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ABSTRAK 

 
 
Nama  : Dwiky Suhardianto 
Program Studi : Informatika 
Judul  : Aplikasi Presensi Online Berbasis Smartphone 
 

Perkembangan cara pengambilan data presensi sekarang ini sudah melaju 
sangat pesat. Jika dulu menggunakan kertas, lalu berganti menjadi fingerprint, dan 
ada pula yang menggunakan pengenalan wajah. Seperti halnya produk elektronik 
yang lain, mesin fingerprint ada kalanya ditemukan beberapa kendala, diantaranya 
adalah setting waktu antar alat presensi yang tidak sama dan alat presensi masuk dan 
keluar berbeda. Lalu, mesin tidak dapat menerima presensi saat sedang proses 
mengirim data ke server. Sehingga, pihak personalia harus menghandle masalah 
tersebut setiap hari. sehingga diperlukan inovasi atau pembaharuan dalam hal 
melakukan presentasi, yaitu dengan memanfaatkan smartphone masing-masing 
karyawan. Penelitian ini menggunakan metode pengembangan Agile Scrum. 
Penelitian dilakukan dalam 7 tahap, yaitu plan, design, develop, test, deploy, review, 
dan launch. Pengumpulan data dilakukan dengan menggunakan  System Usability 
Scale,  yang  terdiri  dari  10  pertanyaan.  Data  hasil penelitian  kemudian  dianalisis  
dengan  mencari  rata-rata  skor  yang  kemudian dikonversikan  kedalam  nilai  Sangat 
Baik, Baik, Cukup, Kurang dan Sangat Kurang. Adapun hasil evaluasi menunjukkan 
bahwa Aplikasi Presensi Online Berbasis Smartphone mendapatkan rata-rata skor 
SUS sebesar 68.75. Apabila mengacu kepada table interpretasi skor, nilai ini termasuk 
ke dalam grade C yaitu cukup. 

 
Kata kunci: Presensi, Android, Face Detection, Online 
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ABSTRACT 

 
 
Name  : Dwiky Suhardianto 
Department : Informatics 
Title  : Smartphone-Based Online Presence App 
 

The development of the way attendance data collection is now progressing 
very rapidly. If it used to use paper, then it changed to fingerprint, and some used 
facial recognition. As with other electronic products, the fingerprint machine 
sometimes encounters several obstacles, including the different time settings between 
attendance devices and different incoming and outgoing attendance devices. Then, the 
machine cannot receive the presence while it is in the process of sending data to the 
server. So, the personnel must handle the problem every day. so that innovation or 
renewal is needed in terms of making presentations, namely by utilizing each 
employee's smartphone. This research uses the Agile Scrum development method. 
The research was conducted in 7 stages, namely plan, design, develop, test, deploy, 
review, and launch. Data was collected using the System Usability Scale, which 
consisted of 10 questions. The research data were then analyzed by finding the average 
score which was then converted into Very Good, Good, Enough, Less and Very Poor 
scores. The evaluation results show that the Smartphone-Based Online Presence 
Application gets an average SUS score of 68.75. When referring to the score 
interpretation table, this value is included in grade C, which is sufficient. 
 
Keyword: Presensi, Android, Face Detection, Online 
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