
 

 

 

TEKNOFEST 

AEROSPACE AND TECHNOLOGY FESTİVAL 

TOURISM TECHNOLOGIES COMPETITION 

 

PROJECT DETAIL REPORT 

 

TEAM NAME 

Intelligence Stimulator 

APPLICATION ID 

#72389 

PROJECT NAME 

Making Tourism Easier Through applicaton 

 

 

 

 

 



 

 

Contents 
1. Project Summary ................................................................................................................................. 3 

Figure .1 show the Graphical User Interface of the application ......................................................... 3 

Figure 2. Graphical User Interface of Tourism E-Guide ...................................................................... 3 

Project Team ....................................................................................................................................... 4 

2. Algorithm ............................................................................................................................................ 4 

Design .................................................................................................................................................. 5 

Figure .3 Use Case Diagram ................................................................................................................ 5 

3. System Architecture ............................................................................................................................ 7 

Application implementation and testing ............................................................................................ 8 

Android Technology ............................................................................................................................ 8 

4. Feasibility / Practicability .................................................................................................................... 9 

System Study ....................................................................................................................................... 9 

Prototyping ......................................................................................................................................... 9 

Entity Relationship Diagram (ERD):................................................................................................... 10 

Data Flow Diagram (DFD): ................................................................................................................. 10 

Home Activity .................................................................................................................................... 11 

Hotels Activity ................................................................................................................................... 11 

BookActivity ...................................................................................................................................... 11 

5. Innovativeness / Originality .............................................................................................................. 11 

Features that distinguish the project from similar products available in the market ...................... 12 

6. Solution to a Problem / Need ........................................................................................................... 13 

7. SWOT Analysis ................................................................................................................................... 14 

Here are  some strengths and opportunities of Having Mobile App for  Tourism Business ................ 14 

Make all Your Bookings Easily under One Roof ................................................................................ 14 

A Platform that offers Most Attractive Rebates .................................................................................... 14 

Best in Class Customized and Improved Services ................................................................................ 15 

• Acts as One of the Potent Marketing Tools .................................................................................. 15 

• Reducing the Paperwork and Simplify Transactions ..................................................................... 15 

• Get Real View Pictures and Videos of Destination ....................................................................... 15 

Weeknesses ...................................................................................................................................... 15 

8. Bibliography ...................................................................................................................................... 16 

 

 



 

 

1. Project Summary 
This project entitled as “ Tourism E-Guide” for Travel and Tourism Indstry is an 

android mobile application. The application is used to find the details of the tourist place which 

the user wants to visit. The applicaion provides tourism information to the mobile users 

conveniently. It can realize to query information for various places and gives multi output and 

hence it has more practical significance. This project has salient features which reduces the 

complexity of the user. The android based tourist guide system is easy, efficient, quicker and 

flexible for all the needs of the tourist. A mobile user can search for new mobile services 

available on the website to use either remotely on the server where the services resides, or 

locally after downloading them to his/her mobile device and work offline without a mobile 

connection. Tourism E-Guide” for Travel and Tourism Indstry aims to help the user/tourist 

accessing the tourism information directly from his/her smart device, anytime and anywhere 

using offloading.. In specific, the tourist data could be browsed or queried through an Internet 

map service such as Google Maps. 

As, the field of Tourism is vastly increasing there are many applications which are 

helping Tourists in many things related to tourism. We have decided to make an applictaion 

which will help tourists a lot. Our motive is to talk about those places which are not very well 

known. Our application will ineract with people socially . As they can share their reviews and 

rating about that particular place. The app will provide a map for that place, for that purpose 

we collaborate with Google Map. We will set a voice recorder in our application which will 

give information to people to that place and will help to find that location. User can enter this 

application plateform by two ways- either as a host or a guest. The hosts can put their vacant 

places for rent and they also can offer themself as a tour guide.The guest can pin point their 

location of Tour and the available accomodation and travel guides be offered to them, so they 

can choose the best package. The application also offers the opportunity to visit places.  

