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ABSTRAK 

PENGEMBANGAN APLIKASI MOBILE PORTAL TRACER STUDY (Oleh: 

Bagas Rony Hidayat; Pembimbing: Radityo Adi Nugroho & Rudy Herteno, 2023; 

60 halaman) 

Tracer Study merupakan kegiatan penting yang dilakukan dalam mengevaluasi 

keberhasilan lulusan perguruan tinggi dalam memasuki dunia kerja atau kehidupan 

setelah menyelesaikan program studi. Universitas Lambung Mangkurat telah 

merancang aplikasi berbasis website untuk Tracer Study, namun alumni mengalami 

kesulitan dalam mengakses aplikasi tersebut melalui smartphone, sehingga 

pengumpulan data belum maksimal, untuk mengatasi masalah tersebut peneliti 

mengembangkan aplikasi Tracer Study berbasis mobile sebagai solusi 

permasalahan yang dihadapi alumni. Implementasi pengembangan Aplikasi mobile 

Tracer Study bisa dikembangkan menggunakan framework Flutter menggunakan 

metode waterfall, pengembangan dilakukan melalui tahap analisis kebutuhan, 

desain sistem, pengembangan dan pengujian. Hasil pengujian menggunakan User 

Acceptance Testing didapatkan rata-rata sebesar 69,73% mencakup 4 aspek yaitu 

Easy to Use, Reliability, Accessibility, dan Flexibility. 

Kata Kunci: Aplikasi, Flutter, Mobile, Pengembangan, Waterfall  
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ABSTRACT 

DEVELOPMENT OF TRACER STUDY PORTAL MOBILE APPLICATION 

(By: Bagas Rony Hidayat; Supervisor: Radityo Adi Nugroho & Rudy Herteno, 

2023; 60 pages) 

Tracer Study is an important activity carried out in evaluating the success of 

university graduates in entering the world of work or life after completing the study 

program. Lambung Mangkurat University has designed a website-based 

application for Tracer Study, but alumni have difficulty accessing the application 

via smartphone, so data collection has not been maximized, to overcome these 

problems researchers developed a mobile-based Tracer Study application as a 

solution to the problems faced by alumni. Implementation of the development of 

Tracer Study mobile applications can be developed using the Flutter framework 

using the waterfall method, development is carried out through the stages of needs 

analysis, system design, development, and testing. The test results using User 

Acceptance Testing obtained an average of 69.73% covering 4 aspects, namely 

Easy to Use, Reliability, Accessibility, and Flexibility. 

Keywords: Application, Flutter, Mobile, Development, Waterfall  
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