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ABSTRAK 

Penelitian ini bertujuan untuk mengimplementasikan chatbot berbasis aplikasi E-Commerce 

dengan menggunakan Flutter sebagai upaya untuk meningkatkan penjualan. Chatbot dirancang 

untuk membantu pengguna dalam menemukan produk, memberikan informasi yang relevan, serta 

mempermudah proses transaksi secara otomatis. Dengan adanya chatbot, diharapkan interaksi 

pengguna dengan aplikasi menjadi lebih cepat dan efisien, sehingga dapat mendorong peningkatan 

konversi penjualan. Metodologi penelitian mencakup pengembangan aplikasi menggunakan 

Flutter dengan antarmuka yang responsif dan user-friendly. Proses pengembangan melibatkan 

pengujian fungsional untuk memastikan bahwa setiap fitur, terutama chatbot, bekerja dengan baik 

dan efektif dalam membantu pengguna. Pengumpulan data dilakukan melalui survei pengguna dan 

pengujian fungsionalitas untuk mengevaluasi dampak chatbot terhadap penjualan. Parameter 

evaluasi meliputi kemudahan penggunaan, kecepatan respon chatbot, dan dampaknya terhadap 

peningkatan transaksi. Hasil penelitian ini diharapkan dapat memberikan sumbangan bagi inovasi 

di bidang E-Commerce, terutama dalam memanfaatkan teknologi chatbot untuk meningkatkan 

penjualan dan memberikan pengalaman belanja yang lebih baik kepada pengguna.  

Kata kunci: Flutter, Aplikasi E-Commerce, Chatbot 

ABSTRACT 

This research aims to implement a chatbot based on an E-Commerce application using Flutter as 

an effort to increase sales. Chatbots are designed to help users find products, provide relevant 

information, and simplify the transaction process automatically. With the chatbot, it is hoped that 

user interaction with the application will be faster and more efficient, so that it can encourage 

increased sales conversions. The research methodology includes application development using 

Flutter with a responsive and user-friendly interface. The development process involves functional 

testing to ensure that each feature, especially the chatbot, works well and is effective in helping 

users. Data collection was carried out through user surveys and functionality testing to evaluate 

the chatbot's impact on sales. Evaluation parameters include ease of use, speed of chatbot response, 

and impact on increasing transactions. It is hoped that the results of this research can contribute to 

innovation in the field of E-Commerce, especially in utilizing chatbot technology to increase sales 

and provide a better shopping experience to users. 

Keyword: Flutter, Aplikasi E-Commerce, Chatbot 



DAFTAR ISI 

ABSTRAK ..................................................................................................... Error! Bookmark not defined. 

ABSTRACT ................................................................................................... Error! Bookmark not defined. 

DAFTAR ISI ............................................................................................................................................... 12 

DAFTAR GAMBAR .................................................................................................................................. 13 

DAFTAR TABEL ....................................................................................................................................... 14 

BAB I PENDAHULUAN .............................................................................. Error! Bookmark not defined. 

1.1 Latar Belakang ............................................................................... Error! Bookmark not defined. 

1.2 Identifikasi Masalah ....................................................................... Error! Bookmark not defined. 

1.3 Tujuan: ........................................................................................... Error! Bookmark not defined. 

1.4 Batasan Masalah: ........................................................................... Error! Bookmark not defined. 

BAB II TINJAUAN PUSTAKA .................................................................... Error! Bookmark not defined. 

2.1 Landasan Teori ............................................................................... Error! Bookmark not defined. 

2.1.1 E-Commerce .......................................................................... Error! Bookmark not defined. 

2.1.2 Flutter ..................................................................................... Error! Bookmark not defined. 

2.1.4 Chatbot ................................................................................... Error! Bookmark not defined. 

2.1.5 Diagflow ................................................................................ Error! Bookmark not defined. 

2.2 Penelitian terdahulu ....................................................................... Error! Bookmark not defined. 

BAB III METODOLOGI PENELITIAN....................................................... Error! Bookmark not defined. 

3.1 Subject Penelitian ........................................................................... Error! Bookmark not defined. 

3.2 Metode pengambilan data .............................................................. Error! Bookmark not defined. 

3.2.1 Sumber data primer ................................................................ Error! Bookmark not defined. 

3.2.2 Sumber data sekunder ............................................................ Error! Bookmark not defined. 

3.3 Sumber dan metode pengumpulan data ......................................... Error! Bookmark not defined. 

3.3.1 Sumber data ........................................................................... Error! Bookmark not defined. 

3.3.2 Metode pengumpulan data ..................................................... Error! Bookmark not defined. 

3.4 Metode pengembangan dengan agile ............................................. Error! Bookmark not defined. 

3.4.1 Pengertian agile ...................................................................... Error! Bookmark not defined. 

3.4.2 Tahapan concept ..................................................................... Error! Bookmark not defined. 

3.4.3 Tahapan inception .................................................................. Error! Bookmark not defined. 

3.4.4 Tahapan iteration .................................................................... Error! Bookmark not defined. 

3.4.5 Tahapan release ...................................................................... Error! Bookmark not defined. 

3.5 Arsitektur sistem ............................................................................ Error! Bookmark not defined. 



3.3.1 Alur sistem ............................................................................. Error! Bookmark not defined. 

3.3.2 Diagram usecase .................................................................... Error! Bookmark not defined. 

3.3.3 Analisis sistem chatbot pada diagflow ................................... Error! Bookmark not defined. 

3.3.4 Arsitektur Sistem Chatbot ...................................................... Error! Bookmark not defined. 

3.6 Desain Basis Data .......................................................................... Error! Bookmark not defined. 

BAB IV HASIL DAN PEMBAHASAN ....................................................... Error! Bookmark not defined. 

4.1 Hasil implementasi flutter .............................................................. Error! Bookmark not defined. 

4.1.1 Tampilan screen home ........................................................... Error! Bookmark not defined. 

4.3 Pembahasan .................................................................................... Error! Bookmark not defined. 

BAB V  KESIMPULAN DAN SARAN ........................................................ Error! Bookmark not defined. 

5.1 Kesimpulan .................................................................................... Error! Bookmark not defined. 

5.2 Saran .............................................................................................. Error! Bookmark not defined. 

DAFTAR PUSTAKA ..................................................................................... Error! Bookmark not defined. 

 

 

DAFTAR GAMBAR 

Gambar 3.1 Flow sistem chatbot……………………………………………………... 

Gambar 3.2 Flow sistem chatbot…………………………………………………….. 

Gambar 3.3 Alur proses diagflow …………………………………………………… 

Gambar 3.4 Flochat Proses Intens …………………………………………………… 

Gambar 3.5 Flochat Proses Entities …………………………………………………. 

Gambar 3.6 Table Users………………………………………………………………. 

Gambar 3.7 Table Produk Sepatu……………………………………………………… 

Gambar 3.8 Table produk baju………………………………………………………… 

Gambar 4.41 Tampilan Screen Home………………………………………………… 

Gambar 4.1.2 Screen Produk…………………………………………………………… 

Gambar 4.1.3 Login Page……...……………………………………………………… 

Gambar 4.2 Hasil Penggunaan Chatbot……………………………………………… 

 

 



DAFTAR TABEL 

 

Tabel 2.1 Penelitian terkait ………………………………………………………… 

Tabel 3.1 Tabel sumber data primer…………………………………………………….. 

 

 

 

 

 

 


