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ANALISIS DAN PERANCANGAN APLIKASI CARSE (CARI SEWA)
DI KOTA MEDAN

Abstrak

Pertumbuhan populasi di Kota Medan, khususnya dari kalangan mahasiswa dan pekerja
perantau, menyebabkan meningkatnya kebutuhan hunian sementara seperti kos-kosan.
Namun, proses pencarian kos masih menimbulkan berbagai masalah, antara lain
keterbatasan informasi detail mengenai fasilitas, harga, dan opsi pembayaran, kesulitan
membandingkan pilihan, serta kendala logistik ketika pindah kos. Dari sisi pemilik kos,
tantangan utama terletak pada keterbatasan media pemasaran, pengelolaan kos yang masih
manual, serta kesulitan menjaga stabilitas tingkat hunian. Aplikasi pencarian kos yang
sudah ada belum sepenuhnya menjawab kebutuhan lokal tersebut, khususnya di Kota
Medan. Penelitian ini bertujuan merancang aplikasi mobile bernama Carse (Cari Sewa)
untuk mempermudah proses pencarian dan penyewaan kos. Perancangan dilakukan dengan
metode Design Sprint melalui enam tahapan: Understand, Define, Sketch, Decide,
Prototype, dan Validate. Carse menawarkan fitur unggulan seperti segmentasi kos
berdasarkan kelas (mewah, sedang, ekonomis), informasi fasilitas dan opsi pembayaran,
view 3D interior, observasi melalui video call, serta layanan antar barang dan galon. Hasil
validasi menggunakan metode System Usability Scale (SUS) menunjukkan skor rata-rata
66,7 (kategori cukup/marjinal), vang mengindikasikan aplikasi masih memiliki ruang untuk
ditingkatkan dari segi kegunaan. Pemelitian ini diharapkan dapat menjadi dasar bagi
pengembangan aplikasi sewa kos yang lebih optimal dan sesuai dengan kebutuhan penyewa
maupun pemilik kos di Kota Medan.

Kata kunci: aplikasi mobile, penvewaan kos, design sprint, System Usability Scale (SUS),
Kota Medan
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Abstract

The population growth in Medan City, particularly among students and migrant workers,
has led to a rising demand for temporary housing such as boarding houses (kos). However,
the process of finding boarding houses still presents several challenges, including limited
detailed information about facilities, prices, and payment options, difficulties in comparing
alternatives, and logistical issues when moving. From the landlord’s perspective, the main
obstacles involve limited marketing channels, manual management of boarding houses, and
difficulties in maintaining stable occupancy rates. Existing rental applications have not fully
addressed these local needs, especially in Medan. This study aims to design a mobile
application called Carse to simplify the process of searching for and renting boarding
houses. The design process applied the Design Sprint method with six stages: Understand,
Define, Sketch, Decide, Prototype, and Validate. Carse provides key features such as
segmentation of boarding houses by class (luxury, middle, economical), detailed information
on facilities and payment options, 3D interior view, room observation via video call, and
delivery services for goods and gallons. The usability evaluation using the System Usability
Scale (SUS) resulted in an average score of 66.7 (marginal category), indicating that the
application still requires improvements-to-enhance usability. This research is expected to
serve as a foundation for developing a more optimal vental platform that meets the needs of
both tenants and boarding house owners in Medan.

Keywords: mobile application, boarding house rental, design sprint, System Usability Scale
(SUS), Medan City
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