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PENGEMBANGAN IMPLEMENTASI BERBAGAI SISTEM
DIGITAL INTERAKTIF PADA DIVISI RESEARCH AND

DEVELOPMENT PT. SAHABAT PESTA INDONESIA
Reynald Manuel

ABSTRAK

Kegiatan magang dilaksanakan melalui kerja sama dengan perusahaan PT. Sahabat
Pesta Indonesia dalam proses pengembangan sistem digital yang digunakan untuk
kebutuhan internal maupun event klien. Selama pelaksanaan kegiatan, ditemukan
berbagai tantangan teknis, antara lain struktur kode yang tidak konsisten,
ketidaksinkronan penggunaan framework, serta konflik antara library, backend,
dan hardware yang menyebabkan beberapa aplikasi berjalan kurang stabil.Selain
itu, terdapat permasalahan pada integrasi kamera dan audio pada web game,
perbedaan perilaku pipeline antara environment testing dan live, serta
ketidakcocokan CUDA dengan library Artificial Intelligence pada proyek Deep
Live Cam. Untuk mengatasi permasalahan tersebut, dilakukan penataan ulang
struktur kode, penyesuaian alur kerja aplikasi agar sesuai dengan konsep sistem,
optimalisasi penggunaan Firebase, serta penonaktifan komponen yang memicu
konflik.Pengujian juga dilakukan menggunakan perangkat alternatif yang lebih
kompatibel dengan kebutuhan sistem. Proses penyelesaian masalah dilaksanakan
melalui debugging secara bertahap dan evaluasi bersama tim guna memastikan
setiap fitur dapat berfungsi sesuai kebutuhan. Melalui kegiatan ini, diperoleh
pengalaman teknis dalam integrasi sistem, debugging lintas platform, serta
manajemen workflow proyek, sekaligus pengembangan kemampuan komunikasi,
koordinasi, dan adaptasi yang diperlukan dalam lingkungan kerja profesional.

Kata kunci: Pengembangan Sistem Digital, Debugging Lintas-Platform, Integrasi
Framework, Pengujian Aplikasi.
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DEVELOPMENT OF THE IMPLEMENTATION OF VARIOUS
INTERACTIVE DIGITAL SYSTEMS IN THE RESEARCH
AND DEVELOPMENT DIVISION OF PT. SAHABAT PESTA
INDONESIA

Reynald Manuel

ABSTRACT

The internship was carried out in collaboration with PT. Sahabat Pesta Indonesia
in the process of developing a digital system used for internal needs and client
events. During the implementation of the activity, various technical challenges were
encountered, including inconsistent code structure, unsynchronized framework
usage, and conflicts between libraries, backends, and hardware that caused some
applications to run less stably. In addition, there were problems with the integration
of cameras and audio in web games, differences in pipeline behavior between the
testing and live environments, and incompatibility between CUDA and the Artificial
Intelligence library in the Deep Live Cam project. To overcome these problems, the
code structure was reorganized, the application workflow was adjusted to match
the system concept, Firebase usage was optimized, and components that caused
conflicts were deactivated. Testing was also conducted using alternative devices
that were more compatible with system requirements. The problem-solving process
was carried out through gradual debugging and joint evaluation with the team to
ensure that each feature could function as needed. Through these activities,
technical experience was gained in system integration, cross-platform debugging,
and project workflow management, as well as the development of communication,
coordination, and adaptation skills required in a professional work environment.

Keywords:, Digital System Development, Cross-Platform Debugging, Framework
Integration, Application Testing.

