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Abstrak

E-Commerce merupakan sebuah sistem yang memudahkan.user dalam melakukan
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Abstract

E-Commerce is a system that makes it easy for users to make purchases and transactions for a
product online. E-Commerce also makes it easier for various parties to sell their products globally.
Semarang area has the PSIS Semarang football club. This football club has a supporter named
Panser Biru they sell various kinds of merchandise. They also have their sales website but in the past
2.5 years the website used to sell merchandise has not changed from the aspect of the appearance of
the website which has resulted in consumers being not interested in shopping on this website. With
the existing problems, the researchers made a final project using the waterfall system development
method with the title "Development of Web-Based Merchandise and Ticket Sales Information Systems
for Web-Based Football Matches at the Panser Biru Store™ with the intention of improving the
appearance to be better.

Keywords : PSIS Semarang, E-Commerce, Website, Waterfall.
Semarang, 05 Febuari 2021
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