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Abstract 

Solok Selatan is one of the regencies in West Sumatra with attractive tourism potential to be visited by 
both foreign and domestic tourists. Seribu Rumah Gadang area (SRG) is one of the attractions in South 
Solok Regency, which is planned to become one of the world heritages. The SRG area already has 
three of the ten criteria set by UNESCO. The author creates an innovative media promotion of tourism 
potential called VR Rumah Gadang based on android applications. This application presents a 3D 
view of the SRG region which can be seen from all sides with a 360 ° turning angle using Virtual 
Reality technology. This application is expected to be an attraction for tourists who will visit South 
Solok, so that it can help government efforts in efforts to increase Regional Original Revenue (PAD) 
from the tourism sector. 
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Introduction 

Tourism is one of the leading sectors in Indonesia that contributes significantly to the 
economic sector. This fact is clearly seen when the weakening of the national economy in 
the last few years, in fact the tourism sector has increased with the number increasing 
10% to 17%. This figure makes Indonesia the largest foreign exchange earner from the 
aspect of world tourism by being in the fourth largest position in the world, even the 
tourism ministry's record of the tourism sector has generated up to 10 billion USD / 
year. 

 

 

 

 

 

 

 

 

 

Figure 1: Seribu Rumah Gadang Area 

The Thousand Rumah Gadang (SRG) area is located in Nagari Koto Baru, Sungai Pagu 
Subdistrict, and stands on approximately 50 hectares of land and is spread over three 
jorong. Namely Jorong Kampuang Nan Limo, Jorong Lubuk Jaya, and Jorong Bariang 
Rao-Rao. Hundreds of residents inhabit this area, spread over 215 existing gadang 
houses. 
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This village is interesting because it has hundreds of gadang houses, some of which line 
up like modern housing complexes. If in other areas the community no longer preserves 
the existence of their traditional houses, in the SRG area the community still lives and 
maintains the traditional houses of their families' pride even some of the buildings are 
hundreds of years old. Not only is the preservation of gadang houses maintained, 
diversity of architecture can also be found in the SRG area, several types of gadang 
houses with various forms. In addition, in some gadang houses, antique family relics can 
also be found that are relatively rare. 

However, tourist arrivals to West Sumatra declined since March 2019. Based on West 
Sumatra BPS data, the number of tourists visiting West Sumatra reached 6220 people. 
April 2019 tourist arrivals were reduced to 5471 people and continued to decline until 
May 2019 as many as 3582 people. While tourist visits to South Solok have declined 
dramatically since 2015. Based on data from the Head of Promotion of the South Solok 
Tourism and Culture Office the number of tourists visiting South Solok reached 2123 
people. In 2016 it decreased to 105 people and reached the lowest number in 2017, which 
was 80 tourists visiting. 

The promotion efforts undertaken by the local government are the distribution of 
brochures and pamphlets distributed in public places and the installation of large 
billboards in the airport area. However, promotional media that display 2D images can 
only provide a display of attractions in certain terms. This is not enough to satisfy the 
user's curiosity about the overall state of the actual tourist destination. 

Along with the times, the emergence of the Industrial Revolution 4.0 is very useful in 
developing technology for all aspects, especially in the promotion of tourism. To help 
develop the Thousand Rumah Gadang Region tour, the author presents a promotional 
media with Android-based Virtual Reality application named "VR Rumah Gadang". 
This application presents a 3D view of the Thousand Rumah Gadang area that can be 
seen from all sides with a 360 ° turning angle using Virtual Reality technology. 

Virtual Reality (VR) is a technology that allows users to interact with an environment 
that is simulated by a computer (computer-simulated environment), an actual environment 
that is imitated or truly an environment that only exists in imagination. VR Rumah 
Gadang application offers many advantages, including visualization that is more 
communicative, interactive, cross-browser compatible and lightweight. This application 
is expected to be an attraction for tourists who will visit South Solok, so that it can help 
government efforts in efforts to increase Regional Original Revenue (PAD) from the 
tourism sector. 

Literature Review 

Virtual Reality 

Virtual reality (VR) is a medium of human communication that involves the experience 
of space, time, interactivity, and users. Users can access content and feel dynamic 
interactivity, i.e. feel or engage in environmental experiences displayed through an 
interface (Sherman, 2003). However, some simulations include additional sensing 
information, such as sound through speakers or headphones. 

