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ABSTRACT

This proposed project is a kiosk multimedia application that is specially design
for the heritage in Malacca city. With the advancement of the ICT, technology can be
combined with the tourism to make the virtual tourism possible. Malacca is a place
that rich of historical and cultural background from previous Portuguese, Dutch and
British rule. Therefore, this project is designed to provide information to the tourist in
order to let them understand the history of Malacca in a better way. The proposed
project is able to help user by assisting them selecting which attractions to go as all
the information are already included in this project. The tourists, as the users of this
project are able to know what are the attractions in a particular place and need
information in details about a particular place. Besides, with the help of this proposed
project, the user’s appreciation and knowledge on certain places such as historical
sites can be improved. Besides, an interactive timeline will be included in this project
that allows users to understand the background of the Malacca city through an
interactive way. Next, with the help of this project, the user is able to find know the
popular attractions in Malacca and how they should go by referring to the interactive
map. Furthermore, the game-based learning module is able to test the user
understanding about the history of Malacca and attract more people to use this
application at the same time. This project is developed by using ADDIE model which
is the methodology used in developing instructional multimedia project. In short, this
project is able to enhance the knowledge of the users on Malacca City in an

interactive way.
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Chapter 1: Introduction

Chapter 1: Introduction

1-1 Motivation and Problem Statements

History helps us to understand the change from the past and how the cultural,

social and societal values developed across the time. In Malacca, there are many

heritage and historical sites and each of them has their own story. Therefore, with the

help of the kiosk application, the history of each site can be displayed to all the users

whenever they are using the kiosk application in Malacca. Next, in order to visit all

the historical sites in Malacca, the problem occurs when the user unsure about where

is each of the historical sites located. Other than provide the historical information to

the user, kiosk application also provide the map that containing all the historical sites

and guide the user on how to visit all the places at ease.

There are few problem statements as stated below:

(i)

(i)

(iii)

Lack of information on the location of each heritage sites in Malacca

Most of the tourists especially the foreign visitors do not know the
historical places that they can visit and where are these attractions are
located in Malacca. Most of them figured out that the brochure on guiding
them when they were not user friendly and it is difficult to find any
information kiosk to help them out. (Nur Firdaus et al. 2010)

Inconvenient in getting all the historical information for each heritage sites

The amount of information in the form of interpretation boards is
insufficient thus impede the visitors to learn more. It is important to let

visitors to get information at ease. (Hasrul Yushairi Johari et al. 2010)

Lack of detailed information and tedious way of presenting the history

Visitors often complain that the information in traditional writing
sometimes inadequate as visitors cannot capture or imagine the past. The
lack of other multimedia elements may affect the effectiveness of visitors

to obtain the information. (Hasrul Yushairi Johari et al. 2010)

BIS (Hons) Business Information System
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Chapter 1: Introduction

1-2 Background Information

In this modern technology era, with the advancement of information and
communication technology (ICT), our daily lives have been improved. ICT has
helped us in several of fields and one of these examples is tourism. Kiosk application

is one of the examples on how ICT helped in tourism.

Kiosk application is the software designed to display information to the user.
Kiosk application is the tool that will be used to refer to get the information of nearby
attractions. It is usually placed at the entrance of the shopping mall to display the
locations of each shop lot in the shopping mall which ease the user going to the
desired destination. Besides, it is also designed to be placed at the tourist attraction to
provide the map of the particular attraction and the direction in which the user should

be heading to.

With the advancement of technology, virtual tourism is available nowadays.
However, the traditional way of visiting to the actual places of the attraction is still
popular. Issues occurred when the user unsure about what are the attractions in a
particular place and need information in details about a particular place. Therefore,
with the help of kiosk application, the user’s appreciation and knowledge on certain
places such as historical sites can be improved by integrating the technology we have

nowadays.

Malacca is a state in Malaysia that rich of historical and cultural background
from previous Portuguese, Dutch and British rule. There are lots of heritage and
historical sites which are the attractions in Malacca for visitors to visit such as A’
Famosa Fort, Christ Church, St. Paul’s Church and etc. Besides, there are also some
other must visit places in Malacca such as Jonker Street Night Market. Therefore,

there is a need of kiosk to guide visitors where to go to the attractions.

History of a particular is important as it carries the meaningful story why and
how the particular place is kept until now and became an attraction nowadays. It is

important to preserve the history of the past of the particular place for the sake of the

2
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 1: Introduction

future generations able to know the meaningful history of a particular place and get to
see the heritage in the future. It also allows the foreign visitors to be able to
understand and know well about the history happened in that particular place

previously.

In short, in Malacca, a place with lots of heritage and historical sites that full
with meaningful history, there is a need of kiosk application. However, there is no
kiosk application that describing each of the historical sites and its history in Malacca.
Therefore, kiosk application that is able to display the history of all the historical sites
in Malacca, the information of the particular place that visitors need to know, as well

as the guide to lead them heading to the desired location.

BIS (Hons) Business Information System
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Chapter 1: Introduction

1-3 Project Scope

In the end of this project, a kiosk application that contains the information of

all heritage and historical sites in Malacca will be developed. The kiosk application

that developed is able to help the people to enhance their knowledge in history of

Malacca. Besides, it will also help the foreign visitors to know the history of Malacca

as well. Moreover, this kiosk application is also able to convey the message to the

users in an interactive way in which help the users to retain the important information.

The proposed modules are as below:

(i)

(i)

(iii)

Interactive timeline module
This is the introduction of Malacca city. It will show the development
of Malacca city over time. Instead of presenting using plain text,

multimedia elements will be used to make it more interesting to visitor.

Virtual tour module

Allow visitor to click on a particular site and view the particular place
with a virtual tour guide that introduce the place to the visitor. This
gives the information in which helps the visitor to decide whether or
not to visit that particular place. It also shows all history information of
each historical site in details by including appropriate multimedia
elements to make the visitor get the information effectively and

efficiently.

Interactive map module
Display the map location for each heritage sites and other attractions in
Malacca so that the visitor able to click and view the map and its brief

details of that particular location that have been chosen.

BIS (Hons) Business Information System
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Chapter 1: Introduction

(iv)

Game-based learning module

Test the understanding of the visitor on the historical information and
reward users to play game. To make the game more interesting, the
quiz is developed using score-based.

1-4 Project Objectives

In order to

solve the problem statements that mentioned earlier, the following project

objectives have been set:

(i)

(i)

(iii)

To develop a kiosk application that provides interactive map to display the
location information for each of the heritage sites in Malacca. This helps
the visitors to visit to a particular place at ease which will solve the

problem statement (i).

To develop a kiosk application that contains all the historical sites’
information by integrating all the information together so that the visitors
are able to view the information at ease which will solve the problem

statement (ii).

To develop a kiosk application that display the historical information in an
interactive manner by including other multimedia elements such as video,
graphic image, sound rather than just plain text which will solve the

problem statement (iii).

BIS (Hons) Business Information System
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Chapter 1: Introduction

1-5 Impact, Significance and Contribution

The proposed project is a kiosk application that is specially designed for
Malacca. Malacca is a tourist attraction that is full with lots of historical sites and
heritage attractions. There is no any interactive kiosk application that is designed for
Malacca yet. Therefore, at the end of this project, there will be interactive kiosk
application for Malacca. This kiosk application will help tourists to look out all the
historical sites and heritage attractions and gain knowledge at the same time when

they visit to Malacca.

Firstly, with the proposed project, the user is able to save time. The interactive
kiosk application is able to give information about the historical sites and heritage
attractions. The user is able to select the attractions that preferred to go and then the
kiosk application will display information. This helps user to save time on thinking

where to go first among all the attractions.

Next, the user is able to know the history of Malacca in an interactive way.
The kiosk application is able to convey the history of each historical site to the user in
an interactive way. The user does not need to read through a whole lengthy story to
understand the history. Instead, the kiosk application will present the history in a story
telling manner. The story telling manner used up the animation along with the narrator
to tell the story which will help user to have a better retention on the history and do

not feel bored easily.

Furthermore, with the help of this kiosk application, the user is able to know
the importance of protecting the heritage of Malacca and learn how to appreciate
through game. With this, it enables to test the user understanding of the Malacca’s
history and at the same time helps them to the importance of preserving the history

and heritage.

BIS (Hons) Business Information System
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Chapter 1: Introduction

1-6 Highlight of Achievement

The first achievement of this proposed is the Interactive Timeline Module.
This module allows users to know the history of the Malacca from the past in an
interactive way. Instead of using the traditional way in which letting people know by
reading from the book, the Malacca history is displayed in an interesting and
interactive way by utilizing the multimedia elements into the application. It requires
users to interact with the application in order to view more of the content. This allows
users to control the speed of the learning by their own.

Next, the second module which is the Virtual Tour Module allows the users to
view a particular Malacca’s attraction at ease. Typical problem for tourists in Malacca
is that they often hardly could find the information or historical details of that
particular attraction during their visit. By having this module, the details of the
attractions will be included in this module. Besides, with the 360 degree panorama in
the application, the users are able to visit a particular attraction virtually along with

the information of that particular attraction.