X



DAFTAR ISI

HALAMAN PERNYATAAN TIDAK PLAGIAT .....cveinvinrensensnnssessnssassensns 2
HALAMAN PERNYATAAN PENGGUNAAN BANTUAN KECERDASAN
ARTIFISTAL (AL) coviruicuisisrenrensensenssnssnssnssisssssssssssssssssssssssssssssssssssssssssssssssnsssssesns 3
HALAMAN PERNYATAAN KEABSAHAN PERUSAHAAN .......ccccevecueeucene 5
HALAMAN PENGESAHAN ..couiniiinnininensenssnssissississsssssssssssssssssssssssssssssossoses 6
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH .......ccceeeeueeueene 7
KATA PENGANTAR ..coviiirinnisnnnissisnissisissssssssssssssssssssssssssssssssssssssssssssssssssssoses 8
ABSTRAK .uuiiiiiiinicnisisississinsssssssssssisssssssssssssssssssssssssssssnssssssssssssssssssssssssssssns 9
ABSTRACT ..aucuiiiinisnisnisisississsssssssssssssisssssssssssssssssssssssssssssssossssssssssssssssssssssssses 10
1D N 3 17N 2 0 1 11
DAFTAR TABEL ...couiiuiriiininsinenensnissiesississsssssssssssssssnsssssssssssssssssssssssssssssosssses 12
DAFTAR GAMBAR .....uouitiiireneneisnisaissississsssssssssssssisssssssssssssssssssssssssssssssssses 14
DAFTAR LAMPIRAN ...ccovievinineneisnisaissississssssssssssssssssssssssssssssssssssssssssssssssssnes 16
BAB I
PENDAHULUAN...ccccitsiesuinensaissanssssssssssnsssssssssasssssssssssssssssssssasssssssssssssssssssssassssssss 1
1.1 Latar BelaKang .........ccooouiiiiiiiiiiieiee e 1
1.2 Maksud dan Tujuan Kerja.........cccoevieniiiiiiiiieiieie e 3
1.3 Deskripsi Waktu dan Prosedur Pelaksanaan Kerja ..........ccccoeveneninennenne. 6
1.3.1 Waktu Pelaksanaan Kerja ..........ccoceviininiiiniiiniiiinicnieicecnecicnns 7
1.3.2 Prosedur Pelaksanaan Kerja.........cccccoceevieiiniiniininiiniiciicnccicnens 8
BAB I1
GAMBARAN UMUM PERUSAHAAN.....cccevinuinnisrisisisessesssssssssssssssssssssssssons 12
2.1 Deskripsi Perusahaan ...........cccoeovieeeiiiiieniieeiieeiee e 12
0 T B S O S O SO SRR 13
2.2 Struktur Organisasi Perusahaan .............ccccoeviiieiiiieiiieecieeceeeee e 13
2.3 Portfolio Perusahaan ...........cccccooviiiiiiiiiiiiiniiiceeeeee e 15
BAB III
PELAKSANAAN KERJA ....coiiinininininsinsinssnssissississsssssssssssssssssssssssssssssosses 18
3.1 Kedudukan dan Koordinasi............ccccceeuerieniinnienieneniineeieneeseeeeeeseenne 18
3. 1.1 KeduduKan .....ooceooieiiiiiiiiiieieeeeeetee e 18
3.1.2 KOOTAINAST ..cuviiiiiiiiiiieeiteieet ettt 20
3.2 Tugas yang Dilakukan.............ccccoeviiiiiiiniiiiieieeieee e 21
3.3 Uraian Pelaksanaan Kerja .........cccoociveviiiiiiiiiiiniieieeetee e 25
3.3.1 Proses Pelaksanaan............ccccocevieneiienienieniienieeceseieee e 25
3.3.1.1 Wishing Wall untuk event Gathering PT XYZ 1.......ccccceee. 28
3.3.1.2 Hunter Game untuk PT. XYZ 2 ....ccccociniiiiniiniiinieneeee 35

X



3.3.1.3 Scream Wall untuk PT. XY Z 2 ..u e 52

3.3.1.4 Wishing Wall untuk event Awarding PT XYZ 3..................... 63
3.3.1.5 Quality Assurance firebase html dan Chatbot n8n................... 70
3.3.1.6 Penginstallan dan implementasi Deepfake live cam Al........... 73
3.3.2 Kendala yang Ditemukan............cccccceevieeiiieniieniienie e 77

