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PENGEMBANGAN SISTEM INFORMASI GEOGRAFIS (SIG) 

MENGGUNAKAN MAPBOX PADA PEMETAAN WISATA KOTA 

BANJARMASIN (Oleh: Mulidani; Pembimbing: Harja Santana Purba, Rizky 

Pamuji; 2025; 86 halaman). 

 

ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan aplikasi Sistem Informasi Geografis 

(SIG) berbasis web untuk memetakan lokasi wisata di Kota Banjarmasin, yang 

dirancang guna mempermudah akses informasi pariwisata serta mendukung 

promosi wisata daerah. Data awal diperoleh dari Dinas Kebudayaan, Kepemudaan, 

Olahraga, dan Pariwisata Kota Banjarmasin, kemudian diverifikasi dan dilengkapi 

melalui survei lapangan. Pengembangan aplikasi menggunakan metode Extreme 

Programming dengan teknologi seperti HTML, CSS, Bootstrap, JavaScript, PHP, 

Laravel, Mapbox, OpenWeatherMap, MySQL dan Pannelum. Fitur utama 

mencakup peta interaktif, informasi cuaca, sistem ulasan dan rating, card wisata, 

halaman statistik wisata, pengelolaan data, dan tampilan responsif. Pengujian 

perangkat lunak dilakukan dalam tiga tahap: pengujian fungsionalitas dengan 

metode blackbox testing menunjukkan persentase kelayakan 100%, pengujian 

konten peta digital dengan kelayakan 100%, dan pengujian kemudahan penggunaan 

dengan kelayakan 83%. Hasil pengujian menunjukkan bahwa aplikasi ini telah 

memenuhi kriteria sangat baik dalam aspek fungsionalitas, keakuratan konten, dan 

kemudahan penggunaan. Aplikasi ini diharapkan dapat meningkatkan efisiensi 

pengelolaan pariwisata di Kota Banjarmasin dan menjadi referensi untuk 

pengembangan aplikasi serupa di masa depan. 

 

Kata kunci: Sistem Informasi Geografis, Wisata Kota Banjarmasin, Aplikasi 

Berbasis web, Extreme Programming, Blackbox Testing. 
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DEVELOPMENT OF GEOGRAPHIC INFORMATION SYSTEMS (GIS) USING 

MAPBOX IN BANJARMASIN CITY TOURISM MAPPING (By: Mulidani; 

Supervisors: Harja Santana Purba, Rizky Pamuji; 2025; 86 pages). 

 

 

ABSTRAK 

This study aims to develop a web-based Geographic Information System (GIS) 

application for mapping tourist locations in Banjarmasin, designed to facilitate 

access to tourism information and support regional tourism promotion. Initial data 

were obtained from the Department of Culture, Youth, Sports, and Tourism of 

Banjarmasin City, then verified and supplemented through field surveys. The 

application was developed using the Extreme Programming methodology and 

technologies such as HTML, CSS, Bootstrap, JavaScript, PHP, Laravel, Mapbox, 

OpenWeatherMap, MySQL and Pannelum. Key features include an interactive 

map, weather information, review and rating system, tourist location cards, tourism 

statistics page, data management, and a responsive design. Software testing was 

conducted in three stages: functionality testing using the blackbox testing method 

achieved an eligibility percentage of 100%, digital map content testing achieved 

100% eligibility, and usability testing achieved 83% eligibility. The results indicate 

that the application meets excellent criteria in functionality, content accuracy, and 

usability aspects. This application is expected to enhance the efficiency of tourism 

management in Banjarmasin and serve as a reference for developing similar 

applications in the future. 

 

Keywords: Geographic Information System, Tourism of Banjarmasin, Web-Based 

Application, Extreme Programming, Blackbox Testing. 
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