Furthermore, the third module is the Interactive Map Module. This module
allows users to view on the map and click on the attraction that they are interested on
to get more details about that particular attractions. The users able to filter out the
information that they would like to see, for example, they can click on the restaurant
filter to find out the restaurant in Malacca. Next, the users are able to scan on the QR

code provided in order to navigate to the particular attraction that they have chosen.

Lastly, the last achievement of this project is the Game Module. This module
allows users to play and learn at the same time which is also known as edutainment.
Users are able to test their understanding and knowledge on Malacca by answering
few simple quiz questions and play a puzzle game as a reward if they are able to get

50 marks or above.

BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 1: Introduction

1-7 Report Organization

In chapter 1, the details of the project will be discussed in details. These
include the motivation of developing this project, problem statements, project scopes,
motivations, and objectives. This chapter will discuss the reason of developing this

project and what will be solved after developing this project.

In chapter 2, the previous similar works that used to solve the problems will be
searched and analysed. The similar projects will be researched and benchmarked to
find the strengths and weaknesses of each project found. By compare and contrast the
different projects, the features of the projects benchmarked that are appropriate will
be implemented into the proposed project. In chapter 3, the system design will be
discussed. It includes the brief description of the developing process of the whole
project. The storyboards for each of the modules proposed in the project are also
included in this chapter.

In chapter 4, the methodology of developing project will be discussed. Besides,
the developing tools used in developing this project will be listed out as well. Next,
the system performance definition, implementation challenges and the gantt chart of
the project are included in this chapter. In chapter 5, the development process of the
project will be discussed in details with the support of the screenshots. The complete
development process will be discussed in stage-by-stage from pre-authoring to

authoring to post-authoring.

In chapter 6, the guide for developing the project is discussed module by
module. The complete application could be rebuilt by referring to the guide in this
chapter. In chapter 7, this chapter will discuss about the whole testing process of the
completed application for the proposed project. The unit verification test will be

included in this chapter.

Lastly, in chapter 8 which is the final chapter. The summary and the

conclusion of the project will be stated in this chapter.
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Chapter 2: Literature Review

2-1 Module Benchmarking Review

2-1-1 Interactive Timeline Module

2-1-1-1 NASA Official Website (Hanger, C. et al., n.d.)

Figure 2-1-1-1-F1: NASA history timeline feature

The figure showed above is a flash that embedded in NASA’s website. This
flash is used to show the 50 years development of NASA from 1950s to 2000s. It
shows the changes of the company building and the technology over time. It presents
the information in an interactive way in which the user is able to click the item and

view in details.

Figure 2-1-1-1-F2: Indoor of the NASA building
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When the building is clicked, it will enter into the building and more elements
will be showed out. When the users click any of it, the detailed information will be

popped out for user to read as shown in figure 2-1-1-1-F3.

. 3 N . 3
(N National Aeronautics
@ NAsa Space Administration

Automa Links Credits

Apollo-Soyuz

The Apollo-Soyuz Test Project (ASTP) was the first human
spaceflight mission managed jointly by two nations. It was A —

designed to test the compatibility of rendezvous and docking .
systems for American and Soviet spacecraft in order to open

the way for future joint human flights. Both spacecraft

launched on July 15, 1975, and docked two days later.

The U.S. crew was commanded by veteran astronaut Tom
Stafford and included Vance Brand and Deke Slayton, the last
of the original Mercury astronauts to fly. The Soviet
cosmonauts were Valeriy Kubasov and Alexei Leonov, the first
human to walk in space.

" 4m Back

19505

Figure 2-1-1-1-F3: Detailed information
The detailed information explains the particular thing that is clicked by the

user by using a plain text with the image of the item shown by the side.

Strength
Present history of NASA in an interactive way as there are many things that can be

clicked in the content. After clicked, there will be animation being played.

Weakness

There is no guide to help user on how to use the flash.
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2-1-1-2 World History Timeline (World History Timeline, 2015)

Figure 2-1-1-2-F1: History for Kids
The history for kids is a mobile application. The main purpose of this

application is to display the history in an interactive way.

Figure 2-1-1-2-F2: History timeline

The figure above showed the way that the history being displayed. This
application uses animation, sound, and text to convey the message to the user. At the

same time, the user may click on the animation and it will play a certain animation to
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get user attraction. For example, user may click on the play button on the volcano as

shown in figure 2-1-1-2-F3 and a volcanic explosion will occurs.

600,000 years ago 400,000 years ago
unting-gathering

{ Touch the volcano! )

Figure 2-1-1-2-F3: Explanation of the elements
When the users click on the magnifying glass, the detailed information will be
displayed to user. The user may click on the music button, the animated person will

start speaking to explain the information to user.

Strength
Narration is available so users do not need to read lengthy text. However, texts still

available in case if the users want to read by themselves.

Weakness
There is no background music when presenting the information to the user.
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2-1-1-3 The History of U.S. Savings Bonds (U.S. Savings Bonds go digital, 2002)

U.S. SAVINGS BoONDS

Figure 2-1-1-3-F1: Main timeline

The figure above showed another way of displaying the timeline for the
history of U.S Savings Bonds on a website. This website displays the history timeline
by using the images and the text. When the users mouse over the image of the
respective year, the image will be highlighted as an indicator.

COLD WAR ERA

Figure 2-1-1-3-F2: History details of each year

When the users click on the image, it will direct the user to the specific page in
which all the information regarding that particular year will be shown. The elements

used to display the information are images and texts.

Strength
It is simple and elegant view of the interactive timeline.

Weakness
No narration is provided.

13
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 2: Literature Review

2-1-2 Virtual Tour Guide Module

2-1-2-1 NASA Official Website (Hanger, C. et al., n.d.)

&= Back Outside

19605

Figure 2-1-2-1-F1: Virtual robot

The picture shown above is obtained from the flash presentation that is
obtained from NASA’s website as well. There is a virtual robot that will explain
things to the user. This virtual robot is in 3D and will waves its hand when it is talking.
This helps to grab user attention as it is not a static image but an animated robot. The
user may choose to skip the speech from the robot by clicking the skip animation
button on the bottom-left.

Strength
It is able to skip animation. 3D robot that performs hand gestures during speaking.

Weakness
There is no subtitle or summary of what the robot said is available in case if user

could not understand the message that is trying to be delivered.
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2-1-2-2 Harvard College (Harvard.edu, n.d.)

Harvard College  Home  Panoramas  Photos  Videos

Northwest Science Buildingig
)
Harvard Art Museums; &
ol
Farkas Hall f
i

Dunster House

!
-_
Malkin Athletic Center:

Lowell House:

Harvard Stadium
i

Weld Boathouse
dARVAR

A4

Harvard Square
Next: Welcome
Radcliffe Quad

© Agassiz House -~ . it

3605 gl Photos .' "~ Videos  E38

— o

{ Previous X English -

Figure 2-1-2-2-F1: Virtual tour of Harvard College

The figure above shown the virtual tour offered by Harvard College. The
virtual tour guide used is real person and it is available at the bottom-right side to
assist user. Users are able to view the college in different methods such as photos,

videos, or 360 degree panoramas.

Strength
Several of options are available to do virtual tour. It is able to skip virtual tour guide.

Text of the narration is available if user could not understand the speech.

Weakness

There is too much information being displayed on a single interface.
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2-1-2-3 The National Gallery (The National Gallery, n.d.)

Paintings What'son Visiting Learning Support us Membership  Shop

Floorplans

> Virtual tour
Ten reasons to visit
Shortoftime?
Eatand drink
Shopping at the Gallery
Organise a group visit
Access
Families
International visitors
Visite (French)
Visitas (Spanish)
Visita (ltalian)
Ihr Besuch (German)
Mocewenne (Russian)
£ (Japanese)
#3 (Chinese)
Visita (Portuguese)

Learning

Channel

Floorplans Paintings

Cl 19}

About us

Support us

Figure 2-1-2-3-F1: Virtual tour of the national gallery

This is a virtual tour that is obtained from a website. It allows user to move
around the room by controlling the buttons or using mouse to drag to view the room
in various angles. The floor plan is linked with each room so that when the users click

on particular place on the floor plan, it will direct the user to that particular place.

Strength
It is simple and easy to use. Buttons to assist user navigate around the virtual tour.

Clickable pictures on the wall to get more information.

Weakness

No virtual tour guide available.
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2-1-3 Interactive Map Module

2-1-3-1 American Museum of Natural History (American Museum of Natural
History, n.d.)
Lower Level m 2nd Floor 3rd Floor 4th Floor
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3 ~ coLUMBUS — PAVILION
‘? <OF HAUFMANS i
m” s 4 ENTRANCE =
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- — DANA
EDLCATION
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THEATER
cars on

1 9
| - —

MAX CORRIDOR

UM LECTURE
CRAND - —
CALLERY R PARKING
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e (73) () CHECK %
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Figure 2-1-3-1-F1: Interactive map

The interactive map shown in the figure above will display a tooltip with the
name of the place being highlighted. It will show out when the cursor is mouse over a
particular symbol. When the users click on the symbol, the details of the particular

place will be shown.
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(\\ Lower Level [JEEGESS  2nd Fioor 3rd Floor

J <3

4th Floor

l e e s I_L
< -y gy ) 4 o) S0
~ 1

Figure 2-1-3-1-F2: Details of interactive map

The figure above shows the description of the particular location with a picture

when the user clicked on a particular symbol.

