosi. 

Penelitian ini berfokus dalam menerapkan metode scrum yaitu sebuah kerangka 

kerja yang menggunakan prinsip agile dengan bertumpu pada kekuatan kolaborasi 

tim, incremental product, dan proses berulang sehingga dapat menghasilkan hasil 

akhir berkualitas tinggi yang efisien dan efektif dalam menghadapi masalah. Hasil 

penelitian menunjukkan bahwa rancang bangun aplikasi e-commerce Onestep 

Production berbasis website dengan menggunakan metode scrum telah berhasil 

dilakukan dengan 3 sprint dan waktu pelaksanaan selama 2 bulan, yaitu bulan 

Juli-Agustus. Kemudian berdasarkan kuesioner TAM yang telah dibagikan, 

menunjukkan penerimaan pengguna adalah sebesar 81.7% untuk kategori perceived 

ease of use, 81.5% untuk kategori perceived usefulness, 81.1% untuk kategori 

attitude toward using, dan 82.5% untuk kategori behavioral intentional. Hal ini 

menunjukkan bahwa website telah berhasil mempermudah proses transaksi dan 

menambah jangkauan promosi. Sistem aplikasi e-commerce Onestep Production 

berbasis website telah berhasil diterima oleh pengguna dengan hasil sangat setuju. 

Kata kunci: E-commerce, Onestep Production, scrum, Technology Acceptance 

Model (TAM), website 
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Designing E-Commerce Production House Onestep Production Application 

Based on Website with Scrum Method 

Willyam 

ABSTRACT 

 

 

 

In the increasingly advanced digital era, production house businesses need an 

efficient and effective e-commerce platform to support their operations. However, 

Onestep Production still uses a traditional manual system which can be said to 

be quite behind its competitors, this then has an impact on customer satisfaction 

and gives rise to the potential for bankruptcy due to the consumer recession. This 

research aims to design and build a website-based Onestep Production e-commerce 

application using the scrum method which can simplify the transaction process 

and increase the reach of promotions. This research focuses on applying the 

Scrum method, which is a framework that uses agile principles which relies on 

the strength of team collaboration, incremental products, and repetitive processes 

so that it can produce high quality final results that are efficient and effective in 

dealing with problems. The research results show that the design and development 

of the website-based Onestep Production e-commerce application using the Scrum 

method was successfully carried out in 3 sprints and an implementation time of 

2 months, namely July-August. Then, based on the TAM questionnaire that was 

distributed, user acceptance was 81.7% for the perceived ease of use category, 

81.5% for the perceived usefulness category, 81.1% for the attitude toward using 

category, and 82.5% for the behavioral intentional category. This shows that 

the website has succeeded in simplifying the transaction process and increasing 

the reach of promotions. The website-based Onestep Production e-commerce 

application system has been successfully accepted by users with highly agreeable 

results. 

Keyword: E-commerce, Onestep Production, scrum, Technology Acceptance 

Model (TAM), website 
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