The simulated environment can be similar to the real world, for example, simulations for 
pilots or battle training, or can be very different from reality, like in VR games. In 
making Virtual Reality (VR) the results obtained are compiled and displayed to the 
human senses according to the movements performed (Sihite, 2013). 

Virtual Reality was introduced by Paul Milgram and Fumio Kishino in his book entitled 
"Taxonomy of Mixed Reality Visual Displays" and was named Milgram's Reality-
Virtuality Continuum (refer to picture 2) in 1994. They describe that there is a gap that 
separates the real environment and virtual environment. Between the two 
neighborhoods there are two charts that serve as bridges, which have different 
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tendencies. The two charts are Augmented Reality and Augmented Virtuality. The 
position of the two charts is different for Augmented Reality tends to be closer to the 
real environment, while Augmented Virtuality tends to be closer to the virtual 
environment. 

 

 

Figure 2: Milgram’s Reality-Virtuality Continuum. 

Locally-generated revenue 

Local governments are expected to be able to explore local financial resources, 
specifically through Local Revenue (Sidik, 2002). Regions with positive PAD growth 
rates are likely to have better per capita income levels. PAD has a positive effect on 
economic growth in the region (Brata, 2004). PAD is one of the sources of regional 
expenditure. If PAD increases, the funds owned by the regional government will be 
higher and the level of regional independence will also increase, so that the regional 
government will take the initiative to explore regional potentials and increase economic 
growth. The sustainable growth of PAD will lead to an increase in regional economic 
growth (Tambunan, 2006). 

An increase in PAD must have an impact on the regional economy (Saragih, 2003). 
Therefore, the region will not succeed if the region does not experience significant 
economic growth despite an increase in PAD revenue. If the opposite happens, it can be 
indicated that there is excessive exploitation of PAD to the community without regard to 
increasing the productivity of the community itself. Sidik (2002) asserted that the success 
of increasing PAD should not only be measured by the amount received, but also 
measured by its role to regulate the economy of the community so that it can be more 
developed, which in turn can improve the welfare of the people in the area. 

Research Methods 

Types Of Research 

In this research, qualitative descriptive writing is used to provide a comprehensive 
description of a developing problem with a creative idea that will be used as a 
preventive solution. 

Data collection technique 

Data collection techniques or information used in scientific papers is literature review. 
The author collects data or information from various reading sources, both books, 
government websites, journals, and other writings on the internet that are related to the 
theme and title of this paper. In addition, the authors also conducted a field survey to 
the Nagari Seribu Rumah Gadang area. 

Data Analysis 

Data analysis in writing this paper is to use qualitative descriptive methods. Descriptive 
method is a method used to make a systematic description of the relationship between 
the phenomenon being investigated and the results are not stated with numbers and 
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qualitative which is a combination of data analysis with qualitative analysis (Engkizar et 
al. 2018; Amnda et al. 2020). 

 

 

 

Discussion 

The Design and Working Principle of VR Gadang House Application 

VR Rumah Gadang was built as an application that displays attractions in 3D (three 
dimensions). With this application, it can help promote the tourism object of the Thousand 
Rumah Gadang area for tourists who have never been there, so tourists can see the picture 
of the object first. This can increase the interest and interest of tourists to visit these 
attractions. This virtual reality based application will be designed and used on 
smartphones based on the Android operating system. After going through the design 
stages and obtaining system requirements data generated digital promotional media 
with interface implementation, namely the display of digital promotional media. 
Interfaces require scane-scane in handling each process and simplify system work. Every 
scane has a connection with one another. Baerikut is a digital media promotion interface. 

Splash Screen page  

This Splash Screen page contains an image in the form of the VR Rumah Gadang logo as 
a process of transition or transfer to the main menu 

Figure 3: VR Tower Home Splash Screen Page 

 

Main Page 

The main menu page is the initial display of VR Rumah Gadang with controls, either 
buttons or icons that allow users to interact with the data and buttons. The buttons and 
icons on the mainmenu consist of start, credit, help, quit. The object button is used to 
show a 3D view of the Thousand Rumah Gadang area. The credit button contains 
information about the application. While the help button is used as a guide for using the 
application. The quit icon is symbolize by the cross function to go to the exit menu. 

