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ABSTRAK 
 

Iqbal Mahandika Putra. 202010225268. Aplikasi Rekrutmen Karyawan Menggunakan 

Metode Extreme Programming Di PT Iron Bird Logistics Jakarta Utara. 

Sumber daya manusia merupakan salah satu bagian terpenting dalam tumbuh kembangnya 

perusahaan atau instansi. Sebuah manajemen Perusahaan akan berjalan semakin baik bila 

didukung oleh sumber daya yang baik. Salah satu diantaranya adalah manajemen sistem 

rekrutmen karyawan PT. Iron Bird Logistics sebagai perusahaan yang bergerak dibidang 

logistik. Saat ini proses rekrutmen dan seleksi karyawannya masih menggunakan secara 

manual pada proses perekrutanya. Hal tersebut dapat menimbulkan beberapa permasalahan 

diantaranya, data pelamar yang hilang, dan ketersedian data. Dari perrmasalahan tersebut 

penulis merancang sebuah sistem rekrutmen karyawan berbasis web, sistem diuji coba 

dengan menggunakan blackbox testing. dalam penelitianya penulis menggunakan metode 

extreme programming untuk merancang sebuah sistem informasi yang diharapkan dapat 

membantu kinerja sumber daya manusia. 

Kata kunci: Metode extreme programming, rekrutmen, Black box testing, logistic, 

informasi. 
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ABSTRACT 
 

Iqbal Mahandika Putra. 202010225268. Employee Recruitment Application Using 

Extreme Programming Method at PT. Iron Bird Logistics. 

Human resources are one of the most important parts in the growth and development of a 

company or agency. A company's management will run better if it is supported by good 

resources. One of them is the management of the employee recruitment system of PT. Iron 

Bird Logistics as a company engaged in logistics. Currently, the recruitment and selection 

process of its employees is still used manually in the recruitment process. This can cause 

several problems, including lost applicant data, and data availability. From this problem, 

the author designed a web-based employee recruitment system, the system was tested using 

blackbox testing. In his research, the author uses the extreme programming method to 

design an information system that is expected to help the performance of human resources. 

Keywords: Extreme programming methods, recruitment, Black box testing, logistics, 

information. 
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