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“You could’ve been number one, and you could’ve ruled the whole world.” 

(Uno, Showbiz, 1999) 

 

“It’s a new dawn, it’s the new day, it’s a new life for me, and I’m feeling good.” 

(Feeling Good, Origin of Symmetry, 2001) 

 

“You’ve got to be the best, you’ve got to change the world, and use this chance to 

be heard, your time is now.” 

(Butterflies and Hurricanes, Absolution, 2003) 

 

“Don’t waste your time, or time will waste you.” 

(Knights of Cydonia, Black Holes and Revelations, 2006) 

 

“They will not control us, and we will be victorious.” 

(Uprising, The Resistance, 2009) 

 

“It’s a race, that I’m gonna win, yes I’m gonna win.” 

(Survival, The 2nd Law, 2012) 

 

“From this moment, you will never be alone, we’re bound together, now and 

forever, the loneliness has gone.” 

(Aftermath, Drones, 2015) 
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INTISARI 

Perkembangan teknologi informasi saat ini sudah berkembang sangat pesat, 

terutama dalam bidang teknologi smartphone yang sudah merajalela dalam kehidupan 

masyarakat. Tetapi saat ini masih ada masyarakat yang mencari informasi secara 

manual sehingga membutuhkan waktu yang cukup lama, sehingga diperlukan sistem 

aplikasi yang berbasis Android sebagai sistem informasi yang dapat digunakan secara 

cepat, efektif dan efisien terutama mengenai sistem informasi di Kota Tasikmalaya. 

Dengan memanfaatkan aplikasi mobile Tasikpedia yang berbasis Android, 

pengguna dapat memperoleh beragam informasi tempat yang direkomendasikan di 

Tasikmalaya. Hal tersebut dikarenakan aplikasi yang berbasis Android merupakan 

sistem operasi yang perkembangannya paling pesat dan banyak diminati karena 

bersifat open source atau dengan kata lain bisa dikembangkan oleh para pengguna atau 

pengembang tanpa harus terbentur lisensi. 

Aplikasi Tasikpedia menampilkan beberapa informasi meliputi Kuliner, Hotel, 

Transportasi dan Wisata yang layak dikunjungi untuk wisatawan / masyarakat luar saat 

berkunjung ke Kota Tasikmalaya. Hasil dari perancangan aplikasi ini mampu 

memberikan informasi titik lokasi alamat, galeri foto, deskripsi singkat, jam 

operasional, nomor telepon, biaya tiket masuk, dan rute dari pengguna ke tempat yang 

akan dituju. Aplikasi ini di buat dengan menggunakan software Android Studio, 

Android SDK, Genymotion, dan Adobe Photoshop. 

Kata kunci: Aplikasi, Mobile, Android, Sistem Informasi, Tasikpedia. 
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ABSTRACT 

The current development of information technology has been developing very 

rapidly, especially in the field of technology of smartphone that is already rampant in 

the life of the community. But at this time there are still communities that seek 

information manually so that it takes quite a long time, so the required application 

system based Android as an information system that can be used in a timely, efficient 

and effective especially regarding the information system in city of Tasikmalaya. 

By leveraging mobile applications Tasikpedia Android-based, users can obtain 

a variety of information on recommended in Tasikmalaya. That is because the Android-

based applications is the operating system that the most rapid development and a lot 

of interest because of the nature of open source or otherwise can be developed by users 

or developers without having to bump the license. 

Application Tasikpedia displays some information include culinary, Hotel, 

transport and Tour to visit for tourists/community outside while visiting the city of 

Tasikmalaya. The result of the design of the application is able to provide information 

point location address, a photo gallery, a short description, hours of operation, phone 

number, the cost of admission, and the route from the user to the place which it is sent. 

This application is made by using the Android software Studio, Android SDK, 

Genymotion, and Adobe Photoshop. 

Keywords: Application, Mobile, Android, Information Systems, Tasikpedia.
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