 

 

 

 

 

 

 

 

Figure 4: The main menu page of VR Rumah Gadang 
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Menu Start Page 

The start menu page is the main menu of VR Rumah Gadang. In this menu there is a 3D 
view of the Thousand Rumah Gadang area. Users can see from all directions with a 
turning angle of up to 360 °. This can satisfy the curiosity of prospective tourists about 
the tourist areas to be visited. 

 
Figure 5: Display the start menu page 

 Menu Credit Page 

The credit menu page contains an explanation of the application and information about 
the developer 

 
Figure 6: Display the credit menu page 

Menu Quit Page 

The Quit menu page is used as a button that displays a command to exit the application 

 

 

 

 

 

 

 

 

 

Figure 7: Display the Quit menu 

Menu Help Page 

This page is used as a guide for using the application 
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Figure 8: Display the help menu 

In designing this application, the author uses the prototype method through several 
stages, namely beginning with modeling tourist objects in 3-dimensional form, followed 
by making application designs, then designing and building VR applications, and 
testing applications (Pressman, 2001). In the mechanism of the working principle of VR 
virtual home based VR reality explained in the following picture. 

Figure 9: Mechanism of Working Principle of VR Gadang House 

 

VR Gadang Application Technique in Promoting Tourism Objects of Thousand Rumah Gadang 

Yushendra HS (2018) in his research entitled "Utilization of Social Media by Tourism 
Activists in the Promotion of Tourism in South Solok Regency" suggested that the 
Regional Government and the Tourism Office of South Solok Regency need to pay 
attention to marketing marketing services, one of which is the promotion of tourism 
objects. It aims to increase competitive advantage and finally be able to attract tourists to 
visit attractions in South Solok Regency, especially the Thousand Houses Gadang area 
as one of the tourist attractions. 

This means that the government must have a strategy in promoting. The intended 
strategy is the SWOT Analysis (Strengths, Opportunities, Weaknesses, and Threats). 
This SWOT analysis is based on logic that can maximize strengths and opportunities, 
but simultaneously minimize weaknesses and threats that will occur in the future. 

Based on Rahmadani's research (2018), there are 3 components in carrying out the 
promotional strategy activities of the South Solok Regency Tourism Object, including (1) 
the strength of the tourism promotion strategy located. 

The target of tourists both local and foreign, (2) the opportunity for the promotion of 
tourism object strategies can be done with the help of digital technology, (3) the threat in 
the process of promotion of tourist objects should be a major concern, namely the more 
massive tourism promotion activities carried out by the district government / city. 

Based on the explanation, the writer suggests that virtual reality-based digital 
innovation offered on the VR Rumah Gadang application can attract the attention of 
local and foreign tourists. According to Zaini (2015), the concept given in this 
application is expected to attract the attention of the public. 

With the use of 3D objects, the public can see these tourism objects in more detail and 
flexibility and get information about the location more precisely. This is reinforced by 
Triani's research (2018) which applies virtual reality to the tourism sector in Bandung by 
bringing up 3D objects. In line with Prasetya's research (2011) which implements virtual 
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reality as a medium for tourism promotion. 

As far as the authors read the application of virtual reality-based technology in South 
Solok Regency tourism object has not been realized. For this reason, VR Rumah Gadang 
is used as a marketing and promotion strategy for the tourism object in South Solok 
Regency which is managed by the government. This application aims to introduce the 
Regency of South Solok with the nickname Nagari Seribu Rumah Gadang as a 
developed, independent, and competitive province in the midst of world development 
in the digital age. 

Conclusion 

VR Gadang House was built as an application that displays the attraction of Thousand 
Rumah Gadang in 3D (three dimensions). This application has three main menus 
consisting of the menu object, credit, help to improve the performance of the digital 
promotional media. In the mechanism of the working principle of VR Gadang-based home 
begins with opening the application and providing various main menu options. Next open 
the page object and direct the camera according to user needs. Then the user can see the 
Thousand Rumah Gadang area from all sides as desired. 

VR Gadang House Application is used to promote the tourism potential of South Solok 
Regency, especially the Thousand Rumah Gadang area, and to maintain the existing 
potential in each region, especially West Sumatra. With this application, it is expected to 
be able to encourage students as the mobilizers of the nation to create other reforms in 
the field of tourism in realizing the development of South Solok Regency which is even 
bett. 
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