Strength

It is simple and organized. Attractions that are available to click are clearly shown.

Weakness

It only provides information but does not link to the particular place.
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2-1-3-2 Chester Zoo (Chester Zoo, n.d.)

e 0 Search for an animal
BAC m STIE . . x  HIGHLIGHTS & )
HINC \V 00 HABITATS ANIMALS
=== [ e —
\ {

v
ho

\ f{) NIED ’)
ARK LAWN

CHILDREN §
TUN AZK

SPECTES IN THE

Figure 2-1-3-2-F1: Interactive map of Chester Zoo

The figure above shown the interactive map obtained from the official website
of Chester Zoo. There are many clickable images on the map where each of it has its
own information. The user is able to filter out the things that showing on the map.

Besides, the user is able to zoom in to view the map in a larger view.

e

BACK TO STTE

* e Q Showing no filters Dwarf Mongoose n

THINGS T0 0O HABITATS ANIMALS

&

Highlights

Restaurants NN @ N

Refreshment Kiosks

Coffee House

Boat Trip

@ ., ] . %
> lonorail Stations / ;
s 7 (o = o

DIAMOND

LONGEST blAL TUBILEE s [

Figure 2-1-3-2-F2: Filter of the map
The figure above shown the filter that user is able to choose. User may click

on the category that they wish to see, otherwise it would not be shown on the map.

19
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 2: Literature Review

Blue Morphos

THINGS TO DO HABITATS ANIMALS
: \
'y

Colombian Spider Menkey
Duar Nongesse

Hooler Monkeys

>
I DIAMOND
HGKER TUBILEE

Figure 2-1-3-2-F3: Search bar
This website provides a search bar in which user may search for a particular
animal by using the search bar. This ease the user and speed up the user in finding

information that they wanted.

BACK TO SITE
THINGS TO DO HABITAIS ANIMALS

ARK LAWN

CHILDREN'S
FUN AZK

Dwarf Mongoose

EXPLORE MORE HERE

Figure 2-1-3-2-F4: Interactive information
When user click on icon displayed on the interactive map, there will be a box

prompting out where user may click explore more to view its detailed information.

Strength
Filters are available. Search bar is available to ease the searching. It is able to zoom

map.

Weakness

No background music.
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2-1-3-3 Virginia Interactive Zoo Map (Virginia Zoo, n.d.)

FAST FIND SUPPORT

[ == T S ]

Bof e MY ITINERARY DIRECTIONS [ehoi 200 i Norolk Wap | [vieiity sap ] | L Co IAZATS
4 >

Figure 2-1-3-3-F1: Interactive map of Virginia Zoo

The figure above shown above is the interactive map used in Virginia zoo
website. It allows user to zoom in and out the map, also filtering feature is available to
allow user to get information more precise. Besides, the user is able to click on the
cardinal directions which are west, north, south, and east to view different part of the

map.
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Figure 2-1-3-3-F2: Details via pop up message
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When users click on the animal icon on the interactive map, the information

will be displayed. Besides, user is able to add this attraction into trip planner.

SUPPORT

MAP VIEW CONTACT ﬂ
7 i M T
I I Y
~ : gﬁ : ;
A a4
¥ o
-

CONTROLS

ZOOM
©—— | ravearor
PP

MAP KEY

MY ITINERARY

» Duration & Day
& Starting Address g Return Address

¥ Day #1 < =

Destinations

» Malayan Tiger Habitat FIND INFO CHANGE & 1

P Add Note J

[ » Siamang Island FIND INFO CHANGE &

{ P Add Note J

Bl sare I MY ITINERARY I DIRECTIONS in Norfolk Map | | Vicini

Figure 2-1-3-3-F3: Itenary plan
The user is able to select multiple attractions and add them into an itenary and

then refer to it on the way visiting the zoo.

Strength
Road planning feature is available. Filters are available. It is able to zoom map.

Weakness
It is too complex to use. Takes long time to load and easily not responding.
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2-1-4 Game-Based Learning Module

2-1-4-1 Tic-Tac-Go (Activity Center, 2014)

Instructions

......... E........E.......-. E@'E\J@
: : +Go/

Figure 2-1-4-1-F1: Tic-Tac-Go gaming interface

The figure above showed the main gaming interface of the Tic-Tac-Go games.
This game is enable 2 users to play at the same time. It starts off with the first player
where the user is able to choose any of the 9 boxes. When the users click on any
boxes, a question will be displayed as shown in figure 2-1-4-1-F2.

Instructions

Who attacked feudal Japan twice and
had his ships destroyed by typhoons?

Mansa Musa
Kublai Khan

Figure 2-1-4-1-F2: Tic-Tac-Go question

The user is given options to be chosen. If the user answers wrongly, the user is
unable to mark the symbol on the box and pass the turn to the next player. On the
other hand, if the user successfully answers the question, the box where the user

clicked will be marked with the user’s represented symbol.
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Instructions

LRI R B )

Figure 2-1-4-1-F3: Symbol marked with the correct attempt

The figure above showed where the symbol ‘X’ is marked on the boxes where
the player chose to attempt. This game ends when any of the players successfully
mark their symbol in a line with 3 of their respective symbols. Game ends with draw

otherwise.

Strength
Instruction is available. It has competitive game that involves 2 people. Several

questions are available.

Weakness

Become meaningless if there is only one person who playing this.
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2-1-4-2 Roman History Trivia (Activity Center, 2014)

Instructions

100 100 100 100

150 150 150 150 &
~
VAl
200 200 200 200 P

W
250 250 250 250
300 300 300 300
Turn off music

Figure 2-1-4-2-F1: Roman History Trivia game interface

The figure above showed the main interface of the game. This game is
designed in a way that the user is able to click on the boxes that marked with
respective scores to answer the question. The questions are sorted based on the
category of leaders, government, accomplishments and culture. The user can click on

the box to attempt the question.

Instructions

200 points.

@ What was the Pax Romana?

O a pact between Rome and Gaul @

a time of peace when Romans followed the rule
of law

—\ the postal system Augustus
Caesar started

Tumn off music Time M

Figure 2-1-4-2-F2: Roman History Trivia question
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The question will be displayed with the options given to be chosen. If the users
click on the box that is marked with 200 points, the question of that respective score

will be shown.

Instructions
200 points.

@ What was the Pax Remana?

5
a(.\ ok
-—

@ a pact between Rome and Gaul @

a time of peace when Romans followed the rule
of law

/7 the postal system Augustus [ETAVER
Q Caesar starled @ (200 )

You lose 200 points.

Tum off music Time 1

Figure 2-1-4-2-F3: Roman History Trivia result

If the users are able to answer correctly, the user will get 200 points, or
otherwise, it would deduct from the total score. At the end of the game, the user may

check how many scores he or she obtained.

Strength
It has competitive games. User is able to choose avatar. Reveal real answer after

chosen if the user chose the wrong one.

Weakness

It takes too long time to finish one game play.
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2-1-4-3 World History Games - Hoop Shoot (Smart, R. n.d.)

I %hécﬂ

Maln menu

Player options

Name: |

Skill level: Rookie v

Kit colour: i “ 2
Shoe colour: - '

Figure 2-1-4-3-F1: HoopShoot pre-game

This game enables user to customize the characteristic of the player before the

game starts. After the users had done customize the character, the user can click on

play to start the game.

v -
1 OF 10

What was the name of the British General at the battle of the
Somme?

eceee
eeeee

by Richard Smart

A Winston Churchill
B 0 David Lloyd George
c g Douglas Haig
D 0 Alan Ball

Figure 2-1-4-3-F2: HoopShoot question
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The user is given 10 attempts. The user is required to answer the question
correctly in order to get a chance to shoot the basketball. If the question answered

wrongly, it will waste an attempt.

Click to aim your shot.

Figure 2-1-4-3-F3: HoopShoot basketball play

When the users answer the question correctly, the user is given to shoot a

basketball by clicking to aim the shot of the basketball.

Im Hal Who needs to

i . " ™a / aim?

GO B :
‘f =

-

. i ~——
- Lou score! -

Figure 2-1-4-3-F4: HoopShoot score
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The user will be given 3 points if the users successfully shoot the basketball
into the basketball hoop. Otherwise, the user is unable to get points even though the

question is answered correctly.

Strength
It allows customizable player avatar with name. User is able to play game after

answered correctly.