The application aims to develop detailed texts, pictures, videos and other guidance 

information are provided, so people can better understand the tourist attractions and make 

decision objectively. A problem is shown that tourists are not able to get tourism information 

timely when they are on the move. Therefore, we intend to explore how to build a mobile tourist 

guide system based on mash up technology to solve this problem.  

Figure .1 show the Graphical User Interface of the application. 

 

 

 

 

Figure 2. Graphical User Interface of Tourism E-Guide 



 

 

The system has been prototyped and validated in a real-time mobile internet application 

scenario. Figure .2 shows the main screen of the application. 

Figure 2. Tourism E-Guide  Application Main Screen 

Project Team 

The “ Tourism E-Guide”  app  development team is consist of the follwoing key members: 

• Project manager 

• System / Business Analyst  

• UI/UX designer  

• Android mobile App Developers  

2. Algorithm  

The purpose of this work is to design and develop an application on an Android smartphone 

for Tour Guide. The system will use GPS to find the user point and can provide information 

about tourist attractions, hotels, restaurants and shopping so that they can use effectively. The 

application/work uses the neighboring K-nearby (KNN) algorithm to determine the closest 

place. The working principle of K-Nearest Neighbor (KNN) is to find the closest distance 

between the data to be evaluated with its closest neighbor in the training data. 

  

 

 

 



 

 

 The steps in KNN are:  

1. Specify the k parameter where k = number of neighbors closest.  

2. Calculates the Euclidean distance squared of each object against the given sample data.  

3. Sort each object into a group that has the smallest Euclidean distance.  

4. Collecting classification categories nearest neighbour (Y).  

5. Use the majority of the classification to obtain the classified data 

Data collection methods used using interviews, and field observations. The interview is done 

to get information about the details of the tourist spots and observations to see where the 

attractions are directly. Methods of collecting data using interviews and field studies. The 

interview is done to the tourist attractions to get information about the tourist spots. 

The result of this tour guide is the user can detail information about tourist attractions, hotels, 

places to eat and shopping centers as desired by the user. Tourist attraction information and 

directions with minimal GPS accuracy error 10 meters distance and maximum error 40 meters. 

The speed of the application in determining the user position depends on strong network signal 

and the condition of the surroundings. 

Design 

This phase includes Unified Modelling Language (UML) design, interface design, and database 

design. Use case diagram provides an overview of all the uses of the system, it aims to explain 

the relationship between the user and the system to be created, that is to explain about 

everything the system will be created and its function.  

Figure .3 Use Case Diagram 



 

 

The flow chart given below illustrates the various activities in the system that are being 

designed, how each flow begins and how the activity ends.  

 

 

 

 

 

 

 

 

Figure .4 Application Flow Chart 

Figure .5 shows the Data Flow Diagam of the Application. 

 

 

 

 

 

 

 

 

 

 

 

Figure .5 Data Flow Diagram  



 

 

The user opens the tour guide application, then the system will display the main menu, where 

there are several menus in the main menu. The user selects the Tour menu then the system will 

display the tourist data list to the user. The user selects one of the tourist data list to view the 

tourist information and the system will display the existing tourist attraction info to the user 

3. System Architecture  

The diagram  represens the general architecture of the prototype. I build the project based on 

the assumption that users use their Android phones in the environment with wireless network 

and having the ability of getting GPS data. GPS will be used for automatic localization since 

android phones are usually equipped with GPS. MapActivity in red is the core and the start of 

application. MapActivity imports Google Map as the map, and retrieves information of POIs 

from remote Server. MapActivity calls MapOverlay to add POIs mark to Google Map. And 

MapActivity calls Menu to present more functions such as reminder, search, and contact and 

so on. 

Figure .6 System Architecture 

Design tools 

Adobe Photoshop, Adobe Fireworks will be used as a graphic editor. Since they are not 

complex and have more sophisticated features. 

Graphical user interface (GUI) design 

The graphical user interface shall be designed using android studio. This will show different 

screens for different users depending on the tasks they will  perform. The activities and different 

application lay outs that are user friendly will also be designed. 

