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MOTTO 

 

“Lahaula walakuata illa billahil aliyil adzim” 

 

“Nature Boy” 

“There was a boy 

A very strange enchanted boy 

They say he wandered very far, very far 

Over land and sea 

A little shy and sad of eye 

But very wise was he 

And then one day 

A magic day he passed my way 

And while we spoke of many things 

Fools and kings 

This he said to me 

The greatest thing you'll ever learn 

Is just to love and be loved in return 

The greatest thing you'll ever learn 

Is just to love and be loved in return” 

Nat King Cole,1946 
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INTISARI 

Kegiatan alam bebas dan mendaki gunung di indonesia sudah berkembang 

pesat. Kegiatan ini tidak hanya dilakukan oleh kelompok-kelompok pecinta alam 

dan pendaki gunung,tetapi juga masyarakat umum. Mendaki gunung  merupakan 

kegiatan yang penuh resiko. Anggota kelompok pecinta alam mendapatkan 

pendidikan dasar saat mereka menjadi anggota baru. Meraka memiliki 

pengetahuan yang memadai,pengalaman yang cukup serta peralatan yang sesuai 

sangat diperlukan untuk menempuh perjalanan jauh mendaki gunung di alam 

bebas,tetapi untuk masyarakat umum atau pendaki pemula yang bukan anggota 

kelompok pecinta alam masih melakukan kegiatan alam bebas dengan 

pengetahuan kurang, pengalaman,serta peralatan yang jauh dari standar 

keselamatan.  

Keselamatan adalah hal paling penting dalam kegiatan alam bebas. 

Kondisi seperti ini yang mendorong saya untuk membuat aplikasi yang berisikan 

teknik dasar pendakian gunung yang meliputi; manajemen perjalanan 

(perancangan perjalanan, pemilihan alat dan logistik, paking ,outdoorlidership), 

navigasi darat, survival, P3K,simpul dasar, kumpulan tips, dan beberapa jalur 

resmi pendakian di indonesia baik dari pos pemberangkatan sampai puncak 

gunung 

Dengan dikembangkannya aplikasi ini penelitimencoba membatu dalam 

menyediakan informasi agar dapat meminilisir resesiko kecelakaan dalam 

berkegiatan dialam bebas bagi pemula maupun para senior pendaki gunung. 

Kata Kunci:Pendakian, Informasi Pendakian, Panduan Pendakian              

Gunung 
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ABSTRACT 

Outdoor activities and mountain climbing in Indonesia has been growing 

rapidly. This activity is not only carried out by groups of nature lovers and 

mountain climbers , but also general public. Mountain climbing is  risky activity. 

Member groups of nature lovers get  basic education when they become new 

members.they have sufficient knowledge,experience considerable and appropriate 

equipment so necessary for a long journey up the mountain in the wild, but for 

general public or novice climbers who are not members of a group nature lovers 

still do outdoor activities with less knowledge, experience and equipment safety 

not standards  

 Safety is the most important thing in the outdoors. Conditions such as 

these that prompted me to create an application that contains basic 

mountaineering techniques which include; travel management (planning a trip, 

tool selection and logistics, gasket, outdoorlidership), land navigation, survival, 

P3K, basic knot, a collection of tips, and some official channels climbing in 

Indonesia both of postal departure to the mountain top. 

 

 With the development of this application petrified researchers try to 

provide information in order to meminilisir resesiko accident in activism in the 

free for beginners as well as senior mountaineers. 

 

Keyword: Climbing, Climbing Information, Mountain Climbing          Guide 


