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RINGKASAN 

 

Genius Resto adalah aplikasi point of sales sekaligus digitalisasi menu dan 

dapur berbasi mobile dengan tujuan memudahkan pengguna dalam mendigitalisasi 

restorannya mulai dari menu, kasir, dapur hingga administrasi. Sebagai android 

developer, penulis hanya mendapat tugas perancangan kasir Genius Resto 

menggunakan framework flutter. Penulis menerapkan metode waterfall dalam 

membangun aplikasi Genius Resto. Didalam aplikasi Genius Resto terdapat fitur 

daftar makanan dan minuman, pemesanan, riwayat pemesanan dan pembayaran 

tunai. Berdasarkan hasil uji coba menggunakan metode black box dalam 

mendapatkan fungsionalitas pada semua fitur aplikasi, maka dapat dipastikan 

prototype aplikasi berjalan denga baik. 

 

Kata kunci : point of sales, framework, flutter, waterfall, black box, prototype. 
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ABSTRACT 

 

Genius Resto is a point of sales application as well as digitizing menus and 

mobile-based kitchens with the aim of making it easier for users to digitize their 

restaurants starting from the menu, cashier, kitchen to administration. As an 

android developer, the author is only tasked with designing a Genius Resto cashier 

using the Flutter framework. The author applies the waterfall method in building 

the Genius Resto application. In the Genius Resto application there is a list of food 

and drink features, orders, order history and cash payments. Based on the results 

of trials using the black box method in obtaining functionality for all application 

features, it can be ascertained that the application prototype is running well. 

 

Keywords : point of sales, framework, flutter, waterfall, black box, prototype. 
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