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ABSTRAK

Kidsnesia sebagai tempat wisata edukasi memiliki peran penting dalam mendukung
pembelajaran berbasis pengalaman bagi anak-anak dan keluarganya. Namun, peningkatan
jumlah pengunjung menimbulkan berbagai permasalahan seperti antrian panjang, keterbatasan
kapasitas, serta ketidakefisienan dalam pengelolaan data dan verifikasi tiket. Sistem ticketing
yang masih dilakukan secara manual atau sebagian digital rentan terhadap kesalahan
pencatatan dan duplikasi tiket sehingga menurunkan kualitas layanan. Penelitian ini bertujuan
untuk mengembangkan sistem ticketing dan kontrol akses berbasis website menggunakan
teknologi QR Code untuk membantu optimalisasi pengelolaan pengunjung di Wisata Edukasi
Kidsnesia. Penelitian dilakukan di SAE Digital Akademi Medan melalui kegiatan observasi
selama magang berlangsung selama tiga bulan. Metode yang digunakan yaitu metode Waterfall
yang terdiri dari tahap analisis, desain, pengkodean, pengujian, dan implementasi. Sistem
dikembangkan menggunakan Laravel, Bootstrap, MySQL, dan XAMPP. Hasil penelitian
menunjukkan bahwa sistem mampu mempermudah proses pemesanan tiket secara online,
mengurangi antrian pengunjung, mengatur kuota kunjungan, serta mempercepat proses
verifikasi tiket menggunakan QR Code secara aman dan efisien. Selain itu, sistem juga
membantu pengelola dalam mengelola data pengunjung secara lebih terstruktur dan akurat.
Dengan demikian, sistem ticketing dan kontrol akses berbasis QR Code dapat menjadi solusi

dalam meningkatkan kualitas pelayanan dan pengalaman pengunjung di Kidsnesia.

Kata Kunci: Sistem Ticketing, QR Code, Edukasi Kidsnesia



ABSTRACT

Kidsnesia, as an educational tourism destination, plays an important role in supporting
experiential learning for children and their families. However, the increasing number of
visitors has created several problems, such as long queues, limited capacity, and inefficiencies
in data management and ticket verification. The ticketing system, which is still conducted
manually or partially digitally, is prone to recording errors and ticket duplication, thereby
reducing service quality. This research aims to develop a website-based ticketing and access
control system using QR Code technology to optimize visitor management at Kidsnesia
Educational Tourism. The research was conducted at SAE Digital Akademi Medan through
observation activities during a three-month internship period. The method used in this research
is the Waterfall method, which consists of analysis, design, coding, testing, and implementation
stages. The system was developed using Laravel, Bootstrap, MySQL, and XAMPP. The results
of the research indicate that the system is able to simplify the online ticket booking process,
reduce visitor queues, manage visitor quotas, and accelerate the ticket verification process
using QR Codes in a secure and efficient manner. In addition, the system also helps
administrators manage visitor data in a more structured and accurate way. Therefore, the OR
Code-based ticketing and access control system can be an effective solution for improving

service quality and visitor experience at Kidsnesia.

Keywords: Ticketing System, QR Code, Kidsnesia Education
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