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PENGEMBANGAN APLIKASI MOBILE LINTAS PLATFORM 

BERBASIS FLUTTER UNTUK DIGITALISASI PEMESANAN 

KANTIN DI LINGKUNGAN UNIVERSITAS 

 (Nicholas Soesilo) 

ABSTRAK 

 

Laporan ini disusun sebagai luaran dari program Merdeka Belajar Kampus 

Merdeka (MBKM) Kewirausahaan yang diikuti penulis selama satu semester. 

Dalam program ini, penulis tergabung dalam tim yang mengembangkan U-Teen, 

sebuah aplikasi mobile lintas platform berbasis Flutter yang bertujuan untuk 

mendigitalisasi layanan pemesanan dan pembayaran di kantin kampus. Aplikasi ini 

dikembangkan sebagai respons atas permasalahan nyata di lingkungan universitas, 

seperti antrean panjang, kurangnya visualisasi informasi menu, serta alur transaksi 

yang belum efisien. Penulis mengambil peran sebagai pengembang front-end dan 

back-end utama, bertanggung jawab penuh atas implementasi antarmuka, logika 

aplikasi, serta integrasi data menggunakan Firebase. Selama proses pengembangan, 

penulis menghadapi beberapa kendala, antara lain kesulitan memahami bahasa 

pemrograman Dart, instalasi Flutter yang memerlukan sinkronisasi environment, 

kompleksitas integrasi sistem pembayaran digital, serta tantangan dalam debugging 

aplikasi. Solusi yang diambil mencakup eksplorasi dokumentasi, penggunaan 

bantuan teknologi berbasis AI, serta pendekatan trial and error untuk mengatasi 

hambatan teknis. Dari pengalaman ini, penulis memperoleh banyak pembelajaran 

praktis mengenai pengembangan produk digital, kerja tim, dan pentingnya 

manajemen waktu dalam menyelesaikan proyek nyata. 

 

Kata kunci: Flutter, MBKM, Kewirausahaan Digital, Firebase, Aplikasi Mobile 
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Cross-Platform Mobile Application Development Using Flutter 

for Digitizing Campus Canteen Ordering Services 

(Nicholas Soesilo) 

 

ABSTRACT (English) 

 

This report is prepared as part of the deliverables for the Merdeka Belajar Kampus 

Merdeka (MBKM) Entrepreneurship program, which the author participated in for 

one semester. Within this program, the author was part of a team that developed 

U-Teen, a cross-platform mobile application built using Flutter, aimed at digitizing 

food ordering and payment services in campus canteens. The application was 

created in response to real issues observed in the university environment, such as 

long queues, lack of centralized menu information, and inefficient transaction 

flows. The author served as the primary front-end and back-end developer, 

responsible for implementing the user interface, application logic, and data 

integration using Firebase. During development, the author encountered several 

challenges, including difficulties in learning the Dart programming language, 

environment synchronization issues during Flutter installation, complex payment 

gateway integration, and debugging across multiple components. These were 

resolved through documentation research, AI-assisted technical guidance, and 

iterative trial-and-error approaches. Through this experience, the author gained 

valuable practical insights into digital product development, cross-functional 

teamwork, and the importance of effective time management in completing real-

world projects. 

 

Keywords: Flutter, MBKM, Digital Entrepreneurship, Firebase, Mobile 

Application 
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