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PERANCANGAN DAN IMPLEMENTASI APLIKASI RESEP 

MASAKAN BERBASIS MOBILE MENGGUNAKAN FLUTTER 
 

Abstrak 

 

Perkembangan gaya hidup modern menyebabkan meningkatnya konsumsi makanan cepat 

saji pada Generasi Z akibat rendahnya minat memasak serta kesulitan dalam mengelola 

resep dan merencanakan menu harian. Penelitian ini bertujuan merancang dan 

mengimplementasikan aplikasi resep masakan berbasis mobile menggunakan Flutter untuk 

membantu pengguna mencari, menyimpan, mengelola resep, serta menyusun meal planner 

dalam satu platform. Metode pengembangan yang digunakan adalah Agile Scrum dengan 

Firebase Firestore sebagai basis data. Pengujian sistem dilakukan menggunakan Black Box 

Testing untuk memverifikasi fungsionalitas aplikasi, User Acceptance Testing (UAT) untuk 

mengukur tingkat penerimaan pengguna, dan System Usability Scale (SUS) untuk 

mengevaluasi tingkat usability. Hasil pengujian menunjukkan bahwa seluruh skenario Black 

Box Testing berhasil dijalankan sesuai dengan kebutuhan fungsional sistem. UAT 

memperoleh persentase sebesar 86,20%, yang menunjukkan bahwa aplikasi diterima 

dengan baik oleh pengguna. Selain itu, pengujian SUS memperoleh skor rata-rata 84,13, 

termasuk kategori Grade A dengan tingkat penerimaan Acceptable, sehingga menunjukkan 

bahwa aplikasi memiliki tingkat usability yang sangat baik. Dengan demikian, aplikasi yang 

dikembangkan telah berfungsi sesuai kebutuhan, mudah digunakan, dan layak dijadikan 

media pengelolaan resep serta perencanaan menu harian. 

 

Kata kunci: Flutter, Aplikasi Mobile, Resep Masakan, Agile Scrum, Usability. 

 

Abstract 

 

The development of modern lifestyles has led to an increase in fast-food consumption among 

Generation Z due to declining interest in cooking and difficulties in managing recipes and 

planning daily meals. This study aims to design and implement a mobile-based recipe 

application using Flutter to assist users in searching, saving, managing recipes, and 

organizing meal plans within a single platform. The application was developed using the 

Agile Scrum methodology with Firebase Firestore as the database. System evaluation was 

conducted using Black Box Testing to verify the application's functionality, User Acceptance 

Testing (UAT) to measure user acceptance, and the System Usability Scale (SUS) to evaluate 

usability. The testing results showed that all Black Box Testing scenarios were successfully 

executed according to the system's functional requirements. The UAT results achieved a 

score of 86.20%, indicating that the application was well accepted by users. Furthermore, 

the SUS evaluation produced an average score of 84.13, which falls into Grade A with an 

Acceptable rating, indicating that the application has an excellent level of usability. 

Therefore, the developed application functions as intended, is easy to use, and is suitable as 

a tool for recipe management and daily meal planning. 

 

Keywords: Flutter, Mobile Application, Cooking Recipes, Agile Scrum, Usability. 
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