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RINGKASAN

Branded Murah Kudus mermpakan toko vang pakaian vang melayami
penjualan offline dan mga ownline. Pada proses bisnisnya saat i1 sering
menghadapi tantangan dalam pengelolaan data yang masth manual Pemesanan
produk pada Branded Murah Kudus bisa dilakukan dengan via whatsapp, tetapi
masih ada beberapa keterbatasan. Pemasaran vang masth terbatas pada whatsapp
menmnunjukkan kurangnya pemanfaatan potensi media sosial untuk memperhias
pasar dan meningkatkan loyalitas pelanggan. Tujuan dari penelitian i untuk
membangun sistem informasi penjualan dengan menggunakan pendekatan
gamification. Elemen gamification yang akan diterapkan antara lain adalah poinr,
badges. leaderboard dan reward. Dengan menggunakan pendekatan gamification
dan didukung fitur virtual try en sistem i dirancang untuk dapat menyelesaikan
masalah pemasaran dan penjualan. vattu meningkatkan dava tarik dan lovalitas
pelanggan. sistem 11 menggunakan metode pengembang sistem Rapid
Application Developmernt (BAD) dan metode perancangan sistem menggunakan
Unified Modeling Language (UML). Hasil dari penelitian ini menunjukkan bahwa
sistema dapat memudahkan proses transaksi penjualan dan memotivasi pelanggan
dengan dava tarik pengalaman berbelanja sehingga dapat menmngkatkan lovalitas
pelanggan.

Kata kunci : Gamification, Sistem Informasi, Virtual Try On, Sistem Informasi
Penjualan
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ABSTRACT

Branded Murah Kudus is a clothing store that serves offline and online
sales. In its current business processes, it oftem faces challenges in data
management that are still manual. Product orders at Cheap Branded Kudus can
be made via whatsapp, but there are still some limitations. Marketing that is still
[imited to whatsapp shows a lack of utilization of the potential of social media to
expand the market and increase customer lovalty. The purpose of this research is
to build a sales information system using a gamification approach. The
gamification elements that will be implemented include points, badges,
leaderboards and rewards. By using a gamification approach and supported by a
virtual trv on feature, this system is designed to selve marketing and sales
prablems, namely increasing customer attraction and lovalty. This system uses the
Rapid Application Development (RAD) system developer method and the system
design method uses the Unified Modeling Language (UML). The results of this
study show that the system can facilitate the sales transaction process and
motivate customers with the attractiveness of the shopping experience 50 as to
increase customer lovalty.

Eeywords : Gamification, Information System, Virtual Try On, Sales Information
Svstem
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