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INTISARI 
 

Galera Adventure merupakan Usaha Mikro, Kecil, dan Menengah (UMKM) 
yang berada di Sleman bergerak dibidang persewaan peralatan, seperti peralatan 
outdoor, tenda camping, matras, carrier, sepatu hiking, dan lain sebagainya. 
Sebagai usaha yang bergerak dibidang persewaan Galera Adventure menghadapi 
kendala dalam mengelola stok alat, pencatatan transaksi, dan pengelolaan keuangan 
secara manual. Proses ini menimbulkan permasalahan pada ketidakakuratan data 
alat keluar masuk, kesulitan dalam pemantauan stok alat tersedia, serta lambatnya 
proses transaksi persewaan alat. Dampaknya adalah inefisiensi operasional, resiko 
kehilangan data transaksi, dan penurunan kualitas pelayanan. Dari permasalahan 
tersebut dibangun sistem informasi persewaan berbasis website menggunakan 
metode waterfall dengan tahapan terstruktur, dimulai dengan analisis kebutuhan 
melalui wawancara langsung pengelola Galera Adventure terkait permasalahan 
yang dialami dan kebutuhan sistem. Selanjutnya, tahap desain berupa desain 
antarmuka sistem dan desain database. Ketika implementasi telah diselesaikan 
maka dilanjutkan dengan tahap development, berupa implementasi desain 
antarmuka sistem ke dalam kode program menggunakan framework laravel yang 
dilakukan oleh frontend dan implementasi desain database menggunakan MySQL. 
Tahap terakhir yaitu testing dan maintenance agar dapat menghasilkan sistem yang 
berjalan baik secara fungsional sistem. Hasil akhir penelitian adalah sistem 
informasi persewaan berbasis website yang memperhatikan kebutuhan sistem 
dengan mempertimbangkan kebutuhan pengelola tempat usaha. Kontribusi utama 
dalam penelitian adalah mampu meningkatkan efisiensi operasional, berupa 
pemangkasan waktu pelayanan transaksi, dan mampu mengurangi ketidakakuratan 
dalam pencatatan serta pemantauan stok alat yang tersedia. Hasil penelitian dapat 
dimanfaatkan oleh Galera Adventure untuk meningkatkan optimalisasi operasional, 
dan meringkas waktu transaksi persewaan yang dapat meningkatkan kualitas 
pelayanan.  

  
Kata kunci: Usaha, Persewaan, Peralatan, Website, Sistem 
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ABSTRACT 
 

Galera Adventure is a Micro, Small, and Medium Enterprise (MSME) 
located in Sleman engaged in equipment rental, such as outdoor equipment, 
camping tents, mattresses, carriers, hiking boots, and so on. As a business engaged 
in rental Galera Adventure faces obstacles in managing tool stock, recording 
transactions, and managing finances manually. This process causes problems in 
the inaccuracy of in and out tool data, difficulty in monitoring available tool stock, 
and the slow process of tool rental transactions. The impact is operational 
inefficiency, risk of losing transaction data, and decreased service quality. From 
this problem, a website-based rental information system was built using the 
waterfall method with structured stages, starting with a needs analysis through 
direct interviews with Galera Adventure managers regarding the problems 
experienced and system needs. Next, the design stage is in the form of system 
interface design and database design. When the implementation has been 
completed, it is continued with the development stage, in the form of implementing 
the system interface design into program code using the Laravel framework which 
is carried out by the frontend and implementing the database design using MySQL. 
The last stage is testing and maintenance in order to produce a system that runs 
well functionally. The final result of the research is a website-based rental 
information system that pays attention to system needs by considering the needs of 
business place managers. The main contribution in the research is able to improve 
operational efficiency, in the form of cutting transaction service time, and being 
able to reduce inaccuracies in recording and monitoring the stock of available 
tools. The results of the research can be utilized by Galera Adventure to increase 
operational optimization, and summarize rental transaction time which can 
improve service quality.   

Keyword: Business, Rental, Equipment, Website, System  

 

 


