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ABSTRAK 

 PENGEMBANGAN APLIKASI CATATAN KEUANGAN UNTUK 

USAHA MIKRO KECIL  MENENGAH (UMKM) BERBASIS FLUTTER 

merupakan usaha untuk menangani masalah pencatatan keuangan manual yang 

tidak efektif seperti kehilangan data yang di hadapi oleh pengusaha UMKM. Dalam 

menghadapi tantangan ini peneliti mencoba untuk mengembangkan sebuah aplikasi 

berbasis mobile dengan menggunakan Flutter dan  package  yang tersedia agar 

aplikasi tersebut dapat menyimpan data pengeluaran dan pemasukan keuangan para 

pengusaha UMKM pada perangkat mobile mereka. Dengan dikembangkannya 

aplikasi cataan keuangan mobile menggunaka Flutter dan package yang tersedia. 

Dalam melakukan pengembangan aplikasi peneliti menggunakan metode waterfall, 

dan untuk mengetahui kinerja fungsionalitas dari aplikasi yang di kembangkan 

peneliti menggunakan metode Black Box testing dikarenakan sangat cocok untuk 

mengetahui kinerja dari setiap fitur-fitur yang ada pada aplikasi. Dan hasil akhir 

pengembangan aplikasi, fitur-fitur di dalam aplikasi dapat bekerja seperti yang di 

inginkan. 

Kata Kunci : UMKM, Aplikasi Mobile, Flutter, Catatan Keuangan, pengujian 

dengan black box 
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ABSTRACT 

DEVELOPING A FINANCIAL NOTES APPLICATION FOR MICRO, 

SMALL AND MEDIUM ENTERPRISES (MSMEs) BASED ON FLUTTER is an 

effort to address the problem of ineffective manual financial recording such as data 

loss faced by MSME entrepreneurs. In facing this challenge, researchers try to 

develop a mobile-based application using Flutter and available packages so that 

the application can store MSME entrepreneurs' financial income and expenditure 

data on their mobile devices. By developing a mobile financial records application 

using Flutter and available packages. In developing the application, researchers 

use the waterfall method, and to determine the functional performance of the 

application developed, researchers use the Black Box testing method because it is 

very suitable for determining the performance of each feature in the application. 

And the final result of application development, the features in the application can 

work as desired. 

Keywords : MSME, Mobile Apps, Flutter, Financial Notes, Black Box Testing 

  



 
 

ix 
 

DAFTAR ISI 

 
COVER ....................................................................................................................  

SURAT PERNYATAAN ...................................................................................... iv 

MOTTO DAN PERSEMBAHAN ........................................................................ v 

KATA PENGANTAR ........................................................................................... vi 

ABSTRAK ........................................................................................................... vii 

ABSTRACT ......................................................................................................... viii 

DAFTAR ISI ......................................................................................................... ix 

DAFTAR GAMBAR ........................................................................................... xii 

DAFTAR TABEL ............................................................................................... xiii 

BAB I PENDAHULUAN ...................................................................................... 1 

1.1 Latar Belakang ...................................................................................... 1 

1.2 Rumusan Masalah ................................................................................. 2 

1.3 Batasan Masalah ................................................................................... 2 

1.4 Tujuan Penelitian .................................................................................. 2 

1.5 Manfaat Penelitian ................................................................................ 3 

1.4.1 Manfaat Praktis ................................................................................... 3 

1.4.2 Manfaat Akademis .............................................................................. 3 

1.6 Sistematika Penelitian ........................................................................... 3 

BAB II TINJAUAN PUSTAKA ........................................................................... 6 

2.1 Tinjauan Penelitian Terdahulu ............................................................ 6 

2.1.1 Tinjauan Penelitian Terdahulu I .......................................................... 6 

2.1.2 Tinjauan Penelitian Terdahulu II ......................................................... 6 

2.1.3 Tinjauan Pustaka Terdahulu III ........................................................... 7 

2.1.4 Tinjauan Pustaka Terdahulu IV ........................................................... 7 

2.1.5 Tinjauan Pustaka Terdahulu V ............................................................ 7 

2.1.6 Tinjauan Pustaka Terdahulu VI ........................................................... 8 

2.1.7 Tinjauan Pustaka Terdahulu VII .......................................................... 8 

2.1.8 Tinjauan Pustaka Terdahulu VIII ........................................................ 9 

2.1.9 Tinjauan Pustaka Terdahulu IX ......................................................... 10 

2.1.10 Tinjauan Pustaka Terdahulu X ...................................................... 10 



 
 

