CHAFTER |

INTRODUCTION

1.1 Background
Affandi museum is all part of Affandi’s life as a painting maestro. In the

brochures, pamphlets. This media gives little information about the geometrical
structure which is in the Affandi Museum that is in the form of two-dimensional
(picture looks forward) and plan museum

thus becoming less effective overall depiction of Museums.



VR or Virtual Reality, in Indonesian called Virtual Reality is a technology
that makes the user or the user can interact with the environment that exists in the

virtual world simulated by computers, so we feel are in the neighborhood. Feel the

thrill of being up and running somewhere, be it os tourist aitractions, cafes,

Seeing that it is necessary to form a virtual tour media 360 to provide a
medium for the manufacture of the museum as well as make it easy for potential

tourists to be able to see the form of simulated real museum.



With the design of promotional media Affandi Museum uses interactive
virtual tour 360 with the web, can be an effective medium in the sight of the

contents of a museum and diharpkan can be a solution of the existing problems.

1.2 Formulatlon of Problems

Based on the background
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L. Promoting travel locality as an attractive tourist destination and
benefit tourists,

2. Improve and strengthen the international standardization of travel
towards,



3. Muke Affandi Museum as a center of research and knowledge of
Affandi's collection as one of the requirements for obtaining a
Bachelor degree in Computer University Yogyakarta Amikom for

WTILeTS.

In this chopter describes the background, problem
formulation, problem definition, purpose and objective of
the study. research methods and systematic writing.



PART II

THEORETICAL BASIS

In Chapter 11 describes the foundation of the theories used
in the conduct of research, such as information systems,
web programming language that is used and the technology




Lol Method of collecting data

Li.1.1 Methods of Observation
Ohsernvation 15 8 way of collecting datn by direct observation and recording
systematically the object to be studied. The observations were made by the

L6.3.1 Use Case Dlngram

Use case describes an interaction between one or more actors with the
system being designed. Use case diagram is used to determine the function of
what is inside a system and who is entitled to use these functions,



1Lo.3.2 Class Dlagram
Class diagrams are static model that describes the structure and description

of the relationship between class and class. Class consists of class names,

attnbutes and operations | method.

CHAFTER II BASIS THEORY
Section T discusses the theoretical basis of which is the theory used in

virtual reality, PHP and explain the meaning of the definition of the programming



language PHP, MYSQL definition, and some of the theory behind the design of
the web to be built

CHAPTER Il ANALYSIS AND DESIGN
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