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ABSTRAK 

Kedisiplinan dan transparansi rekapitulasi jam kerja merupakan faktor krusial dalam 

tata kelola sumber daya manusia, termasuk pada sektor usaha skala menengah seperti 

Toko Peyek Listinawati. Selama ini, proses pencatatan kehadiran dan kalkulasi upah 

masih berjalan konvensional, sehingga rentan terhadap manipulasi lokasi serta memicu 

inefisiensi saat perekapan akhir bulan. Penelitian ini bertujuan membangun sistem 

absensi dan penggajian terpadu berbasis Android dengan memanfaatkan teknologi 

Location Based Service (LBS). Sistem membatasi area presensi (geofencing) 

menggunakan perhitungan jarak algoritma Haversine dengan menetapkan radius 

toleransi maksimal 20 meter dari titik koordinat pusat toko.  

 

Sebagai upaya mitigasi terhadap kecurangan penitipan absen menggunakan medium 

cetak, sistem diintegrasikan dengan Application Programming Interface (API) Google 

ML Kit Face Detection yang difokuskan pada uji deteksi kehidupan (liveness check) 

melalui indikator pergerakan kedipan mata. Aplikasi ini dikembangkan dengan 

kerangka kerja Flutter dan mengadopsi ekosistem Backend-as-a-Service (BaaS) 

Supabase. Pengembangan perangkat lunak menerapkan metode Agile dengan kerangka 

kerja Scrum secara iteratif. Penggunaan fitur Supabase Realtime memungkinkan 

sinkronisasi data seketika, terutama untuk pembaruan status pengajuan lembur dan 

rincian slip gaji tanpa memerlukan penyegaran halaman secara manual.  

 

Hasil pengujian menunjukkan bahwa aplikasi mampu memvalidasi lokasi secara 

presisi, memblokir manipulasi pemindaian wajah secara efektif, dan menunjang 

transparansi informasi kompensasi antara administrator dan karyawan. 

 

Kata Kunci: Absensi, Agile Scrum, Geofencing, Haversine, Liveness Check, ML Kit, 

Supabase. 
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ABSTRACT 

Discipline and transparency in working hour recapitulation are crucial factors in 

human resource management, including in medium-scale enterprises such as Toko 

Peyek Listinawati. Currently, the attendance recording and payroll calculation 

processes are still conducted conventionally, making them vulnerable to location 

manipulation and causing inefficiency during the end-of-month recapitulation. This 

study aims to build an integrated Android-based attendance and payroll system 

utilizing Location Based Service (LBS) technology. The system restricts the attendance 

area (geofencing) using the Haversine algorithm distance calculation by establishing 

a maximum tolerance radius of 20 meters from the store's central coordinates.  

 

As a mitigation effort against buddy punching fraud using printed media, the system is 

integrated with the Google ML Kit Face Detection Application Programming Interface 

(API), focusing on a liveness check test through eye-blink movement indicators. This 

application was developed using the Flutter framework and adopts the Supabase 

Backend-as-a-Service (BaaS) ecosystem. The software development applies the Agile 

methodology with an iterative Scrum framework. The implementation of the Supabase 

Realtime feature enables instantaneous data synchronization, particularly for updating 

overtime request statuses and salary slip details without requiring manual page 

refreshes.  

 

Testing results indicate that the application is capable of validating locations precisely, 

effectively blocking facial scan manipulation, and supporting the transparency of 

compensation information between the administrator and employees. 

 

Keywords: Attendance, Agile Scrum, Geofencing, Haversine, Liveness Check, ML 

Kit, Supabase. 
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