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ABSTRAK 

 
Simpang Gusti ialah komplek perumahan yang terletak di Jalur Brig Jend. Hasan Basri, di kelurahan Alalak 
Utara, Banjarmasin Utara, Banjarmasin. Dalam penunjang aktivitas ataupun kegiatan pelanggan (warga) pada 
perumahan, tiap pelanggan (warga) wajib membayar iuran kebersihan. Proses pembayaran iuran kebersihan 
pada Perumahan di Simpang Gusti masih belum tersistem ataupun masih manual, masing-masing bulan 
membayarnya dengan petugas kebersihan dengan tiba ke rumah-rumah pelanggan (warga) ataupun pelanggan 
(warga) langsung bayar ke petugas kebersihan dikala petugas kebersihan mengambil sampah dirumah 
pelanggan (warga). Kerap petugas kebersihan kurang ingat menagih iuran kebersihan kepada pelanggan 
(warga). Petugas kebersihan tidak memiliki catatan pelunasan iuran kebersihan, sehingga tidak diketahui 
rumah pelanggan (warga) yang telah bayar atau belum. Dari permasalahan tersebut, maka dilakukanlah 
penilitian ini untuk menghasilkan sistem informasi pembayaran iuran yang berbasis android. Metode penelitian 
yang digunakan ialah metode observasi, wawancara, studi pustaka dan dokumentasi. Sedangkan dalam 
pengembangan sistem menggunakan metode Waterfall dan Kotlin sebagai bahasa pemrograman juga Firebase 
sebagai database. 
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ABSTRACT 

 

Simpang Gusti is a housing complex located on the Brig Jend Route. Hasan Basri, in North Alalak sub-district, 
North Banjarmasin, Banjarmasin. To support customer (resident) activities or activities in housing, each 
customer (resident) is required to pay a cleaning fee. The process of paying cleaning fees at housing in 
Simpang Gusti is still not systemized or is still manual, every month the cleaning staff pays it by coming to the 
customer's (resident) house or the customer (resident) pays directly to the cleaning staff when the cleaning 
staff picks up the trash at home. customers (citizens). Cleaning staff often don't remember to collect cleaning 
fees from customers (residents). Cleaning officers do not have records of payment of cleaning fees, so it is not 
known whether customers (residents) have paid or not. Based on this problem, this research was carried out 
to produce an Android-based information system for paying fees. The research methods used are observation, 
interviews, literature study and documentation. Meanwhile, in system development using the Waterfall and 
Kotlin methods as programming languages and Firebase as a database. 
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