BAB 1V
PENUTUP ...ccutiiitineinensuissenssenssissssssssssisssssssssssssssssssssssssssssssssssasssssssssssssssssssssass 88
4.1 KeSTMPUIAN ..c.eeviieiiiiciieeeeete ettt e e aee e ssneeesaneeeans 88
N T 1 ) D SRS 90
DAFTAR PUSTAKA .....couirtiniininstisensaissnsssssssssssissssssssasssssssssssssssssssssssssasssssses 94
LAMPIRAN ccuuuiiiicnnssnniecsssssssessssssssossssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssass 96

xi



DAFTAR TABEL

Tabel 1.1 Gantt Chart Timeline Kegiatan .............cccceevvievieniieenieniieiecieeiceeee e 9
Tabel 3.1 Detail Pekerjaan yang Dilakukan............cccooceeeeiiiniiiiiiniiiiieniieees 21

xil



DAFTAR GAMBAR

Gambar 2.1 LOZO GIOOVY ...ccviieiiiieciieesiiieecieeecteeeiteeeieeesteeesaeeesaaeesseeessseeeennes 12
Gambar 2.2 Bagan Struktur Organisasi Perusahaan ............ccccceecveeveiieniieenneeenee, 14
Gambar 3.1 Bagan Alur Koordinasi..........cceccuveeiiieeiiieeiiie e 20
Gambar 3.2 Tampilan Input Web PT XYZ 1 (ralat)......ccccceevveeviienciiecieeeieeee 29
Gambar 3.3 Tampilan Output Web PT XYZ 1 ...oooooiiieieieeeeeeeee e 30
Gambar 3.4 Kode HTML event PT XYZ 1 ..ccoooiiiiiiieeceeeeee 31
Gambar 3.5 Kode Untuk Mengatur Tampilan PT XYZ 1 ....cccoeviieiieeiieiieee 32
Gambar 3.6 Kode untuk Tampilan Header dan Form PT XYZ 1........c..cccoocee. 33
Gambar 3.7 Kode untuk Tampilan Label dan Input Text PT XYZ 1 ................... 33
Gambar 3.8 Kode untuk Button dan Hapus Button ...........ccccoeoeeniiiiinniiiiinnes 34
Gambar 3.9 Kode untuk Tampilan Hp dan Tablet.............ccccoeiiiiiiniinniiis 35
Gambar 3.10 Tampilan Login Event PT XYZ 2......ccciiiiiiniiiiieecene, 37
Gambar 3.11 Tampilan Berhasil Scan Icon Event PT XYZ 2 .......ccccceiiiiiinnin. 38
Gambar 3.12 Tampilan Icon terisi Event PT XYZ 2 ....oooiiiiiiiiiiiiee 39
Gambar 3.13 Tampilan Semua Icon Ditemukan Event PT XYZ 2........................ 40
Gambar 3.14 Kode Import lIbrary.........coceeveriiniiiiniinicnicceceeececeee 41
Gambar 3.15 Kode Halaman Login ..........cccccooiiiiiiiiniiniiiiniiccecccceeen 42
Gambar 3.16 Kode Kontainer Permainan ............ccccceeveeeiieenieeiienieeiienieeieeee 42
Gambar 3.17 Kode Pop Up Notifikasi .....cceeeveeriiiiiiiiiiiiieieeieceeeee e 43
Gambar 3.18 Kode Konfigurasi dan Variabel Global...............cccoooiiiiiniininnin. 44
Gambar 3.19 Kode Inisialisasi Firebase...........ccccevviieriiiiiieniiiiieiieciceceeeee 45
Gambar 3.20 Kode Penyimpanan Data Permainan.............ccccoeceeviieniiienieineennnnn. 45
Gambar 3.21 Kode Mengatur Alur Login dan Permainan............ccocceeceveeneennennne. 46
Gambar 3.22 Kode Reset Progress........c.eoviiiiieiieiiiieiieeiiesiieeeeste e 47
Gambar 3.23 Kode Inisialisasi Logika Game ...........ccccceeceeeriieiieniiieiienieeieee 48
Gambar 3.24 Kode Inisialisasi MindAR dan Penanganan..............ccccccocceeinnien. 49
Gambar 3.25 Kode Untuk Fitur Kamera..........cccccoooieiiiiiiiniiiienieeceeeee 50
Gambar 3.26 Kode CSS Game Container dan Camera Wrapper ...........c.ccceeneen. 51
Gambar 3.27 Kode UL CONAINET .......cceevuiriiriiiiieieniieieniesiteieetese et 52
Gambar 3.28 Tampilan Input Nama Scream Wall Event PT XYZ 2 .................... 54
Gambar 3.29 Tampilan Output Leaderboard Event PT XYZ 2.....cccccovviiniinnnne. 55
Gambar 3.30 Kode Elemen HTML........cccoooiiiiiiiiiiiieeeeeeeeen 56
Gambar 3.31 Kode untuk Pergantian Layar............cccooceeeviienieniienieeienieeieeene 57
Gambar 3.32 Inisialisasi Game & Akses Mikrofon ...........ccocevevveniincnicncenennne. 57
Gambar 3.33 Kode untuk Audio dan Frekuensi .........ccccecevieniniiniincincnicnenne. 58
Gambar 3.34 Kode untuk Perhitungan Mundur............cccccooviieiiiniiinieniieieee 59
Gambar 3.35 Kode Perhitungan Suara SCOTe..........ceevieriiieniiiiiienieeiiecieeieeeee 60