Database design  

The database will be designed using Structured Query Language (SQL), it will be run on wamp 

server using php myAdmin. SQL is recommended during database design since it supports 



 

 

relational database systems whose advantages include the ability to provide faster access to 

data than flat files, and random access to data and has a built-in privilege system and most web 

based applications use SQL databases. 

Programming languages 

This project is developed by using Java as front end and mySQL as back end. 

Hardware required 

A phone with android operating system version 4.0 and above shall be required to run the 

application on the mobile phone. Application testing using a computer will require a Computer 

512MB+ RAM, monitor with minimum resolution of 1024x768, keyboard, and mouse, Hard 

Drive should be in NTFS file-system formatted with minimum 10 GB of free space. 

User requirements 

The requirements will be gathered to enable the designer know what should be included in the 

application these will also help in coming up with a prototype. Techniques for example 

interviews and observation are used to collect information regarding the application in 

question. 

Application implementation and testing 

Android studio will be used to design the application. Having done that, the prototype will be 

presented to the intended users for validation. Following validation, the suggested edits will be 

done to satisfy user and system requirements. Following the above approach the application 

will be presented to the management to see if it best suites their requirements, some of Great 

Lakes Safaris employees shall be allowed to test the application and see if it works for them. 

The application will be uploaded to the Google play store to enable the users easily download 

the application. 

Android Technology 

Android is one of an Open source platforms. It is created by Google and owned by Open 

Handset Alliance. It is designed with goal “accelerate innovation in mobile” As such android 

has taken over a field of mobile innovation. It is definitely free and open platform that differs 

hardware from software that runs on it. It results for much more devices are running the same 

application. Also, it gives possibility of friendlier environment for developers and consumers. 

Android, it is complete software package for a mobile device. Since the beginning android team 

offers the developing kit (tool and frameworks) for creating mobile applications quick and easy 

as possible. In some cases, you do not specially need an android phone but you are very 

welcome to have one. 

It can work right out of the box, but of course users can customize it for their particular needs. 

For manufactures it is ready and free solution for their devices. Except specific driver’s android 

community provides everything else to create their devices.  

 

 

 



 

 

4. Feasibility / Practicability  

Following steps will be taken  to implement the project. 

System Study 

This involves different ways through which the researcher can get the information regarding 

the application to be designed and the system that is currently being used. Data collection 

methods to be used include; observation, documentation review and these are explained as 

show below. 

Observation 

During observation, as is system will be closely observed to see how it currently operates and 

the way it can be improved to meet the business need.  I will follow up the whole process of 

task allocation used by Great Lakes Safaris. 

 Documentation 

The study will be done by reviewing a number of relevant documents about employee task 

allocation. Reading existing documents will enable the researcher to use the relevant 

information about task allocation. This included evidence written by people, general 

information about challenges encountered by using task allocation and how the to be 

application shall bridge that gap.  

Data processing and analysis 

The data collected will be processed and analyzed to ensure that it gives meaning. The written 

data will be read through and selection identified.  

Editing 

This involves cross checking whether given were answered and checking for errors, gaps or 

what is missing in the data. Final editing will be made by reading through the data to identify 

patterns of meaning and comparison with the data collected by other means.  

Prototyping 

Prototype software is often referred to as alpha grade, meaning it is the first version to run. 

Often only a few functions are implemented, the primary focus of the alpha is to have a 

functional base code on to which features may be added. Once alpha grade software has most 

of the required features integrated into it, it becomes beta software for testing of the entire 

software and to adjust the program to respond correctly during situations unforeseen during 

development 

Often the end users may not be able to provide a complete set of application objectives, detailed 

input, processing, or output requirements in the initial stage. After the user evaluation, another 

prototype will be built based on feedback from users, and again the cycle returns to customer 

evaluation. The cycle starts by listening to the user, followed by building or revising a mock-

up, and letting the user test the mock-up, then back. There is now a new generation of tools 

called Application Simulation Software which help quickly simulate application before their 

development. 

https://en.wikipedia.org/wiki/Mock-up
https://en.wikipedia.org/wiki/Application_Simulation_Software


 

 

Extreme programming uses iterative design to gradually add one feature at a time to the initial 

prototype. Continuous learning approaches within organizations or businesses may also use the 

concept of business or process prototypes through software models. 

