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ABSTRACT 

Reminder apps help you organize your to-do-list into something more manageable. 

There are even tools out there that allow you to list tasks according to their priority 

Task reminders are an easy yet revolutionary app as they can even coordinate and 

function with our everyday technologies such as PCs, Mobile phones, and even smart 

watch which makes it as efficient and adaptive towards the growing technology as 

possible 

Cross-platform mobile application development is the pressing priority in todayôs world 

and generation. Developers are enforced to either construct the same application 

numerous times for various OS (operating systems) or accept a low-quality similar 

solution that trades native speed and accuracy for portability. Flutter is an open-source 

SDK for developing high-performance and more reliable mobile applications for 

operating systems like iOS and Android. Significant features of the Flutter are Just-in-

time compilation which executes the computer code that encompasses compiling during 

program execution at run time rather than preceding execution. More frequently, this 

comprises of bytecode translation lesser known as source code to machine code, which 

is unswervingly executed. AOT compilation (Ahead-of-time compilation) compiles a 

high-level programming language such as C or C++, or an intermediary representation 

such as Java bytecode or NET Framework Common Intermediate Language (CIL) code 

into native system-dependent machine code so that the subsequent binary file can 

execute natively. Flutter has a feature called as hot reload which helps you easily 

experiment, build UIs, add features, and fix bugs. Hot reload works by inserting updated 

source code files into the running Dart Virtual Machine (VM). After the VM updates 

classes with the new versions of fields and functions, the Flutter framework 

automatically reconstructs the widget tree, permitting you to rapidly view the special 

effects of your changes. Flutter targets the top mobile operating systems like Android 

and iOS, it gives you a solution for GPU rendering and UI, powered by native ARM code 



CHAPTER 1 

1 INTRODUCTION 

Mobile applications are having a progressively more significant role in our day to day 

lives. Ever since November 2016, there is more network traffic made by mobile devices 

(48.19%) compared to desktops or laptops (47%). To dispense it to most of the users, a 

mobile application needs to familiarize itself with two independent platforms which are 

Android and iOS. These two platforms share immense dissimilarities which often 

necessitate different skill sets for developing. For example Java or Kotlin for Android 

and Object-C or Swift for iOS. Hence, developers and companies usually struggle to 

deal with the complex nature involved in developing cross-platform applications. On 

March 15, Facebook introduced an open-source cross-platform JavaScript framework 

called as React Native which strives to solve the aforesaid problem. In addition to its 

effective developing process, developers use React framework extensively because of 

its non-complex and easy nature. Further, Google announced another mobile SDK 

named Flutter in the latter half of 2016. Inspired by React Native, Flutter application can 

also run equally on both platforms, consequently decreasing the cost and complexity of 

application creation across iOS and Android. Flutter is fully built from scratch and at the 

time of scripting this study (Aug 2017), only Google uses it for commercial project. 

Cross-platform frameworks that show resemblance to React Native and Flutter, are 

discussed and implemented by various companies numerous times formerly. Still, 

neither of them suffices to satisfy the requirement of industrial development. In spite of 

the ineffective precursors, React Native and Flutter which are backed up by Facebook 

and Google, draw attention and people are optimistic about its prospect 



1.1 Getting Started: 

To become acquainted with the application development and with using, FLUTTER we 

recommend beginning with the: 

Flutter is a free and open-source mobile UI framework created by Google and released 

in May 2017. Flutter allows you to create native mobile applications with only one code. 

It means that you can use one programming language and one codebase to create two 

different apps (IOS and Android). 

1.2 Flutter as a Framework: 

Using Flutter SDK one can build high-performance, high-fidelity apps for iOS, Android, 

Web, and Desktop from a single codebase. This enables developers to deliver high-

performance apps that feel natural on different platforms. Programmers with little 

experience with object-oriented languages can build apps using Flutter since the apps 

are written in Dart, which looks familiar if youôve used a language like Java or 

JavaScript. 

1.3 Faster Development: 

Flutterôs hot reload feature helps us quickly and easily experiment, build UIs, add 

features, and fix bugs. Hot reload works by injecting updated source code files into the 

running Dart Virtual Machine (VM). After the VM updates classes with the new versions 

of fields and functions, the Flutter framework automatically rebuilds the widget tree, 

allowing you to quickly view the effects of your changes. Hot reload loads code changes 

into the VM and restores the widget tree, preserving the app state. 



1.4 Expressive and Flexible UI: 

Google Flutter focuses on native end-user experiences and offers plenty of designs 

that are expressive and flexible along with rich widget sets and vast animation libraries. 

The extensive layered architecture of the framework allows customization and 

incredible rendering speed. 

