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PENGUJIAN MANUAL DAN OTOMATIS DILAKUKAN PADA 

APLIKASI MOBILE DAN WEBSITE AKSESMU UNTUK 

MEMASTIKAN FUNGSIONALITAS 

Fernando Yulius Hadiarto 

ABSTRAK 

 

Laporan ini membahas pengalaman kerja magang sebagai IT Quality Assurance di 

PT Sumber Trijaya Lestari (Aksesmu), perusahaan yang bergerak dalam 

pengembangan aplikasi digital untuk mendukung UMKM. Aksesmu dipilih sebagai 

tempat magang karena fokus perusahaannya yang sesuai dengan latar belakang 

studi dan memberikan peluang bagi mahasiswa untuk memahami proses 

pengembangan dan pengujian aplikasi berbasis mobile dan website. Selama 

pelaksanaan magang, penulis terlibat dalam pengujian fitur-fitur penting seperti 

validasi NIK KTP, sistem pembayaran Tokomodal, perlindungan data pribadi, serta 

fitur checkout dan grading member. Metode Agile diterapkan dalam seluruh 

tahapan pengujian, dengan pendekatan iteratif dan kolaboratif bersama tim UI/UX, 

developer, dan stakeholder. Kendala yang dihadapi mencakup ketidaksesuaian 

tampilan UI dengan desain Figma, error dalam API response, dan keterbatasan 

pengguna lanjut usia dalam menggunakan aplikasi. Solusi yang dilakukan meliputi 

intervensi database, regression test, serta pembuatan dokumentasi dan buglist 

terstruktur. Magang ini memberikan pengalaman teknis dan non-teknis yang 

berharga, serta wawasan langsung mengenai pentingnya user experience dalam 

pengembangan aplikasi digital. 

 

Kata kunci: Quality Assurance, User Experience, Agile, Aksesmu, Pengujian 

Aplikasi 
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MANUAL AND AUTOMATED TESTING IS PERFORMED ON 

AKSESMU’S MOBILE APPLICATION AND WEBSITE TO 

ENSURE FUNCTIONALITY 

Fernando Yulius Hadiarto 

ABSTRACT (English) 

 

This report presents the internship experience as an IT Quality Assurance at PT 

Sumber Trijaya Lestari (Aksesmu), a company engaged in digital application 

development to support micro and small businesses. Aksesmu was chosen as the 

internship site due to its alignment with the academic background and its 

opportunities to understand mobile and web-based application testing and 

development. During the internship, the author was involved in testing critical 

features such as KTP NIK validation, Tokomodal payment system, data privacy 

protection, checkout, and member grading. The Agile method was applied 

throughout the testing process, emphasizing iteration and collaboration with the 

UI/UX, development, and product teams. Challenges encountered included 

mismatches between the UI display and Figma design, API errors, and limitations 

of older users in using the application. Solutions included database intervention, 

regression testing, and well-structured documentation and bug reporting. This 

internship provided valuable technical and non-technical experiences, as well as 

insight into the importance of user experience in digital application development. 

 

Keywords: Quality Assurance, User Experience, Agile, Application Testing, 

Aksesmu 
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