System design is the third basic stage in systems development life cycle following planning 

and analysis. It involves development methodology, user interface design and database design, 

the data flow diagram, the context diagram, system flowchart and Entity relationship diagram 

shall be used in system design. 

The principal stages of the model map onto fundamental development activities:  

1. Requirements analysis and definition: The system's services, constraints and goals are, 

established by consultation with system users. They are then defined in detail and serve 

as a system specification. 

2. System and software design: The systems design process partitions the requirements 

to either hardware or software systems. It establishes an overall system architecture.  

Software design involves identifying and describing the fundamental software system 

abstractions and their relationships.  

3. Implementation and unit testing: During this stage, the software design is realized as a 

set of programs or program units. Unit testing involves verifying that each unit meets 

its specification.  

4. Integration and system testing: The individual program units or programs are integrated 

and tested as a complete system to ensure that the software requirements have been 

met. After testing, the software system is delivered to the customer. 

5. Operation and maintenance: Normally (although not necessarily) this is the longest 

life-cycle phase. The system is installed and put into practical use. Maintenance: 

involves correcting errors which were not discovered in earlier stages of the life cycle, 

improving the implementation of system units and enhancing the system’s services as 

new requirements are discovered. 

Entity Relationship Diagram (ERD): This clearly communicates the key entities in a certain 

database and their relationship with each other.  These will help the researcher to show the 

relationship of the entities used in the database. 

System flowchart: This will be used to help analyze a problem in a more effective way during 

application design and it shows the general flow of the application processes. 

Data Flow Diagram (DFD): This is a diagrammatic representation of the information flows 

within a system, it is used to show how information enters and leaves the system, what changes 

the information and where information is stored. 

The Context Diagram: This will be used to show the system under consideration as a single 

high-level process and then shows the relationship that the system has with other external 

entities 

https://en.wikipedia.org/wiki/Extreme_programming
https://en.wikipedia.org/wiki/Iterative_design


 

 

Application Flow Design 

Splash Screen Activity 

This is the first screens that will pop-up when the application is launched. It will delay for 4 

Seconds, and then loads the Home Activity. This Activity will have TextViews, Background 

Image, Progress Bar.    

Home Activity 

After the splash screen Activity, the HomeScreen will launch, this will be the starting page for 

the application. So the tourist has to select the item he/she wants to visit or inquire to get more 

information about it.  

This activity will have icons with labels, this will be inform of a dashboard. You select where 

you want to inquire about. The researcher will use CardViews and Linear Layouts to arrange 

the icons vertically.  

Hotels Activity  

Above is the list of the available hotels in the country, after selecting hotels from the Home 

Screen Activty this hotels Activity will pop-up. The list will include an image about the hotel, 

then brief description about the hotel. 

The hotels list will be organized using RecyclerView and CardViews, these technologies were 

introduced to advance listView Activity. RecyclerViews and CardViews will help us achieve 

the above design. 

When a tourist selects his/her favourite hotel from the previous activity, the single activity of 

the that hotel will pop-up. This activity will have images about that entity, some outstanding 

features in that hotel.  

This Activity will have a detailed description of the hotel, for example Name of the Hotel, 

Contact Details (Email, Telephone Numbers etc), Location Google Maps of that hotel. Then 

on the same activity there will be a Book Button, this button will open up another activity that 

will help the tourist contact the hotel directly through various ways. 

BookActivity 

This activity will be the last activity, the tourist has to select the option he/she prefers to contact 

the hotel agent. There is Email: here you can email the hotel directly, Call Agent: You can call 

the hotel agents from the app, WhatsApp agent: You can link to WhatsApp and contact the 

agent through the application. Social Media Links: Here there is Facebook, Twitter, Instagram 

etc. 

5. Innovativeness / Originality 

In the tourism industry, tourist information is obtained mainly through newspaper, magazines, 

radio and other simple ways those are available easily. But problem is that tourists are not able 

to get travel information timely when they are on the move. While today's mobile devices are 



 

 

becoming more intelligent, compared with PC, they still have the following limitations like 

small screen and tiny keyboard, limited CPU capacity, limited memory space, slow and fitful 

Internet connection.  

