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MOTTO 

I believe the answer to "Can I become a really good self-taught programmer?" is 

always yes. In fact, all the really good programmers are self-taught and Creative 

brains are a valuable resource and limited! 
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INTISARI 

 
 

Indonesia sebagai salah satu negara kepulauan terbesar di dunia. Industri 

dibidang pariwisata juga menujukan persentase kenaikan yang cukup signifikan 

dari tahun ketahun. Tantangan yang dihadapi pemerintah saat ini sebenarnya 

dapat dibantu oleh peran masyarakat secara aktif dengan bantuan Teknologi 

melihat bahwa pariwisata merupakan salah satu sektor yang cukup penting dalam 

mendorong ekonomi negara. 

Pengembangan teknologi-teknologi dibidang pariwisata di Indonesia 

cukup rendah dibandingkan dengan negara-negara lain. Terdapat korelasi yang 

erat antara pemakaian teknologi dengan peningkatan jumlah wisatawan di suatu 

negara. Wisatawan kini tidak sabar menunggu informasi yang biasanya diberikan 

melalui biro jasa perjalanan. Mereka lebih senang mencari sendiri apa yang ada di 

benaknya sehingga mampu meyakinkan bahwa produk yang dipilihnya adalah 

yang terbaik. 

Pada skripsi ini, penulis mencoba untuk menganalisa sebuah aplikasi 

untuk membantu wisatawan yang datang ke Indonesia dengan konsep community-

based development. Hybrid Mobile Aplication dipilih supaya aplikasi ini dapat 

berjalan diberbagai platform seperti android dan windows phone. Aplikasi ini 

mempunyai berbagai fitur seperti nearby favorite location, Augmented Reality, 

Location Based Service dan pemanfaatan Open Application Programming 

Interface (API). Aplikasi ini telah mempunyai beberapa penghargaan di antaranya 

adalah AMICTA, INAITCA dan Top  75 bestAppId oleh TELKOM Indonesia. 

Kedepannya aplikasi ini diharapkan dapat mebantu dan meningkatkan minat 

wisatawan di Indonesia. 

 

Keyword: Pembuatan Aplikasi Mobile, Hybrid Mobile Application, Location 

Based Service, Open Application Programming Interface (API) 

GPS(Geolocation), Aplikasi Mobile Pariwisata. 
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ABSTRACT 

 
 

Indonesia as one of the world's largest archipelago country. In the tourism 

industry are also demonstrating the significant increase in the percentage of year 

to year. The challenge facing the current Government can actually be helped by 

the society actively role with the help of Technology see that tourism is one sector 

that is quite important in pushing the country's economy. 

 

Development of technologies in the field of tourism in Indonesia is quite 

low compared to other countries. There is a close correlation between the use of 

the technology with the increased number of tourists in a country. Tourists now 

don't wait for information that is typically provided through the Bureau of travel 

services. They prefer to find your own what's on her mind so that it is able to 

ensure that his chosen products are the best. 

 

In this thesis, the author attempts to analyze an application to help tourists 

who come to Indonesia with the concept of community-based development. Hybrid 

Mobile Application is chosen so that the application can run in various platforms 

such as Android and Windows phone. This application has many features such as 

favorite location nearby, Augmented Reality(AR), Location Based Service(LBS) 

utilization and Open Application Programming Interface (API). This application 

has several awards which are AMICTA, INAITCA and Top 75 bestAppId by 

TELKOM Indonesia. Future applications are expected to be that assist and 

enhance the interest of tourists in Indonesia. 

 

 

Keyword: Development Mobile Application, Hybrid Mobile Application, Location 

Based Service, Open Application Programming Interface (API) 

GPS(Geolocation), TMobile Application. 

 

 

 

 

 