1.4.1 HARDWARE REQUIREMENTS 

RAM Processor: 

1. Pentium processor of 400MHz or higher 

2. Memory: Minimum 4GB primary memory 

3. Hard Disk: Minimum 8 GB hard disk space 

4.Monitor: preferably colour monitor(16-bit colour) or above 

5. Compact disk drive 

6. A mouse and a keyboard 

1.4.2 SOFTWARE REQUIREMENTS: 

1. Operating system: Windows operating system / Mac Os 

2. Language: Dart 

3. Database: Firestone 

4. Application used: Android Studio 

5 Flutter 

OVERVIEW OF SOFTWARE REQUIREMENTS 

INSTALLATION IN MACOS 



To install Flutter on MacOS, you will have to follow the following steps: 

Step 1: Go to URL, https://flutter.dev/docs/get-started/install/macos and download latest 

Flutter SDK. As of April 2019, the version is 1.2.1 and the file is 

flutter_macos_v1.2.1stable.zip. 

Step 2: Unzip the zip archive in a folder, say /path/to/flutter 

Step 3: Update the system path to include flutter bin directory (in ~/.bashrc file 

Step 4: Enable the updated path in the current session using below command and then 

verify it as well. Flutter provides a tool, flutter doctor to check that all the requirement of 

flutter development is met. It is similar to the Windows counterpart. 

Step 5: Install latest XCode, if reported by flutter doctor 

Step 6: Install latest Android SDK, if reported by flutter doctor 

Step 7: Install latest Android Studio, if reported by flutter doctor 

Step 8: Start an android emulator or connect a real android device to the system to 

develop android application. 

Step 9: Open iOS simulator or connect a real iPhone device to the system to develop 

iOS application. 

Step 10: Install Flutter and Dart plugin for Android Studio. It provides the startup 

template to create a new Flutter application, option to run and debug Flutter application 

in the Android studio itself, etc., Å Open Android Studio. Å Click Preferences > Plugins. Å 



Select the Flutter plugin and click Install. Å Click Yes when prompted to install the Dart 

plugin. Å Restart Android studio. 

 

1.5 WIDGETS 

The core concept of the Flutter framework is In Flutter, Everything is a widget. Widgets 

are basically user interface components used to create the user interface of the 

application. In Flutter, the application is itself a widget. The application is the top-level 

widget and its UI is build using one or more children (widgets), which again build using 

its children widgets. This composability feature helps us to create a user interface of any 

complexity. 

CHAPTER 2 

2 SYSTEM REQUIREMENTS 

Please begin by making sure that you are using supported hardware and devices for 

this release. 

2.1 FLUTTER FOR WINDOWS: 

Get the Flutter SDK 

Download the following installation bundle to get the latest stable release of the Flutter 

SDK: 



Fig 1: Flutter zip file 

 

For other release channels, and older builds, see the SDK releases page. 

Extract the zip file and place the contained flutter in the desired installation location for 

the Flutter SDK. 

2.2 ANDROID STUDIO: 

Install Android Studio 

Setting up Android Studio takes just a few clicks. 

First, be sure you download the latest version of Android Studio. 

Windows: 

To install Android Studio on Windows, proceed as follows: 



If you downloaded an .exe file (recommended), double-click to launch it. 

If you downloaded a .zip file, unpack the ZIP, copy the android-studio folder into your 

Program Files folder, and then open the android-studio > bin folder and launch 

studio64.exe (for 64-bit machines) or studio.exe (for 32-bit machines). Follow the 

setup wizard in Android Studio and install any SDK packages that it recommends. 

Android Studio offers a complete, integrated IDE experience for Flutter. 

ǒ Android Studio, version 3.0 or later Alternatively, you can also use IntelliJ: 

ǒ IntelliJ IDEA Community, version 2017.1 or later 

ǒ IntelliJ IDEA Ultimate, version 2017.1 or later 

Fig 2: Android studio Installation package 

 

2.3 JAVA KIT: 

You can download Java 8 from the Oracleôs Java official website. 

https://developer.android.com/studio
https://www.jetbrains.com/idea/download/
https://www.jetbrains.com/idea/download/


Scroll down and you will see various download options for various platforms. You will 

see two option, 32 and 64 bit versions for download. You can choose either of them 

based on your system. 

Since the world is moving towards 64bit architecture, I use the 64bit version. File ending 

with i586.exe is the 32bit version whereas the file ending with x64 

is the 64bit version. Click on the version you want to download which is 64 bit version 

which in my case is jdk-8u241-windows-x64.exe 

Go ahead, accept the licence agreement and download the file. 

You will see the installation begins. 

Fig 3: Java Installation 



 

2.4 SETUP: 

If you wish to run commands in the regular Windows console, take these steps to add 

Flutter to the PATH environment variable: 

1. From the Start search bar, enter 'env' and select Edit environment variables for your 

account. 

2. Under User variables check if there is an entry called Path: 

Fig 4: Adding Path variable 



 

Then edit the path. 

Fig 5: Editing path variable 

 


