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SAZETAK

Cilj ovog rada, temeljen na rjeSavanju problema promidzbe turistickih odredista, za rezultat ima
razvijen mobilni racunalni sustav koji ¢e uz pomo¢ modernih tehnologija poboljsati i olakSati nacin
promidzbe turizma neke regije. Sustav se sastoji od posluzitelja implementiranog na usluzi oblaka
racunala Parse i mobilne aplikacije namijenjene za izvodenje na operacijskom sustavu iOS.
Sredisnji element aplikacije i glavni izvor informacija o korisniku ¢ine GPS senzor i pracenje
trenutne lokacije uredaja. Razvojem mobilne aplikacije i1 koriStenjem dostupnih senzora u
pametnom telefonu iPhone, implementiran je algoritam odluc¢ivanja koji na osnovu korisnikovih
zelja i osobina odlucuje i dodjeljuje korisniku zadatke s ciljem posjete nekog turistickog odredista.
Temeljna ideja tijekom izrade sustava, izradena je po nacelima racunalnih igara, odnosno
motiviranje na posjec¢ivanje turistickih 1 drustvenih odredista i1 rjeSavanje zadataka temeljeno je na

bodovnom sustavu, rangovima i1 dostignu¢ima koja korisnik moze ostvariti unutar aplikacije.

Kljuéne rijeci: algoritam odlucivanja, implementacija nacela racunalnih igara, operacijski sustav

108, turisticka 1 druStvena odredista

MOBILE APPLICATION FOR PROMOTING TOURIST ATTRACTIONS
BY THE PRINCIPLES OF COMPUTER GAMING AND DECISION-
MAKING

Main goal of this master thesis, based on solving challenges of promoting tourist attractions, was
to create and develop mobile computer system that, by using modern technologies, enhances and
simplifies how promotion of tourist attraction works. This mobile application system contains
two parts, server based on Parse cloud service and mobile application developed for i0S
operating system. Through development of this application and usage of available sensors in
smartphone device iPhone, decision-making algorithm was implemented. This algorithm, based
on user preferences and wanted category types, decides and assigns challenges for visiting
various tourist locations. The main idea during system deployment, was based on principles of
computer gaming. In other words, the whole process of user motivation and visiting tourist

locations, is based on points system, ranks and achievements that can be awarded to the user.

Keywords: decision-making algorithm, implementation of principles of computer gaming, 10S

operation system, , tourist attractions and social destinations
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