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ABSTRAK 

Pungutan liar (pungli) di lingkungan akademik merupakan masalah serius 

yang memerlukan sistem pelaporan efektif. Penelitian ini bertujuan merancang dan 

membangun sistem pelaporan pungli berbasis mobile sebagai solusi digital yang 

mudah diakses. Aplikasi dikembangkan dengan framework Flutter untuk Android 

dan React.js untuk admin web, didukung penuh Firebase sebagai backend 

komprehensif. Metode penelitian meliputi analisis kebutuhan, perancangan, 

implementasi, dan pengujian. Pengujian fungsionalitas sistem menggunakan Black 

Box Testing pada 36 skenario uji menunjukkan 100% keberhasilan, menegaskan 

semua fitur inti berfungsi baik. Hasil pengujian usability menggunakan System 

Usability Scale (SUS) menghasilkan skor 82,08, terkategorikan Acceptable (Grade 

B, Good hingga Excellent). Ini mengindikasikan aplikasi sangat mudah digunakan 

dan diterima pengguna. Dengan demikian, sistem ini diharapkan menjadi saluran 

pelaporan yang aman, rahasia, dan efisien bagi sivitas akademika UPI Kampus 

Purwakarta, mendukung terciptanya lingkungan akademik yang bersih dan 

berintegritas. 

 

Kata Kunci: Sistem Pelaporan, Pungutan Liar, Mobile, Flutter, Basis Data 

Firebase.   
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ABSTRACT 

Extortion (pungli) in the academic environment is a serious issue that 

requires an effective reporting system. This research aims to design and build a 

mobile-based extortion reporting system as an easily accessible digital solution. 

The application is developed using the Flutter framework for Android and React.js 

for the web admin panel, fully supported by Firebase as a comprehensive backend. 

The research methodology includes requirements analysis, design, implementation, 

and testing. Functional testing, using the Black Box Testing method on 36 test 

scenarios, shows 100% success, confirming all core features function well. 

Usability testing using the System Usability Scale (SUS) yields a score of 82.08, 

categorized as Acceptable (Grade B, Good to Excellent). This indicates the 

application is very easy to use and well-received by users. Thus, this system is 

expected to be a secure, confidential, and efficient reporting channel for the 

academic community of UPI Purwakarta Campus, supporting a clean and integrity-

driven academic environment. 

 

Keywords: Reporting System, Extortion, Mobile, Flutter, Firebase Database. 
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