Many mobiles of recent decades have travel guide application. But the application on these 

mobiles works slow due to continues acquisition of the bandwidth.  

Therefore, the mobile end - user’s operation is very difficult, and the contents display on the 

screen of mobile device is limited. 

In the past years, tourists have been facing a problem of accessing tourism information such as 

locating national parks and other tourist’s sites. Both internationally and nationally tourists 

have been having trouble when touring and less aware about what to find and expect and also 

locating places at different sites such as national parks, most especially about the 

accommodation. Therefore, I propose the development of a tourism guide mobile application 

whereby the tourist can have access to tourism information anytime anywhere. The major aim 

of the application is to guide the tourists locate different tourist sites across the country, and 

showing contact information which the Tourist can use to contact the respective tourism agent 

or site. 

Features that distinguish the project from similar products available in the market 

A tourist needs modern technologies which can serves to them, so the android application 

should be easy to use and efficient to manage the travelling activities. They have to pay a part 

of amount of travelling budget to local guides and agents to get information. For solving the 

problem we are going to develop an android based mobile application which can help tourist 

to fulfil their wishes.  

Tourism Mobile apps help users for planning travel, accommodation bookings, ticket bookings, 

cab booking, route mapping, and more. However, these are just the basic uses of tourism mobile 

apps, and more tourist services can be delivered like: 

• Navigation – GPS services, route planning, and maps 

• Social – Travel updates, reviews, picture galleries, free communication, etc. 

• Mobile Marketing – Contests, discounts, and offer alerts 

• Security – Medical, Emergency calling & Information about local & international 

health agencies 

• E-commerce – Ticket booking, overseas banking, reservations, shopping 

  

Here are some features and characteristics of having an app for Tourism industry  

• One-stop solution for traveler and agent  

• Enhance customer support 

• Easy user experience 

• The smooth and fast booking process 

• Act as a marketing tool 

• Easy to attract customers 

• Smartphones are always at hand  



 

 

• Real-time updates for both agents and tourists 

• More client loyalty 

• Build a deeper connection with clients 

• Make money 

• Instant availability 

 

Inforamtion about similar project made before 

With the rapid technological advances of mobile phones during the last few years we are now 

facing a situation where it is not only possible to develop advanced applications for mobile 

platforms, but also to spread it to a much wider user base than it has been possible to do 

before. With smart phones that have a relatively large screen size as well as both GPS and 

high bandwidth Wi-Fi, 3G or even 4G capabilities readily available, much of the technical 

limitations that have been present in earlier similar projects. 

To just develop a mobile application is one thing, to develop an application that is good, 

usable, an appreciated is something else. Even if many technological constraints on mobile 

applications have been lifted, the question about what the user, the traveler in this case, wants 

still remains as an imperative question. That a great deal of all IT projects fail to meet 

deadline, fail to deliver what the users expect or fail to meet budget constraints is a well-

known fact.  

Another fact is that there are many fake tourist sites so in this application we shall have to only 

put tourism sites that have been approved by the Tourism Board. 

 A problem is shown that tourists are not able to get tourism information timely when they are 

on the move. Therefore, we intend to explore how to build a mobile tourist guide system based 

on mash up technology to solve this problem. 

6. Solution to a Problem / Need 

The main idea behind the project is to develop an android mobile application which will help 

tourists to find the better place at one instant. The long-time which tourists waste on searching 

for the better tourist spots like hill station, waterfall, beaches, etc. for their enjoyment in the 

new city which is totally unknown to them will get reduced, if they use this application. Hence 

this idea was very new and useful for all those who love to travel in a new city on a regular 

basis. The project is about tourist guide system how the tourist will get best use of the 

application according to his/her point of interest. 

Mobile application development is a very fast growing trend, following the explosive growth 

of smart phones. Most of today’s smart phones and mobile platforms have GPS capabilities, 

and with the wide market penetration of primarily smart phones this means that GPS capable 

devices are quickly becoming widespread; which in turn opens up an interesting opportunity 

to develop GIS (Geographic Information System) applications for these platforms.  In this 

project we will take a closer look at one such opportunity in the form of a mobile tourist 

application. 