x 
 

2.1.11 Tinjauan Pustaka Terdahulu XI ...................................................... 11 

2.1.12 Tinjauan Pustaka Terdahulu XII .................................................... 12 

2.1.13 Tinjauan Pustaka Terdahulu XIII .................................................. 13 

2.1.14 Tinjauan Pustaka Terdahulu XIV .................................................. 13 

2.2 Teori Yang Di Gunakan ...................................................................... 31 

2.2.1 Aplikasi ............................................................................................. 31 

2.2.2 Aplikasi Mobile ................................................................................. 31 

2.2.3 Framework Flutter ............................................................................. 31 

2.2.4 Bahasa Dart ....................................................................................... 32 

2.2.5 Catatan Keuangan ............................................................................. 33 

2.2.6 Black Box .......................................................................................... 33 

BAB III METODOLOGI PENELITIAN ......................................................... 34 

3.1 Pengembangan Ide .............................................................................. 34 

3.2 Metode Pengembangan Sistem .......................................................... 34 

3.2.1 Analisis Kebutuhan Sistem ............................................................... 35 

3.2.2 Desain Perancangan Sistem .............................................................. 37 

3.2.3 Rancangan Alur Aplikasi................................................................... 41 

3.2.4 Implementasi Rancangan Sistem ...................................................... 45 

3.2.5 Integrasi dan Pengujian ..................................................................... 45 

3.2.6 Pengoperasian dan Pemeliharaan ...................................................... 45 

BAB IV HASIL DAN PEMBAHASAN ............................................................. 46 

4.1 Perancangan User Interface (UI) ....................................................... 46 

4.2 Implementasi Halaman Home Page .................................................. 47 

4.3 Implementasi Halaman Tambah barang .......................................... 50 

4.4 Implementasi Halaman Ubah Barang ............................................... 53 

4.5 Uji Coba ............................................................................................... 55 

4.6 Hasil Pengujian Aplikasi .................................................................... 56 

4.7 Hasil Uji Coba Pengguna ................................................................... 57 

BAB V SARAN DAN KESIMPULAN .............................................................. 59 

5.1 Kesimpulan .......................................................................................... 59 

5.2 Saran .................................................................................................... 59 

DAFTAR PUSTAKA........................................................................................... 60 



 
 

xi 
 

LAMPIRAN ......................................................................................................... 62 

Lampiran 1 Hasil Cek Plagiasi ....................................................................... 62 

Lampiran 2 Poster ........................................................................................... 66 

 

  



 
 

xii 
 

DAFTAR GAMBAR 
 

Gambar 3. 1 Perancangan Aplikasi Buku Kas Kita dengan menggunakan model 

waterfall................................................................................................................. 35 
Gambar 3. 2 Rancangan tampilan dari menu Home Page .................................... 37 
Gambar 3. 3 Rancangan tampilan menu Tambah Barang ..................................... 38 
Gambar 3. 4 Rancangan tampilan menu Ubah Barang ......................................... 40 
Gambar 3.5 Diagram alir dari halaman Home Page ............................................. 41 
Gambar 3.6 Diagram alir dari halaman Tambah Barang ...................................... 43 
Gambar 3. 7 Diagram alir dari halaman Ubah Barang.......................................... 44 

Gambar 4.1 Tampilan User Interface (UI) Home screen, Tambah Barang, dan 

Ubah Barang pada aplikasi yang di buat ............................................................... 46 
Gambar 4.2 implementasi package Calendarappbar pada home screen aplikasi .. 47 
Gambar 4.3  Baris kode daftar barang pada bagian home page aplikasi .............. 47 
Gambar 4.4 Baris kode untuk menampilkan menu tab bar ................................... 48 
Gambar 4.5 Baris kode untuk menampilkan ringkasan bulanan........................... 48 
Gambar 4.6 Baris kode untuk menampilkan ringkasan harian ............................. 49 
Gambar 4.7 Baris kode untuk menuju menu Tambah Barang .............................. 49 
Gambar 4.8 Baris kode untuk menuju halaman Ubah Barang .............................. 50 
Gambar 4.9 Baris kode untuk menghapus data barang ......................................... 50 
Gambar 4.10 Baris kode untuk membuat komom form nama barang .................. 51 
Gambar 4.11 Baris kode untuk membuat kolom form harga barang .................... 51 
Gambar 4.12 Baris kode switch untuk menentukan jenis barang ......................... 52 
Gambar 4.13 Baris kode tanggal untuk menentukan tanggal dari barang ............ 52 
Gambar 4.14 Baris kode untuk mengkonfirmasi barang yang ingin di tambahkan

 ............................................................................................................................... 53 
Gambar 4.15 Model dari database aplikasi menggunakan package Hive ............. 54 
Gambar 4. 16 hasil database yang di buat secara otomatis oleh package Hive .... 54 
Gambar 4.17 Pelaku Usaha UMKM Pedagang Keliling ...................................... 55 
Gambar 4.18 Pengujian Aplikasi .......................................................................... 57 
 

  



 
 

xiii 
 

DAFTAR TABEL 
 

Tabel 2.1 Penelitian Terdahulu .............................................................................. 14 

Tabel 3. 1 Tabel Hasil Observasi dan Wawancara ................................................ 36 

Tabel 3. 2 Tabel Permasalahan dan Solusi ............................................................ 36 

Tabel 4.1 Tabel hasil pengujian fungsionalitas aplikasi ........................................ 56 
 

 