Xiii



Gambar 3.36 Kode untuk Timer Akhir Rermainan ........ccceeeeeeeeeeeeeeeeeeeeeeeeeeeeeeenne. 61

Gambar 3.37 Kode untuk Leader Board .............ccoocieviieiiieniiiieciecceceeeieee 62
Gambar 3.38 Kode untuk Mereset Leader Board ............ccoocvveiiieniiiiiieniiciies 63
Gambar 3.39 Tampilan Input Event PT XYZ 3....ccoiiiiiiiiiieeieeeeeeeeeee 64
Gambar 3.40 Tampilan Output PT XYZ 3...cccoiiiiiiiieieeeeeeeeeee e 65
Gambar 3.41 Kode inisialisai Firebase ..........cccccceeviieriieiiieniieiecieeieeceeeieeens 66
Gambar 3.42 Kode untuk Fungsi Update Secara realtime............ccoceveerveerieennnnnns 67
Gambar 3.43 Kode untuk Menampilkan Balon di layar...........c.cccceeevieniiiiiiennnnn. 68
Gambar 3.44 Kode untuk Tata Letak Posisi Balon..........c..c.ccoeeveviieiiieniiiniienn, 69
Gambar 3.45 Kode untuk Auto-LOOPING .........cccvveevvieriieiiienieeiienieeieeeveeieeseeens 70
Gambar 3.46 Tampilan WOrkflow n8n..........ccceeviiiiiiiiiiiiiiiiiceececeee e 70
Gambar 3.47 Tampilan stress testing di Whatsapp ........cccceevveevienieecieenieenieneeens 72
Gambar 3.48 Repositories Github Deep-Live-Cam.........c.cccceeevenieeiieniienieennnns 74
Gambar 3.49 Repositories Github Deep-Live-Cam.........c.cccceevverieeiieniieniiennnnns 74
Gambar 3.50 Tampilan Implemtasi Deep-Live-Cam ...........cccocoveviieiieniienieennnnns 76

Xiv



DAFTAR LAMPIRAN

Lampiran 1 Surat Pengantar PRO-STEP O1 ......ccccooiiiiiiiiieeeeee e 93
Lampiran 2 Kartu PRO-STEP 02.........coooiiieiiiieeeeeeee et 94
Lampiran 3 Daily Task PRO-STEP 03 ........cooooiiiieeeeeeeeee e 95
Lampiran 4 Verifikasi Laporan PRO-STEP 04 ..........cccooviieiiieeieeeeeeeee 114
Lampiran 5 Surat Penerimaan PRO-STEP 05 .........cccoooiiiiiiieeeeeee 115
Lampiran 6 Laporan Pengecekan Hasil Similarity Turnitin............cccccccveeenennns 116
Lampiran 7 Pengecekan Hasil AI Writing Turnitin.............cccoeeeveeeeiieenieeeenenne 117
Lampiran 8 Formulir Penggunaan Perangkat Kecerdasan Artifisial .................. 118

XV



