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ABSTRACT

Tourism Application on Sarawak Cultural Village is the application that can be used by tourists and

local people. They can use this application when they visit the Sarawak Cultural Village. The

problem is Sarawak Cultural Village does not have any application that provides the “living house”

museums’ information. Currently stamp card is used when tourists and local people visiting the

Sarawak Cultural Village. The objectives for this application are to identify requirements, design

and develop the Tourism Application on Sarawak Cultural Village. Mobile Application

Development Life Cycle had been chosen as the methodology. Thus, the significance is to preserve

the knowledge of the culture for “living house” museums in Sarawak Cultural Village. Besides that,

it will promote the tourism for tourists from the other country in Sarawak. The tourists and local

people can view the map and read the information. They also can take and save the picture when

they visit the “living house” and they also can answer the quizzes. Finally, Tourism Application on

Sarawak Cultural Village possible to attract more tourists and local people to use this application

during their exploration of unique “living house” museums in Sarawak Cultural Village.
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CHAPTER 1

INTRODUCTION

This chapter will focus on the project background and the fundamental reasons on why some

preliminary studies are conducted. Moreover, the chapter also includes the problems, objectives,

scope and significance of the project.

1.1 PROJECT BACKGROUND

Sarawak Cultural Village is a very popular attraction near Kuching, in the state of Sarawak.

Tracing their origins back to the nineteenth-century Scandinavian “folk-life museum”, they

have become increasingly popular in this part of the world as “living museums”, places

where such components of local cultures as music, cooking, the crafts, may be “performed”,

to the delight of visitors (Latrell, 2012).There are structured buildings representing every

major ethnic group in Sarawak such as Bidayuh, Iban and Orang Ulu Longhouses, a Penan

Hut, a Melanau Tall-house, a Malay Town House, and Chinese Farm House. Displayed in

each house are the many artifacts made by the individual dwellers. They also demonstrate

the arts and crafts like beadwork, wood and bamboo cravings, “Pua” weaves and straw

weaving.

A recent editorial by the Editor-in-Chief of the International Journal of Hospitality

Management has driven home perhaps the most fundamental characteristics of the

phenomenon we call “tourism”; namely, the delivery of positive experiences to tourists. The

concept of the tourism experience has become a focal point for current tourism research and

management (Tung et al, 2011). The tourism industry can attract more tourists from other

country.

Nowadays, people will use smartphone when they travel to somewhere. Tourists combine

smartphone technology with social media and send photos, share reviews, take and upload

videos and update their favorite’s sites as they travel. With new technologies being

developed, new types of tourist activities are emerging that can both transform conventional




