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ABSTRAK  

 Laporan kerja magang ini berisi tentang implementasi kegiatan kerja 

magang penulis pada PT Lingkar Inovasi Muda. Tugas utama yang diberikan 

adalah membuat aplikasi untuk marketplace Barangbaku yang merupakan 

bagian dari PT Lingkar Inovasi Muda. Aplikasi Barangbaku bertujuan untuk 

menjadi solusi bagi para pengusaha dan penjual barang baku mentah atau semi-

mentah untuk menjangkau pelanggan lebih luas. Penulis membantu dalam 

pembuatan aplikasi yang digunakan pada Android dan iOS. Pembuatan aplikasi 

Android dilanjutkan dari codebase developer sebelumnya, yang diprogram 

menggunakan bahasa pemrograman Java. Sementara pada platform iOS, 

digunakan framework Kotlin Multiplatform Mobile (KMM) untuk mengurangi 

redudansi kode dengan menggunakan teknik shared common code beserta 

susunan kode proyek dengan kaidah Clean Architecture. Susunan tampilan 

untuk aplikasi iOS menggunakan bahasa SwiftUI yang merupakan teknik 

penyusunan tampilan secara deklaratif dengan waktu pengerjaan relatif lebih 

cepat dibanding penyusunan tampilan secara imperatif. Penggunaan framework 

KMM bertujuan untuk mempercepat proses pembuatan aplikasi dan membangun 

sebuah proyek yang lebih mudah dirawat. Aplikasi Android telah berhasil dibuat 

dan dipublikasikan dengan fitur yang hampir sama dengan situs web Barangbaku, 

sementara aplikasi iOS masih dalam tahap pengembangan menggunakan 

framework KMM. Refaktorisasi proyek Android agar menggunakan shared 

common code dari KMM akan dilaksanakan pada masa yang akan datang. 

 

Kata Kunci: Android, Java, Kotlin, iOS, SwiftUI, Kotlin Multiplatform Mobile  
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ABSTRACT 

This internship report contains the implementation of the author's 

internship at PT Lingkar Inovasi Muda. The main task given is to create an 

application for the Barangbaku marketplace which is part of PT Lingkar Inovasi 

Muda. The Barangbaku application aims to be a solution for entrepreneurs and 

sellers of raw or semi-raw raw materials to reach wider customers. The author 

helps in making applications that are used on Android and iOS. Android 

application development continues from the previous developer codebase, which 

is programmed using the Java programming language. While on the iOS 

platform, the Kotlin Multiplatform Mobile (KMM) framework is used to reduce 

code redundancy by using shared common code techniques along with project 

code structure following the Clean Architecture rules. The UI for the iOS 

application is coded using SwiftUI language, which is a declarative UI 

arrangement technique with relatively faster creation process time than the 

imperative way. The use of the KMM framework aims to speed up the 

application creation process and build a project that is easier to maintain. The 

Android application has been successfully created and published with almost the 

same features as the Barangbaku website, while the iOS application is still in the 

development stage using the KMM framework. Refactoring the Android project 

to take advantage of the shared common code of KMM will be implemented in 

the future. 

 

Keywords: Android, Java, Kotlin, iOS, SwiftUI, Kotlin Multiplatform Mobile  

  



vii 
 

DAFTAR ISI 

 

LAPORAN KERJA MAGANG .......................................................................... i 

PERNYATAAN TIDAK MELAKUKAN PLAGIAT ...................................... ii 

PENGESAHAN LAPORAN KERJA MAGANG ............................................ iii 

KATA PENGANTAR ....................................................................................... iv 

ABSTRAK .......................................................................................................... v 

ABSTRACT ....................................................................................................... vi 

DAFTAR ISI .................................................................................................... vii 

DAFTAR GAMBAR ......................................................................................... ix 

DAFTAR LAMPIRAN ...................................................................................... xi 

BAB 1 PENDAHULUAN ................................................................................ 1 

1.1 Latar Belakang ..................................................................................... 1 

1.2 Tujuan Kerja Magang ........................................................................... 2 

1.2.1 Tujuan Umum ............................................................................... 2 

1.2.2 Tujuan Khusus .............................................................................. 2 

1.3 Waktu dan Prosedur Kerja Magang ..................................................... 2 

BAB 2 GAMBARAN UMUM PERUSAHAAN ............................................. 3 

2.1 Profil Perusahaan .................................................................................. 3 

Tentang Perusahaan ......................................................................................... 3 

2.2 Visi Misi Perusahaan ............................................................................ 4 

Visi Perusahaan............................................................................................ 4 

Misi Perusahaan ........................................................................................... 4 

