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IMPLEMENTASI ROOM DAN REALM DATABASE PADA APLIKASI
”THE MOVIE APP”

Kelsha Aira Meylie

ABSTRAK

Perkembangan teknologi informasi dan internet telah mengubah cara masyarakat
berinteraksi dan bertransaksi, dengan e-commerce menjadi sangat populer di
Indonesia, mencapai pertumbuhan pasar tertinggi di dunia sebesar 78 persen.
Alfamart, melalui PT. Sumber Alfaria Tbk., mengakuisisi PT. Global Loyalty
Indonesia untuk meluncurkan aplikasi e-commerce Alfagift, yang terintegrasi
dengan lebih dari 15.000 toko Alfamart dan dapat diakses melalui website serta
aplikasi Android dan 10S. Menghadapi tantangan performa, PT. Global Loyalty
Indonesia membuka lapangan magang untuk Android Developer dan meluncurkan
GLI Academy, yang mencakup tugas membuat aplikasi “The Movie App” dengan
Room dan Realm Database. Room Database mempermudah operasi SQLite
dengan DAO dan mendukung LiveData, sementara Realm Database menawarkan
sinkronisasi real-time dan performa cepat. Program magang ini bertujuan
memenuhi syarat kelulusan di Universitas Multimedia Nusantara, menerapkan ilmu
perkuliahan, serta menambah pengalaman kerja dan mengasah kemampuan dalam
Kotlin serta memahami alur bisnis Alfagift.

Kata kunci: Aplikasi, E-commerce, Internet, Magang, Pengalaman kerja
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IMPLEMENTATION OF ROOM AND REALM DATABASE ON
”THE MOVIE APP”APPLICATION

Kelsha Aira Meylie

ABSTRACT

The development of information technology and the internet has transformed
the way people interact and conduct transactions, with e-commerce becoming
extremely popular in Indonesia, achieving the highest market growth in the
world at 78 percent. Alfamart, through PT. Sumber Alfaria Tbk., acquired PT.
Global Loyalty Indonesia to launch the Alfagift e-commerce application, which
is integrated with more than 15,000 Alfamart stores and can be accessed via the
website as well as Android and iOS applications. Facing performance challenges,
PT. Global Loyalty Indonesia opened internship opportunities for Android
Developers and launched GLI Academy, which includes the task of creating “The
Movie App ” using Room and Realm Databases. Room Database facilitates SQLite
operations with DAO and supports LiveData, while Realm Database offers real-
time synchronization and fast performance. This internship program aims to fulfill
graduation requirements at Universitas Multimedia Nusantara, apply academic
knowledge, gain work experience, and enhance skills in Kotlin while understanding
the business flow of Alfagift.

Keywords: Application, E-commerce, Internet, Internship, Work experience
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