Weakness
Required mouse to move the basketball player in which input device could be a major

problem to implement this game.
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2-2 Highlight and Comparison of Previous Works

2-2-1 Interactive Timeline Module

Project | NASA Official | World The History Proposed
Website History of U.S. Project
Features Timeline Savings
Bonds
Text / / / /
Animation / / /
Background / / /
Music
Help Guide / /
Virtual Tour / /
Guide
Narration / /
Graphic / / / /
Interactive / / / /
Table 2-2-1: Comparison of Interactive Timeline Module
2-2-2 Virtual Tour Module
Project | NASA Official | Harvard The National | Proposed
Website College Gallery Project
Features Website Website
360 Panorama | / / / /
Photo Gallery /
Background / / / /
Music
Virtual Tour / /
Guide

Table 2-2-2 : Comparison of Virtual Tour Module

BIS (Hons) Business Information System
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2-2-3 Interactive Map Module

Project | American Chester Virginia Proposed
Museum of Zoo Interactive Project
Features Natural History | Website Zoo Map
Website Website

Filter function / /
Background /
Music
Map / /
Navigation
Search Bar /
Details / /
Linkage
View Selection /
Table 2-2-3 : Comparison of Interactive Map Module
2-2-4 Game-Based Learning Module

Project | Tic-Tac-Go Roman History | Hoop Shoot | Proposed
Features Trivia Project
Randomize / / / /
Question
Score-Based / / /
Result / / / /
indication
Instruction / / / /
Game / / / /

Table 2-2-4: Comparison of Game-Based Learning Module
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Chapter 3: System Design

3-1 Description of the Project Development
Building a multimedia application from scratch requires a long process of
work. From brainstorming ideas, gathering information, organizing ideas, finding

materials, developing the project, and up to test the project for future improvement.

Firstly, researches should be done in order to get more ideas to solve a
particular issue. It could be done by doing research over the internet, from the
newspaper or by the things happened around. In this case, the idea of building this
Interactive Multimedia Kiosk Application for Malacca Heritage was obtained from

personal experience during the visit in Malacca.

Next, in order to develop the multimedia application that could solve the
problem found, the related information should be gathered via online. There are few
research papers and final year projects that related to the issue have been studied,

summarized and included in this document.

Organizing ideas come into next step after gathered all the information needed
in developing this application. The contents of the application should be organized.
The ideas of building the application such as the number of modules included, the
scratch design of the modules, and also how the modules link from one place to
another place. Thus, the blueprint could be done so that the author of the application

could refer back to it from time to time.

After that, the materials such as videos, images, texts, animations, and sounds
should be get ready before proceeding to the next stage. All these could be done by
obtaining from the internet or creating, editing the existing ones using software like
Adobe Photoshop, Adobe Illustrator and etc. Besides, the button that used in the
application could be designed using the Microsoft Power Point as well. It is a simple
to use yet could produce elegant icons. The elements that found must matches with
the theme of application as it would be integrated as a whole at the end. Online text-

to-speech converter is used to produce the narrator sound which could be used in the
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interactive timeline module. Sounds effects and background music are obtained from

Youtube that are also matching the theme of the application.

Next, in the developing stage, all the multimedia elements that have been
prepared should be organized in a folder which may ease for the development process
in later on as more and more files will be put into the same folder. After that, by
referring to the blueprint, all the elements are imported to the Adobe Director and
designed modules by modules. Then, the evaluation should be carried out from time

to time in order to identify any design flaws or improvements that could be made.

Lastly, when the project is done, it is then released for testing purposes and the
feedbacks are gathered and listed down in the documents. These information are

analysed as they are useful for the future improvement.
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3-2 System Flow Diagram

Introduction of Malacca
Module 1 City

A’Famosa
Fort

Christ
Church
Dutch
Sauare
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Figure 3-2-2-F1: System flow diagram
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3-3 Storyboard Designs

3-3-1 Storyboard for Main Menu

Figure 3-3-1-F1: Main menu interface

Label Description

S1 Help button

S2 Button to switch sound on or off

Tl Button to display the 4 modules options

M1 Link to module 1 which is the interactive
timeline module

M2 Link to module 2 which is virtual tour module

M3 Link to module 3 which is the interactive map
module

M4 Link to module 4 which is the game-based

learning module

Table 3-3-1-T1: Description of main menu interface
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3-3-2 Storyboard for Interactive Timeline Module

Figure 3-3-2-F1: Interactive timeline module interface

Label Description

Bl Back button to main menu

M1 Module 1 title

D1 Content display

K1 Help button

K2 Button to switch sound on or off
Sl Jump to “Introduction”

S2 Jump to “Sultanate of Malacca”
S3 Jump to “Portuguese Colonization”
S4 Jump to “Dutch Colonization”

S5 Jump to “British Colonization”

S6 Jump to “Japanese Conquest”

S7 Jump to “Malaysia Independence”
S8 Jump to “Conclusion”

V1 Toggle subtitle on / off

L1 Subtitle

Table 3-3-2-T1: Description of interactive timeline module interface
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3-3-3 Storyboard for Virtual Tour Module

Figure 3-3-3-F1: Virtual tour module interface

Label Description

Bl Back button to main menu
M1 Module 2 title

S1 Link to 360 panorama

S2 Link to Photo Gallery

S3 Link to Interactive Map
T1 History of the attraction
N1 Go to previous page

N2 Go to next page

K1 Help button

K2 Button to switch sound on or off

Table 3-3-3-T1: Description of virtual tour module interface
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Figure 3-3-3-F2: Virtual tour module 360 panorama interface

Label Description

Bl Back button to virtual tour module main
interface

M1 Module 2 title

Sl 360 degree panorama

Z1 Left button

Z2 Pause button

Z3 Resume button

Z4 Right button

K1 Button to switch sound on or off

Table 3-3-3-T2: Description of virtual tour module 360 panorama interface

38
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 3: System Design

Figure 3-3-3-F3: Virtual tour module photo gallery interface

Label Description

B1 Back button to virtual tour module main
interface

M1 Module 2 title

S1 Photo displays

K1 Button to switch sound on or off

Table 3-3-3-T3: Description of virtual tour module photo gallery interface
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3-3-4 Storyboard for Interactive Map Module

Figure 3-3-4-F1: Interactive map module interface

Label Description

Bl Back button to main menu
M1 Module 3 title

S1 Interactive map

Z1 Filter for Attractions

Z2 Filter for Restaurants

Z3 Filter for Hotels

Z4 Filter for Shopping malls
N1 View selection

K1 Help button

K2 Button to switch sound on or off

Table 3-3-4-T1: Description of interactive map module interface
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Figure 3-3-4-F2: Interactive map module sub-interface

Label Description

Bl Back to main menu

M1 Module 3 title

S1 Description of the current selected option

from the interactive map

Z2 Back to interactive map

Z1 Go button to link to the virtual tour of the
current selected place

K1 Help button

K2 Button to switch sound on or off

Table 3-3-4-T2: Description of interactive map module sub-interface
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3-3-5 Storyboard for Game-Based Learning Module

Figure 3-3-5-F1: Game-based learning module quiz interface

Label Description

B1 Back button to main menu

M1 Module 4 title

S1 Quiz questions

Z1 Choice 1

Z2 Choice 2

Z3 Choice 3

Z4 Choice 4

K1 Button to switch sound on or off

Table 3-3-5-T1: Description of game-based learning module quiz interface
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Figure 3-3-5-F2: Game selection interface

Label Description

B1 Back to main menu

M1 Module 4 tilte

Z1 Puzzle Selection

X1 Previous button

X2 Next button

X3 Start button

K1 Button to switch sound on or off

Table 3-3-5-T2: Description of game selection interface
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Figure 3-3-5-F3: Game interface

Label Description

Bl Back to main menu

M1 Title of the game

S1 Gaming area

Z1 Button to reveal the original puzzle
K1 Button to switch sound on or off

Table 3-3-5-T3: Description of game interface
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Chapter 4: Proposed Method / Approach

4-1 Design Specification

4-1-1 Methodology

Design

If the analysis identifies
a performance gap, the
design phase will outline

the performance objectives.

Develop

Using the information
gathered in the analysis
and design phase, the
performance solution
is created.

Implement

This stage includes
delivery of the
performance solution.

Figure 4-1-1-F1: ADDIE model

The methodology used is ADDIE model. It is an approach that used to create
instructional course materials. It is suitable to use in developing this project because
the ultimate goal of this project to deliver information to user effectively.

The first phase is analysis. In this analysis phase, the problem statements,
goals and objectives of the project is identified. Next, the benchmarking of each
module is done to identify their strengths and weaknesses. The gantt chart is
developed as a schedule, so that it can be checked periodically in order to make sure

that the project could be done on time.
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The next phase is design phase. In the design phase, the selections of
multimedia elements are determined for each of the module so that the information
could be delivered to the users effectively. Besides, storyboards are designed so that
the idea of basic user interface could be identified. The contents of the project are
organised carefully so that the final outcome of the project is easily understandable by

users.

In development phase, the development of the project is done in this phase
based on the blueprint that has been done in the design phase. All multimedia
elements are prepared and created to make up modules. Each modules are developed
with the functionalities that have been identified earlier. After that, all modules are

integrated as a whole.

