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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. 
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