2.3 Nilai Perusahaan ................................................................................... 5 

2.4 Struktur Organisasi Perusahaan ............................................................ 6 

BAB 3 TINJAUAN PUSTAKA ....................................................................... 7 

3.1 Android Studio ..................................................................................... 7 

3.2 Kotlin Multiplatform Mobile ................................................................ 8 

3.3 Xcode .................................................................................................... 9 

3.4 SwiftUI ................................................................................................. 9 

3.5 Git ....................................................................................................... 10 

3.6 Gitlab .................................................................................................. 10 

3.7 Trello .................................................................................................. 11 



viii 
 

BAB 4 PELAKSAAN KERJA MAGANG .................................................... 12 

4.1 Kedudukan dan Koordinasi ................................................................ 12 

4.2 Tugas yang Dilakukan ........................................................................ 12 

4.2.1 Membuat Halaman Profil Pengguna dan Toko ........................... 13 

4.2.2 Membuat Halaman Dashboard Penjual ....................................... 14 

4.2.3 Membuat Halaman Penambahan Produk .................................... 15 

4.2.4 Membuat Halaman Daftar Produk Penjual ................................. 19 

4.2.5 Membuat Halaman Pendaftaran Menjadi Penjual....................... 20 

4.2.6 Membuat Halaman Mengedit Detail Toko ................................. 21 

4.2.7 Membuat Halaman untuk Mengajukan Komplain ...................... 22 

4.2.8 Membuat Dasar Project Multiplatform ....................................... 23 

4.2.9 Membuat Beranda pada Aplikasi iOS ......................................... 30 

4.2.10 Membuat Detail Produk pada Aplikasi iOS ................................ 31 

4.2.11 Membuat Profil Pengguna pada Aplikasi iOS ............................ 31 

4.3. Kendala dan Solusi yang Diberikan ................................................... 32 

BAB 5 PENUTUP .......................................................................................... 33 

5.1. Kesimpulan ......................................................................................... 33 

5.2. Saran ................................................................................................... 33 

DAFTAR PUSTAKA ....................................................................................... 34 

LAMPIRAN ...................................................................................................... 35 

 

  



ix 
 

DAFTAR GAMBAR 

Gambar 2.1 Logo Barangbaku ............................................................................ 3 

Gambar 2.2 Diagram Struktur Organisasi Perusahaan ....................................... 6 

Gambar 3.1 Logo Android Studio ....................................................................... 7 

Gambar 3.2 Logo Kotlin Multiplatform Mobile ................................................. 9 

Gambar 3.3 Logo Xcode ..................................................................................... 9 

Gambar 3.4 Logo SwiftUI................................................................................. 10 

Gambar 3.5 Logo GIT ....................................................................................... 10 

Gambar 3.6 Logo GitLab .................................................................................. 11 

Gambar 3.7 Logo Trello .................................................................................... 11 

Gambar 4.1 Halaman Profil Pengguna.............................................................. 13 

Gambar 4.2 Halaman Dasbor Penjual ............................................................... 14 

Gambar 4.3 Penambahan Foto Produk.............................................................. 15 

Gambar 4.4 Pemilihan Kategori Produk ........................................................... 16 

Gambar 4.5 Penambahan Informasi Produk ..................................................... 16 

Gambar 4.6 Penambahan Deskripsi Produk...................................................... 17 

Gambar 4.7 Pengaturan Variasi Produk ............................................................ 18 

Gambar 4.8 Pengaturan Shipping Produk ......................................................... 19 

Gambar 4.9 Daftar Produk Penjual ................................................................... 20 

Gambar 4.10 Registrasi Menjadi Penjual.......................................................... 21 

Gambar 4.11 Pengaturan Profil Toko ............................................................... 22 

Gambar 4.12 Halaman Komplain ..................................................................... 23 

Gambar 4.13 Kode CommonMain .................................................................... 24 

Gambar 4.14 Kode androidMain....................................................................... 24 

Gambar 4.15 Kode iosMain .............................................................................. 24 

Gambar 4.16 Kode SQ File ............................................................................... 25 

Gambar 4.17 Metode Operasi Database Kotlin ................................................ 25 

Gambar 4.18 Kode Mapper Function................................................................ 26 

Gambar 4.19 Class Expect CommonMain ........................................................ 26 

Gambar 4.20 Class Actual iosMain .................................................................. 27 

Gambar 4.21 Class Actual AndroidMain .......................................................... 27 

Gambar 4.22 Diagram Mekanisme Expect dan Actual ..................................... 27 

file:///C:/Users/Michael/Documents/Michael_Laporan_Magang_Ver_3.docx%23_Toc90560282


x 
 

Gambar 4.23 Kode Inisialisasi Ktor HTTP Client ............................................ 28 

Gambar 4.24 Kode Ktor API Request............................................................... 28 

Gambar 4.25 Potongan Kode Interactor............................................................ 29 

Gambar 4.26 Kode ViewModel iOS ................................................................. 29 

Gambar 4.27 Halaman Beranda iOS ................................................................. 30 

Gambar 4.28 Halaman Detail Produk iOS ........................................................ 31 

Gambar 4.29 Halaman Profil dan Login iOS .................................................... 32 

file:///C:/Users/Michael/Documents/Michael_Laporan_Magang_Ver_3.docx%23_Toc90560314
file:///C:/Users/Michael/Documents/Michael_Laporan_Magang_Ver_3.docx%23_Toc90560315


xi 
 

DAFTAR LAMPIRAN 

Lampiran 1 Curriculum Vitae ............................................................................... 35 

Lampiran 2 Surat Penerimaan Magang ................................................................. 36 

Lampiran 3 Kartu Kerja Magang (Form KM-03) ................................................. 37 

Lampiran 4 Kehadiran Kerja Magang (Form KM-04) ......................................... 38 

Lampiran 5 Laporan Realisasi Kerja Magang (Form KM-05) ............................. 45 

Lampiran 6 Form Bimbingan Magang .................................................................. 49 