In Implementation phase, the materials created in the previous phase are
introduced and delivered to target audience. The target audiences are required to
evaluate product and discover if there is any error or bugs. The errors and bugs that
are discovered in this phase will be identified and solved.

In evaluation phase, there are two types of evaluation which are formative and
summative. Formative evaluation is carried out in each of the phase to ensure that it
meets the project goals. While summative evaluation is done at the end of the
production of the project in order to gather feedbacks from the audiences. The
feedbacks are then gathered and then used to fine-tune the application.
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4-1-2 Development Tools

4-1-2-1 Adobe Director

A

DIRECTOR MX

Adobe Director is used to integrate the multimedia elements such as texts,
images, sounds, animations and videos together and add interactivity into them to
become an interactive multimedia project. It includes a scripting language named
Lingo that able to perform advanced operations which cannot be obtained by using

pre-built functions. It also allows author to make advance animation.

4-1-2-2 Adobe Photoshop

Adobe Photoshop is used to create or edit the raster images that are required to

develop the multimedia application.

4-1-2-3 Adobe lllustrator

Al

Adobe Illustrator is used to create or edit the vector images that are required to

develop the multimedia application.
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4-1-2-4 Online Text-to-Speech Converter

text 7] speech

Text-to-Speech is an online text-to-speech application that allows to convert

text to audio which can be used as narration in the application.

4-1-2-5 Online MP3 Cutter

Audio Cutter

Online MP3 Cutter is an online audio editor that used to perform audio editing
such as trimming, fade-in, fade-out effects and etc.

4-1-2-6 Adobe Premiere Pro

Adobe Premiere Pro is a timeline-based video editing software application
which is used to edit videos that are required in the application.

P

Microsoft PowerPoint is used to create simple vector images and buttons that

4-1-2-7 Microsoft PowerPoint

are required in the application. Due to its capability to save as PNG format.
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4-1-3 System Performance Definition

The kiosk multimedia application is expected to deliver the message
effectively to the user where user is able to understand the history of each heritage
sites well. This is important as the primary goal for this project is to help user to
understand the history in an interactive way and for a better retention.

Besides, this project is expected to be user friendly to the user where user is
able to use this application without any doubts. There will be a help button to assist
the user. User is able to click on it and view what and how the application works. A
user friendly interface is able to give user a better impression on the application and
willing to use it.

Next, the application is expected to allow user to use the application and get
information from it at ease. The usage of the colours in this application should be
taken into consideration so that it is comfortable to the user and not distracting user
from getting the information.

Furthermore, the application is also expected to be able to respond fast to the
user without any delays. This is important as it may affect the progress of the learning.
For example, if delays happen quite often in an application, the user is easily to get

frustrated and not likely going to continue use it.
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4-2 Implementation Issues and Challenges

The first challenge of implementing this project is the user interface design of
the project. User interface design is very important as it may affect the effectiveness
of delivering the information to the end user. It is a challenge of this project as it
requires maintaining the balance between the amount of information and the limited
space of the interface. It is a challenge so that only optimum amount of information is
fit into a single interface to avoid information congestion. According to the less is
more concept, a single user interface should not contain too much of information as it

may confusing the user in getting the information.

Next, the choices of multimedia elements are also one of the challenges. The
multimedia application need to contain the correct choices of multimedia elements.
The elements that used to present particular information should not be redundant as it
may not help the user but will distract the user instead. According to modality
principle, animation combined better with narration than on-text screen as the user

may not visually focus on two things simultaneously.

Furthermore, the proposed project is an offline project. Therefore, there are
some of the features cannot be done such as Google map tracking. This makes the
development of the interactive map difficult and cannot do based on real time tracking
of the locations. Besides, the 360 degree virtual tour is also hard to achieve due to this.
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4-3 Timeline
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Figure 4-3-F1: Gantt Chart part 1
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Figure 4-3-F2: Gantt Chart part 2
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Chapter 5: Multimedia Development Process

5-1 Pre-Authoring Process

5-1-1 Text

The text is the most basic element but the most important element of
multimedia element. The right usage of the text allows the users of the application to
read the content at ease. If the text design used in the application is not appropriate,
the users might get a bad experience in using the application and most likely will stop
using the application. Therefore, the choices of the font types, colours, sizes are

important.

There are two types of font types which are serif and sans serif. Serifs font
have the little strokes at the ends while sans serif font does not. In this application,
both serif fonts and sans serif fonts have been used. The serif fonts are used in
designing the caption, title, tooltips and etc. The reason is because of its simplicity
and it has a sharp, clean appearance which makes it suitable for headlines. However,
the usage of serif fonts in the application is the subtitle and the lengthy description
content. Serif fonts with the strokes help to keep the users’ eyes focused on a line of

text and thus enhance the ability to identify and read the word faster.

The software used to create the text for this application is Microsoft Power
Point. The reason to use this software is that it has many word art to choose from, and
it is able to save the text as picture in the format of PNG (Portable Network Graphics)

easily.
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Figure 5-1-1-F1: Various options of word art styles

Figure 5-1-1-F1 shows that how texts for this application are created by using
Microsoft Power Point. There are plenty choices of word art styles can be chosen in
the selection box. After done designing the text with the appropriate style, colour, and

size, the next step is save the text as PNG format to be used in authoring process later

on. The process is shown in Figure 5-1-1-F2 and Figure 5-1-1-F3 in the next page.
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Figure 5-1-1-F3: Save as type of PNG format

BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR

55



Chapter 5: Multimedia Development Process

5-1-2 Graphic

The graphics that have been used in designing this application are both vector
and raster (bitmap) images. The vector images are created and edited using Adobe
[llustrator and Microsoft Power Point while the raster images are using Adobe
Photoshop.

The vector image is formed by drawing lines, curves with the mathematical
formulas. Due to this, it is capable to scale up with its quality retained. This
synchronizes the button with different sizes but with the same design and quality. The
usage of the vector images in this application is the buttons, icons, clip art images and
etc. Whereas for the raster images, they are used for the purpose of displaying the

photo captured in real life as they have more realistic feel than the vector images.

In this application, some of the images are obtained from online and edited
using Adobe Illustrator. There is also image converted from raster image to vector
image using Adobe Illustrator. For Adobe Photoshop, it is used to adjust the contrast,
brightness of the raster images. Below are some of the screenshots of making both

vector and raster images.
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Figure 5-1-2-F1: Editing raster images using Adobe Photoshop
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Figure 5-1-2-F2: Editing vector images using Adobe Illustrator
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Figure 5-1-2-F3: Editing vector images using Microsoft Power Point
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5-1-3 Audio / Sound

The audio is one of the important multimedia elements in designing
application. It can be used as special effect sound to get attention, as background
music to set the mood, and also as a voice narration to provide instructions and

explanations.

In this application, the sound is used as background music, sound effects for
button, as well as narration for explanation in the interactive timeline module. The
choice of the background music may help to set the mood of the user to the history
feels when using the application. The source of the background music is obtained
from Youtube. It is then edited via online sound software named Online MP3
(MPEG-3) Cutter by manipulating the fade-in, fade-out, and convert the sound format
to MP3.

Next, the sound effects are also used for indicating an action has been
performed. For example, when the users mouse over or click a button, it will play a
special sound effect. This is to keep users informed that the particular button has been

clicked and avoid users from clicking too many times which may cause error happens.

Besides, the narration is also used in the interactive module to explain the
history of the Malacca. The narration sound is obtained from online text-to-speech

software. Below are the screenshots of the making of the sound elements.
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Free online Text To Speech (TTS) service with natural so
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Convert text to speech

(D'AdsbyGoogle’! (_Text to Speech ) (_Download MP3 ) (_Free Download )

Simply copy and paste your text in the box below
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Figure 5-1-3-F1: Online text-to-speech converter
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Figure 5-1-3-F2: Background music obtained from Youtube
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Figure 5-1-3-F3: Online MP3 converter
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5-1-4 Animation

The animation is used to grab the user attention. There are two types of
animations used in developing this application which are cel-based animation and
path-based animation. The cel-based animation is used in developing the background
of the main menu interface. It is created by using Adobe Photoshop. There are several
images arranged in a sequence with each in a new layer, and then export it into GIF
(Graphics Interchange Format) format. Some of the process of creating the cel-based
animation is shown in Figure 5-1-4-F1, Figure 5-1-4-F2, and Figure 5-1-4-F3.

