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INTISARI

Perkembangan yang semakin maju saat ini salah satunya di bidang multimedia
yaitu Virtual Reality. Virtual Reality yaitu salah satu teknologi yang mampu
mensimulasikan keadaan persis dengan kondisi aslinya. Teknologi Virtual Reality
dapat dimanfaatkan sebagai media promosi di berbagai bidang, salah satunya di
bidang pariwisata. Indonesia merupakan Negara yang banyak sekali akan objek-
objek wisata, sehingga banyak wisatawan-wisatawan dalam negri maupun luar
negri yang ingin mengunjungi destinasi-wisata di Indonesia. Namun di masa
pandemic covid-19 saat ini yang melanda Indonesia destinasi wisata di Indonesia
mengalami penurunan pengunjung, bahkan hampir tidak ada pengunjung yang
melakukan wisata dengan diberlakukannya peraturan pemerintah. Untuk itu disini
peneliti akan- menerapkan aplikasi Virtual Tour sebagal media promosi objek
wisata menggunakan Virtual Reality. Penerapan Virtual Tour 360° membuat
wisatawan tetap bisa mengunjungi destinasi wisata di masa pandemi covid-19
tanpa harus pergi langsung ke tempat destinasi wisata, wisatawan tidak perlu
melakukan reservasi tiket transportasi dan akomodasi, yang dibutuhkan hanyalah
akses internet yang cukup untuk menikmati kegiatan berwisata, wisatawan sudah
bisa menikmati keindahan destinasi wisata seperti aslinya dan seakan-akan sedang
berada di tempat wisata sesungguhnya dengan bantuan teknologi apliksi Virtual
Tour 360°.

Kata Kunci: pariwisata, promosi, virtual reality, covid-19
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ABSTRACT

One of the most advanced developments in the field of multimedia is Virtual
Reality. Virtual Reality is a technology that is able to simulate conditions exactly
with the original conditions. Virtual Reality technology can be used as a
promotional medium in various fields, one of which is in the field of tourism.
Indonesia is a country that has a lot of tourist objects, so many domestic and
foreign tourists want to visit tourist destinations in Indonesia. However, during
the current covid-19 pandemic that hitAdndonesia, tourist destinations in Indonesia
experienced a decline‘in visitors, in fact almost no visitors went on tours with the
enactment of government regulations. For this reason, researchers will apply the
Virtual Tour application as a promotional media for tourist.objects using Virtual
Reality. The implementation of the 3600 Virtual Tour allows tourists to still visit
tourist-destinations during the COVID-19 pandemic without having to go directly
totourist destinations, tourists do not need to make reservations for
transportation and accommodation tickets, all that is needed is sufficient internet
access to enjoy traveling activities, tourists have can enjoy the beauty of tourist
destinations like the original and as if they were in a real tourist spot with the
help of the Virtual Tour 3600 application technology.

Keyword: tourism, promotion, virtual reality, covid-19
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