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PERANCANGAN DAN PENGEMBANGAN SISTEM ABSENSI KANTOR
BERBASIS MOBILE APP MENGGUNAKAN FLUTTER DI PT. INFINITE

BUSSINESS SYNERGY

Marselino Lengyu Pantouw

ABSTRAK

Dalam era modern, teknologi berkembang pesat dan mobile app telah diterapkan
dalam berbagai aspek kehidupan termasuk perkantoran. Teknologi informasi
mendorong transformasi dengan mempengaruhi setiap aspek kehidupan, meski
menghadapi tantangan privasi dan keamanan data. Perusahaan kini fokus pada
efisiensi operasional dan pengelolaan sumber daya manusia, termasuk sistem
absensi yang akurat dan mudah diakses. Banyak perusahaan beralih ke mobile app
untuk absensi karyawan, menawarkan fleksibilitas dan aksesibilitas yang lebih baik.
Sistem absensi kantor berbasis mobile app meningkatkan efisiensi dan akurasi data,
memungkinkan karyawan melakukan absensi dari mana saja. Dalam perancangan
tampilan UI, figma digunakan secara intensif dalam perancangan sistem baru,
memastikan desain antarmuka yang efisien dan kolaboratif sesuai kebutuhan
pengguna. Sistem presensi sebelumnya menggunakan Java dan menghadapi
tantangan karena pengembang aslinya tidak lagi terlibat, menyebabkan penurunan
performa. Untuk mengatasi ini, beralih ke Flutter memberikan tampilan yang lebih
menarik dan intuitif serta meningkatkan performa dan efisiensi. Flutter dipilih
sebagai framework pengembangan karena kemampuannya dalam membangun
aplikasi lintas platform dengan tampilan menarik dan responsif. Dalam hal ini,
setelah desian telah dibuat, diimplementasikan ke Flutter menggunakan bahasan
pemrograman Dart. Flutter mendukung pengembangan cepat dan pemeliharaan
mudah dengan pengalaman pengguna yang konsisten di berbagai perangkat.
Menggunakan metode Rapid Application Development (RAD) yang berfokus pada
penciptaan prototipe perangkat lunak secara cepat dan iteratif. Hasil akhir yang
didapati adalah sebuah system mobile app untuk karyawan melakukan laporan kerja
harian (presensi).

Kata kunci: mobile app, sistem absensi, desain, Flutter, Figma
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Design and Development of a Mobile App-Based Office Attendance System
Using Flutter at PT. Infinite Business Synergy

Marselino Lengyu Pantouw

ABSTRACT

In the modern era, technology is rapidly evolving, and mobile apps have been
integrated into various aspects of life, including the workplace. Information
technology drives transformation by impacting every facet of life, despite facing
challenges related to data privacy and security. Companies are now focusing on
operational efficiency and human resource management, including accurate and
easily accessible attendance systems. Many companies are shifting to mobile apps
for employee attendance, offering better flexibility and accessibility. Mobile app-
based office attendance systems enhance efficiency and data accuracy, allowing
employees to mark their attendance from anywhere. In the UI design phase, Figma
is extensively used to design the new system, ensuring an efficient and collaborative
interface that meets user needs. The previous attendance system, built with Java,
faced challenges as the original developers were no longer involved, leading to
performance issues. To address this, switching to Flutter provides a more attractive
and intuitive interface while improving performance and efficiency. Flutter was
chosen as the development framework due to its capability to build cross-platform
applications with attractive and responsive designs. Once the design was finalized, it
was implemented in Flutter using the Dart programming language. Flutter supports
rapid development and easy maintenance, providing a consistent user experience
across various devices. Utilizing the Rapid Application Development (RAD)
method, which focuses on quickly and iteratively creating software prototypes, the
final outcome is a mobile app system enabling employees to report their daily work
(attendance).

Kata kunci: mobile app, attendance system, design, Flutter, Figma
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