Fie name “bandcam 20170302 024731218 pg" ban ~ [ OK

Fles of typo A Fomnata -] [ Cancel

Figure 5-1-4-F2: Creating cel-based animation using Adobe Photoshop part 11

61
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 5: Multimedia Development Process

Preset: GIF 128 Dithered

GIF -

Selective ~  Colors: [ 128

Diffusion ~  Dither: [88%

[¥] Transparency Matte:

No Transparency Dither
[ interleced

~  Amount:
Web Snap: (0%

Lossy: [0

Preview: Moritor Color

Metadata: Copyright and Contact Info

HEE

&

Figure 5-1-4-F3: Creating cel-based animation using Adobe Photoshop part 111

The path-based animation is created on the Macromedia Director MX 2004

during the authoring process. In this application, the path-based animations are used

in interactive timeline module which are the animated ships that shown in Figure 5-1-
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Figure 5-1-4-F4: Path-based animation created on Macromedia Director MX 2004
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5-2 Authoring Process

5-2-1 Importing Media Elements

Library palette
Figure 5-2-1-F1 Basic interface of Macromedia Director

The figure above showed the basic interface of the Macromedia Director. The
first step in authoring process is to import the needed media elements of that

particular module into the authoring tool which is Macromedia Director MX 2004 as
shown in Figure 5-2-1-F2 and Figure 5-2-1-F3.
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e e = . O

Pl = -
Oper... CErl+ O
CTlose CErl+ F3

Sawe CErl+ S5
Sawe Ss.

Sawe and Compact

Sanre Al

Fewert

Irmport... Chrl- R
Excport... Crrl+ Shift+ R

Publish Settimngs...
Publish CErl+ Shift+ S
Previcw: in Broweser F1=2

Page Sctup... CErl+ Shife+ P
Primt... CErle P

Recent PMowies L

Recent Casts -

Exait

Figure 5-2-1-F2 Click import button
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Figure 5-2-1-F3: Choose the media elements to be imported

L

£

After importing all the related media elements, they will be shown up in the
cast internal as shown in Figure 5-2-1-F4.
b« [
¥ CastIntemal
:_-jE b |E‘3bannel
-2"‘_"".” ﬂ_J:/ B
1banner Zhanner ) 5 8 i [ 9 10 1 12 13 it L]
18 19 Fil} il il i H i Fiij Fij il A n E] :
B B i R ] 40 41 42 42 44 45 4 47 42 [
Figure 5-2-1-F4: Cast internal
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5-2-2 Integrating Digital Media Elements
After importing all the desired media elements, drag the cast member from the

cast internal to the score as shown in Figure 5-2-2-F1.

@ Director Mx 2004 — R i — -]

File Edit View Inset Modify Control Xtras Window Help

88 ¢ O o236 (AL e [DFIOW /S AR B

S ntemal
¥ Scare =y =@
T4k e
[ a @
O m =D
I e [tamner
At
a2
Sie: 352K
=
M 5 s E w w W W R % w wm m m w m W ® m
1 [ ®ahanmer —
Unlead:[3-ermat -
Created 030037 0107 A1

Modied: 0037 0107 A
Wodified B: michia

T S S

T 5 s 7 5 5 ™ i i) i i wf
£} = = £} £ = £23 = = w® ] ca i
| ‘ ‘ | ‘ ‘ | ‘ ‘ | ‘ o
Had
® = 0] = = [ £ i =
4

Figure 5-2-2-F1: Dragging cast members into the score

After that, click on the stage and the design of the stage would show up (refer
to Figure 5-2-2-F2). Then, design it according to the storyboards that have been

designed previously.

@ DirectorMx2004 Lo | O ]

File Edit View Inset Modify Control Xtras Window Help
@@ | LU0 |ec a0 AL wer | JFIOW| /AT BGS

|

Size: 9850K

Unload: 3. Normal v

Created: 03/03/17 0107 &M

~ 03
y Modiied: 03/03117 0107 AM
Modiied Bu: michia
Comments:

— i

= 53 153 Library 5P bi o
| | | [ Behevors- Awomatio
> £l £l = ColorClng
[ Serite 2:(50.46,750,455) Copy. 100% (c)
® T CreGnptics
e
7 = =
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Figure 5-2-2-F2: Dragging cast members into the score

5-2-3 Adding Interactivity

There are many ways to add interactivity into the application. It could be done
by dragging the built-in interactive features from the library palette onto the sprite, or
writing lingo script into the sprite’s behaviour itself. For the first method, there are
lots of built-in behaviour in the library palette, choose any of them and drag it onto
the sprite to permit interactivity with the users. The examples of behaviours that are
used in this application are Play sound, Rollover Member Change and etc. Figure 5-2-
3-F1 shows the ways to add interactivity using the “Rollover Member Change” built-

in feature.
i w Code:Library =
Library |
ﬂ = Eehaviors - Interactive
Y
i Rollower Cursor Change
¥
Wl char el

.* Rollower Member Change
K

Rollaver Member Chanoe ‘

| Izr waith Aranhic members

Figure 5-2-3-F1: Choose the Rollover Member Change feature
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Parameters for "Rollover Member Change”

Display which member on rollover? | malacea hd

4]

d |

malacca hd

soundaff!

soundaff?

soundon?

sounhdan

member 11 of castLib 1
member 12 of castlib 1
member 13 of castLib 1
00 stopmakT member 14 of castlib 1
member 15 of castlib 1
banner white

frack

rait
stack_of_gold_bars T
earth-147551_960_720

A
Cancel

m

Figure 5-2-3-F2: Choose the member to change

w [T (o

A

i [ 00w @i
[ visile
DSnapTo

wis Hle

ii ¥ Code:Library

Library ‘

The Figure 5-2-3-F3 shows the effects of adding the Rollover Member Change

function onto the sprite.

1
% mainmenu_new_v2 - Director MX 2004
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Figure 5-2-3-F3: Effect of Rollover Member Change
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Next, the interactivity can also be added by writing lingo script. First, click on
the sprite that you would like to add interactivity into it. After that, in the property
inspector area, go to the behaviour tab, click on the “+” button, and then click on

“New Behaviour” (refer to Figure 5-2-3-F4).

1
Sprite 16: Bitmap
= o] o [ ®
Behavior
InBeractive S
+ - @
Malacea ‘ [ Neweenay
Feritage Kieslk S I e
- - grey2ov
T = grey3ovs
greydov
14
Rollover Member Change
hoverbanner
bannerc| lick

FadeIn Out
hoverafterclick
afterbannerclick

Figure 5-2-3-F4: Steps to add lingo script into sprite

Next, click on the button shown in Figure 5-2-3-F5 to open up the script
window. After that, type the lingo script that you would like the sprite to perform. The

example of toggle the sprite visibility is shown in Figure 5-2-3-F6 .
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2w Property Inspaechor =

Spric= 156: Eitrmap
=== Ebanner
T Int=rrnal
howsrafterclick [(Intsrmn- lealgi=mly Wir‘ldDWI
S e

Figure 5-2-3-F5: Click on Script Window

<! av Stage [00%] = %‘ """"" R
1 N _en ! e S — H _ AT Wember
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£ SerptBehavior Scnpt 25thoveraterclick o
Y] “D|hweraflerc\ick WHTH\ntema\ vl

o Size 418bytes
277 LERER 164 4 ERD 0
|| o nonzeEnter A
W sprite(17) . visiblestrue D

| end
v

 on noussleave s and i/

i sprite(17).visiblesfalse
| oed Crested. IH0EHT 123940
: odied. IHOEHT 0104 AR
odied By michia

Figure 5-2-3-F6: Sample code for Lingo Script
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5-2-4 Integrating Modules

After complete all the modules according to the storyboard that done
previously, linking all the modules together with the main menu interface. The
modules can be linked by selecting the “Play Movie X” built-in feature in the library
palette under the “Navigation” tab. This function can be insert onto the sprite, so that
the particular sprite has the function to navigate the users to another modules. After
this stage, all the individual director files will be linked together and are
interconnected with one another which formed a complete application. Figures below
show the way to add the “Play Movie X" button to the interactive timeline box to link

it to the interactive timeline modules when users click on it.

@ mainmenu.new2 - Director MX 2008 (e

File. Edit View Insert ModHy ControlXtres - Window — Help
PRaeg Lo - HE | wles [ OFTOW| S AR RO
' Tools

@ mainmenu_new_v2: Stage (100%)
casse M v Stage (100%)

RO

oa ~ [nGeradiive \
A< Malacca )
b Herftage Kiesk
@O

==

= e )

!J o

S— In e Virtual Tour,

Figure 5-2-4-F1: Drag the Play Movie X button

@ mainmenu_new_v2 - Director MX 2004
File Edt View Inset Moddy Co

Window Help
R wlad [ TOFIOOW| 7/ S AR RO

'@ mainmenu_new.v2: Stage (100%)
,,,,,, . v ssetioon

Interadiive
Malaecca

_ Herftage Riesk

peth £ necessany)

Figure 5-2-4-F1: Type the name of the director file
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5-3 Post-Authoring Process

5-3-1 Delivery and Storage Medium

All the integrated director files will be saved in an executable file extension
(.exe) that store in computer. The reason of choosing executable file format as it is
capable to be run as an individual program in Windows OS. It can be copied from one
machine to another machine, or to another folder, easily. If the OS is being reinstalled,
it doesn't break the application. The delivery medium of this application is offline-
based where no internet connection is required to run this application. This
application will be run on the computers that are set up at each of the attractions in

Malacca.