 

 

The idea for studying the development of a mobile application for tourists to present geo 

contextual information to tourists. This platform will then be used to promote the tourist 

industry in the sparsely populated areas. A key factor for realizing the idea of supporting 

tourism in such disparate geographical locations is that the aplicaion that is developed is easily 

adaptable can be used independently of geographical location or a specific tourist attraction or 

site to develop a range of products that will support the tourist industry by enriching and 

facilitating the tourist’s experience. 

The application aims to develop detailed texts, pictures, videos and other guidance information 

are provided, and so people can better understand the tourist attractions and make decision 

objectively. A problem is shown that tourists are not able to get tourism information timely 

when they are on the move. Therefore, we intend to explore how to build a mobile tourist guide 

system based on mash up technology to solve this problem. 

In this project we will identify problems existing in Tourism industry. Some of the issues that 

we will investigate is how hard it is to know location of different tourism sites and to how they 

find the right people to contact if they needed some help or make some payment, and another 

difficult is that there are many fake tourist sites so in this application we shall have to only put 

tourism sites that have been approved by the Tourism Board. 

The project work will carry out a data collection on the different tourists who would be found 

on some sites. The people that will be interviewed include the site manager, tourists and tourist 

brokers who will helped the researcher in achieving in coming up with a legit solution. They 

will provide first-hand information about the problems they face and how they thought 

problems can be solved. 

The work will build a system to solve all existing problems in the tourism industry; There will 

be an Android Application which will be used by tourists to access all the information designed 

for them.  

7. SWOT Analysis  

Here are  some strengths and opportunities of Having Mobile App for  Tourism 

Business 

Make all Your Bookings Easily under One Roof 

One of the prime reasons why most of the holiday lovers cling into the mobile apps is 

because they can make their entire bookings one roof. It includes choosing the 

destination, booking tickets for reaching the spot, hotel reservation for accommodation at 

pocket-friendly tariffs exploring the local places to visit and so on.  

A Platform that offers Most Attractive Rebates 

You must have observed that today when you open your app store, you get N numbers of 

options to choose from. However, the users have their own criteria on downloading an app 

and installing it, but one of the factors that influence their mind is how much discount or 

rebate the app is offering on various travel bookings. It is important to note that the customers 

https://www.mindinventory.com/blog/ticket-booking-app-development-features-cost-estimation/


 

 

nowadays, have become a smart chooser and so you need to be very careful while promoting 

for the discount offers. 

Best in Class Customized and Improved Services 

Customized services could include tour packages for different purposes; whether you are 

going in for a corporate trip or just for relaxing and fun. Then it also involves the domestic 

tour and international tour packages. 

In addition, the travel agents have become quite conscious in paying attention to specific 

needs and priorities of their clients. For this you have to keep a strict eye on what the current 

demand of the market and then design your travel packages accordingly that suits different 

sets of people. 

• Acts as One of the Potent Marketing Tools 

• Reducing the Paperwork and Simplify Transactions 

• Get Real View Pictures and Videos of Destination 

Weeknesses 

UX design too small and packed 

Some designers seem to forget that a finger is a finger. Every action button or dropdown list 

should be not only large enough that it can be hit with reasonable success, but also spaced 

away from other active items to avoid tapping the wrong one. Selecting items in predictive 

search lists can be difficult if the results are too small and squeezed one next to the other. 

 

Android App cannot be moved to SD card  

This is a legacy problem for Android, probably the only serious architectural problem, with 

long term consequences. Internal phone memory for many mid-range smartphones is only 

128 or 256 MB. It's small, and it fills up quickly. Many native apps like Google Maps, 

Contacts database or Flash already eat up a good chunk of the internal memory. 

App developers must include the ability for their apps to be moved to the SD card. 

• Poor data synchronization with the cloud 

• Requesting too many permissions. 

• Assuming always-on data connection. 

• Assuming high speed network access. 
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