5-3-2 Testing

The completed application is distributed to 25 respondents to do the testing
and get the feedback from them. Each respondent will be given a Google form to be
filled in after testing the application. After that, all of the feedback are recorded and

analysed.
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Chapter 6: Modules Development Guide

6-1 Main Menu Development
Firstly, get all the media elements that required to develop the main menu

interface ready in a folder as shown in figure below.

music

gold3 goldd greyl grey2 grey3 greyd hand cursor helpl help2 mouseOVER okl

OK L_! ["))] ["))] [‘XJ [‘x] Tips

ok2 scroll sound_onl sound_on2 soundoffl soundoff2 tips

Figure 6-1-F1: Media elements for main menu

After that, import all the media elements into Macromedia Director MX 2004.

The macromedia director should be looked like in the picture shown in Figure 6-1-F2.

u SEDE DS
S «wmuu\ T[T

Figure 6-1-F2: Main menu cast

Drag the related cast members to the score and arrange it accordingly as
shown in figure below. Assign to the “Rollover Cursor Change”,“Rollover Member
Change”, “Play Sound” behaviour to the title, help button, and the sound on, off
buttons, and OK button. Assign the “Play Sound” behaviour using sound channel 2.
On the end of the sprite, insert a frame script “ go to frame X”, where x indicate the
frame number that the timer will go when reaches this frame. The example of coding
has shown in Figure 6-1-F4 which indicate that it will automatically go back to frame
1 which is the beginning of the sprite after reach this frame. With this, the timer will

keep looping back to frame 1 until the user click on the title which will direct the user
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to go to other frame. Insert the background music in to sound channel 1. Make sure

that the background music sprite fully covers the whole main menu project’s timeline.

@ mainmenu_new_v2 - Director MX 2004 L —
File Edit View Inzert Madiy Control Xtz Window Help
8 @ WD o % | B sy | OIFETOW| S A W W

I Tools

i - _

@ mainmenu_new_v2: Seare, Cast
Iv Seara

x o=
gal-—2
Al e
®m o £ T
® o
@ o
[E2) (=]
CE

I ® Castintemal

Figure 6-1-F3: Arrangement of the elements

0 mainmenu_new_v2: Script EE

£ Script:Behavior Script 14

L “DI |0”T‘ Internal b
ERT LTRER 0@L 4 2330

lUnga v] laxitFrarna v]

| on exitFrane ne
Y go to frane
o end

Figure 6-1-F4: Script for looping

e mainmenu_new_vZ: Script L=
{ ¥ Script:Behavior Script 65:soundoff =
+ « v |[Ofsomer (@[ | [mema =

b o) [peoen | g | LERER 0@t |4 2820

1| on nouseDown me a
% sprite{l3).visibility=false m
sprite(ld) . visibility=true

sound(1) wvolums=0

< end

o mainmenu_new_v2: Script ED

i ¥ ScriptBehavior Script 67-soundon

+ ¢ b [[Ofsomdon @[ |[nema
e A== LERER 0 OL 427 0

|| on mouseDown ne

4 sprite(l3) visibility=true
sprite{ld) vizibility=false
sound(1) . volune=150

[ngo v]

Figure 6-1-F5: Script for sound on and off
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Assign the following script onto the sound on and off button to toggle the

volume of the background music. Refer to Figure 6-1-F5. Next, to design the stage for

when the user click the title, put the “grey1” , “grey2”, “grey3”, “grey4”. These four

act as the button which will link the main menu to different modules. Apply “Fade

In/Out” behaviour to all these. After that, assign the “Rollover Member Change”

behaviour to greyl1,2,3,4 respectively with “gold1”, “gold2”, “gold3”, “gold4”. Next,

apply the looping code and hide the gold1,2,3,4 and direct the user back to frame 1

when user click on the title of the application.

Develop the help guide as an individual director file as shown in Figure 6-1-F6

which will direct the user to this director file whenever user click on the help button

b

using the lingo script command “open help _mainmenu.exe”.
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Figure 6-1-F6: Help guide for main menu
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6-2 Interactive Timeline Module Development
Prepare and Import all the elements in the folder “module 1” into the

Macromedia Director.

I

0lntro Lsultanate of 2portuguese 3Dutch 4British Slapan 6Malaysia TCenclusion audio backl back?
I i colonization el

e | [EEmE Y @omdimion RO Imrmn

briti click cont dlick conclu dutch intro itbanner itL0GO jap malays mouseover
ol cher owl sleep portu rect banner sound_onl sound_on2 soundoffl soundoff2 stopmarkl stopmark2 sul

Figure 6-2-F1: Media elements for module 1

Drag the media elements into the stage according to the sequence of events
happened in Malacca by following the pre-defined number of the folder. In between
of the events, edit the tempo at the end of the frame that permit interactivity. It
requires user to click in order to proceed to next frame. Refer to Figure 6-2-F2.

v _virtual char: Score, Cast = @ s

7 click to continue F portuguese 3 1

=
Frame Properties: Tempo

D {Ej
¥,
»

O Tempo: fps K

1 wait seconds Cancel

@ "wait for Mouse Click or Key Press

) Wit for Cue Point:

Channel; | Sound 1: backgrou CuePoint | { Mest b Help

Figure 6-2-F2: Tempo for mouse click to continue

Next, insert the background music into sound channel 1, the narration into
sound channel 2 and the subtitle to the bottom of the stage. Adjust them so that the
narration and subtitle synced with the events that are displayed in that particular of

time.
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i ¥ Score

@ timelinel_v# _virtual char: Score, Cast = e =]

track:

Wi

Figure 6-2-F3: Background music and narration

¥ Score =
» H
[<i]

Figure 6-2-F5: Subtitle stage view

Put the subtitle at the same row (in the Figure 6-2-F4 it on the row 23). Insert
and apply the visibility behaviour to the owl which acts as the virtual tour guide. The
“owl char” and “owl sleep” are added with the behaviour to show or hide the visibility
of the subtitle as shown in Figure 6-2-F6.
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@ timelinel w4 _virtual char: Script
¥ Script:Behavior Script 202 offsub *
+ 4 b E\nrrsuh @[z o
Lingo +| | [mouseup Bl - GED o@L |4 |==
on nouselp

sprite(23) . visibility=trues
end

7]
]

@ timelingl _v4 _virtual char: Script = E
i ¥ SciiptBehavior Script 200:subitle =
+ 4 b |[Ofwbie 6O | 20 | [iotemal

Linge = | [mouselp )| gl == LEVERD o@L 4=t

on nousslp

il
1]
<]

sprite{23) . visibility=false
end

Figure 6-2-F6: Script to toggle visibility

After all the events have been sequenced, insert the “track”, “train” ,
“stopmark” and the words as tooltip for each events into the stage. This is to build a
navigation button in which the users may choose the sequence of event that they may
preferred to watch first. Hide all other irrelevant tooltip using the visibility behaviour
and show it only when the timer reach that particular sequence of event. Refer to
Figure 6-2-F7. Next, apply the “Rollover Member Change”, “Rollover Cursor

Change”, “Play Sound” behaviour to all buttons.

e M(ridlti‘lﬁite of Pattugiiere ColoButchiColonizBtitish Colonijapaniese CorMalayiia Indep€oriclution

Y 0 9 9 9 9 0

=

Figure 6-2-F7: Placement of tooltip, train, track, and stopmark
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& help_module 1: Score, Cast = O[]
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Figure 6-2-F8: Help guide for module 1

After that, develop a help guide same as the guide developed in main menu to

give the instruction for the users to use the application. Refer to Figure 6-2-F8.
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6-3 Virtual Tour Module Development

Firstly, import all the media elements in the folder “module 2” to the

Macromedia director.

oo ek

_view att_view pic cc_view_pic cht ciew_pic dutchie

famosa 3d famosa title A-famosa back background
vamin, \W AT
ﬂ TS ey T
pe___"=— i

s @ W

cht3d chttitle cht church church

= o @
dutchie 3d,jpg dutch-sq galleryl galley2  hand cursor
play2

Figure 6-3-F1: Media elements for module 2
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K A ®  F afamosa “F _afamos.
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Figure 6-3-F2: Module 2 main interface
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Design the main interface as shown in Figure 6-3-F2 and repeat the process for
the other 4 places which are the A’Famosa, Cheng Hoon Teng Temple, St. Paul Hills,
and Dutch Square. The outcome on the stage will be looked like Figure 6-3-F3.

The Christ Church was built in 1753. It was the primary Dutch
Converted Church in Dutch Malacca. The red building adds fo the
elegance of the environment around even today. Christ Church

Melaka is in the city center which is best known as red square. ' il
will not miss this among other places to visit in Melaka. =

Figure 6-3-F3: Module 2 main interface
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o] 5 q
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Figure 6-3-F4: Module 2 help guide
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After that, create another director file for the help guide as shown in Figure 6-
3-F4. Next, create another director file to show the details of each attraction and

repeat the process for the other 4 places.

& Uirtwal Tegz

ChristiChurch
-«

functioning Protestant church in
Malaysia. Construction began in
1741 on the centennial of the
Dutch occupation, and it was
completed in 1753. Before this
date the Dutch used the old
Portuguese church atop S
Paul's hill for their religious
- services,

Figure 6-3-F5: Christ church details

Figure 6-3-F5 shows an example of the director file that shows the details for
the Christ Church. Drag and drop the media elements and design it as shown in the
figure above. The arrows at the top and bottom are attached with the code “Play
Frame X in which to direct the user from one page to another for them to read
through the details of the particular attraction. Link the 360 panorama button to its
own panorama director file using “Play Movie X behaviour. Link the gallery button
to the frame at the back of the original director file using “Play Frame X”. Lastly, link
the interactive map button to the interactive map module director file using “Play

Frame X” behaviour. Repeat the whole process for the other 4 attractions.

In order to design the 360 panorama director file, first drag all the pictures of

that particular attraction from the folder name “360 view pic” into the director file.
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Drag each of the pictures and arrange it with 1 picture per frame and edit the tempo to

5 FPS (Frame per second) as shown in Figure 6-3-F6.

@ cc_360vr: Scare, Cast = (=)=
¥ Score =
k! 3 7 nes 1

2]

2]

i

{2
Member v H -
back i) -
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doooa
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©wa — n e
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= ) Wait for Cue Point:
. Channel: | Mo Cus Points | Cue Point | { Mo Cue Points § Hlp ‘ «/” »{” »J‘ H ‘
bandicam 201 bandicam 3|bad>cam"ﬂl —
e
\m [>)J |i [|[§
-

3

Pem e e R

lbandicam 201 jpandicam 201 [bandicam 201 bandicam 201 bandicam 201 [Eandicam 201 [pandicam 201 jpandicam 201 [bandicam 201 [bandicam 201 bandicam 201

<

Figure 6-3-F6: Arrange picture and edit tempo

At the first frame, insert the lingo script as shown in Figure 6-3-F7.

@ stpaul 360vr: Score, Cast o ==
i w Score =
T 4 :

<]

Il

Wi

uz

= |k
Member v .:‘

|6 utbanner R

@ stpaul 360vr: Script =] @
£ ¥ Seript:Behavior Script 14 =
+ o @l o Internal -
[tinga v | [1aiatan AT LE§® 28L |4 |=sz|0

on exitFrams me
sprite(23) wisibility=false
=prite(22) vizibility=true
sound(1) . volune=150

en

Figure 6-3-F7: Script for first frame
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& Victual Tewur

Figure 6-3-F8: Stage view of 360 panorama

Figure 6-3-F8 shows the stage view of the 360 panorama of the Christ Church.

For the left arrow and right arrow, add the new behaviour with the following lingo

script as shown in Figure 6-3-F9 and Figure 6-3-F10. Meanwhile for the pause button

and play button, add a new behaviour by writing the script as shown in Figure 6-3-

F11 and Figure 6-3-F12. Repeat the process for the other 4 attractions.

e cc_360vr: Script
i ¥ Script:Behavior Script 245:Go Previous Button *

(= |

+ ¢« v | [OfscFrevioueumen

@ || 2 | [imema -

if the frame = 1 then
5 go #next
i else
go the frame-1
:l end if

ol on i=0ETodttach (me, aSpriteType. aSpritsHum)
tIs0k = 0
if aSpriteType = #graphic then
tIsOK =
end if
2 return{tIsOK)
2| end on

Figure 6-3-F9: Script for left arrow
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¥ Script:Behavior Script 246:Go Next Button= e

+ 4 - |01 Go e Bution : Y Hm]
(g ]| [t da== LeweR o®L 422 @
| E

“on mouselp ne
uDrag FALSE
ﬁ end nouselp

| on mouseDown ne
©  mDrag TRUE
11l end mousslp

1% on mDrag

%] 1f the frame = 142 then
go to frame 1

else
go the frame+l

end if

| on i=0KToittach (me. aSpriteType. aSpriteNun)
tIs0k = 0
if aSpriteType = #graphic then
tIsOK = 1
end if
25 return(tIs0K)
% end on

Figure 6-3-F10: Script for right arrow

das
[Tb ) “EI“S ‘G‘W‘llmmal v]

94 p2= LERER 101§ END 0

A/ | on nouselp A
‘| o to frane the frame m
g0 Y Jend

Figure 6-3-F11: Script for play

[

& teml - 0

v VT

ﬁo HDHDW ‘G‘WHIntemaI v
00) bl 2= LERER 1644 [EWR 0

A/ unmuuseUp

8o "Sﬁf i

mom

tassic
.

(@]
Hlame: | qesr

Sie J6butes

-

Figure 6-3-F12: Script for pause
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6-4 Interactive Map Module Development

cc_viewmap

Figure 6-4-F1: Media elements for module 3

Figure 6-4-F1 shows that all the media elements are put in the folder named
“module 4”. Firstly, insert the picture of an empty map, then drag in the symbol for
each location one by one in the correct position and insert the tooltip for each
attraction. Set all the location symbols to invisible at the beginning of the frame and

set the initial volume of the background music. Refer to Figure 6-4-F2,

@ interactive map module: Script = @

{ ¥ Script:Behavior Script 99 ~
+ <« » [O] @ |[ = | [items -
Lingo: v] [emFrame v] ):T-J — ‘-. 3. UL "_Ev [-Y @ | ’ ;E a3 @

property ¥
property = r*
on TurnCardsO0ff v [
w=18
repeat while v»>17 and w<¢G3 do
sprite(y).visible=false
v+l
end repeat

on TurnCardsOffx =
=72

repeat while =371 and =<78 do
sprite(=).visible=false
w=utl

end repeat

on exitFrane me
TurnCards0ff
TurnCardsOffx
sprite(ll).visible=trus
sprite({l4) . visible=true
sprite(15). visible=true
sprite(l6t) . visible=true

=prite{fl). vizsibility=false
=prite{fl).visibility=trus
sound{1l) . volums=150

end

Figure 6-4-F2: Script for turning sprites invisible

Figure 6-4-F3 shows the arrangement of all the location symbols in the score

view.

85
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 6: Modules Development Guide

(@ interactive map module: Score, Cast = [ =]
¥ Score =
3 H
L]
=8 c E
[[al]
o
“z
=l il i 1 ¥
TMemby - -
m {10 pam_att
m {10 cam
m {10 cam
m {10 eam_att
i {10 cam
il
aaaaaaaaaa {10 re:
taurant {10 restaurant

Figure 6-4-F3: Score view for arrangement of location symbols

@intaractwamapmodula: Script =] @
i ¥ ScriptBehavior Script 44:0n restaurant s
4 ﬁi|omeﬂwwnt 0 « ‘E;E;________:|
)| )| A= | LERED [0 @ |4 [ERE|0

on nouselown ne -

zprite(ll) visibility=false

13
E).vizibility=true
7). wisibility=true
8).visibility=true
spritefi’d
spritedl

}.wisibility=true
}.wisibility=true

end

Figure 6-4-F4: Script for the filter

Assign each category of the location symbols to their respective filter, so when
the user click on that particular filter, the related location will be displayed. For
example, when the user click on the attraction filter, the attraction in Malacca will be
displayed on the map. Refer to Figure 6-4-F4. Next, create each pop up box for each

location symbols to display their location details as shown in Figure 6-4-F5.
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Iteractive Map

E

Figure 6-4-F5: Score view for arrangement of location symbols

Refer to Figure 6-4-F6 for the arrangement of the pop up box in the score view.

i@ interactive map medule: Score, Cast [ = [[-E] [ES]

i ¥ Score =

4 » b
&

]}
o

=l |n 4 T * 3

ember v [0 35 a0 45 50 55 &0 &5 70 5 35 a0 ‘35 w0 os  m s eo es w135 w0 w5 0w

=31 ] e 6

50 0 0o

o

52 | 00 cht 10 =p
53 1< cht pi =p pi
54 0 0o

58 g Qg Oog

56 0o 0o

57 0 0o

ul

) |y |y oy
(=}

Figure 6-4-F6: Arrangement of the pop up box in score view

After that, design a navigational menu using dropdown menu to allow the user
to choose to view a particular attraction in more details. By design the navigational
menu, insert and arrange the media elements as shown in Figure 6-4-F7. After that,
set the child to invisible. Show them to visible only when the user mouse over the
parent.
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@ interactive map moduler Stage (100%) == T 5 |
1% Stage (100%) "

Chooye ' Vicw:| CEREEl

Figure 6-4-F7: Navigational menu

Insert the new map for each of the child in the new frame and link each child
of the navigational menu to the respective correct frame which displays the particular
location in details using “Play Frame X” behaviour. Lastly, link the help button to its
help guide that developed in another director file. Insert the script as shown in Figure
6-4-F8 that will pop out the help guide in a new window using the script as shown in
Figure 6-4-F9.

5_3interactivemap
Stage (100%)

Inteircctive Mam

Figure 6-4-F8: Help guide for module 4 in another window

(& 2.5 3interactivemap: Script o |5
¥ ¥ Script:Behavior Script 101:0pen help =

& ¢ v | [@forrrer 0| | [memal 3
A== LERER|o 0L 4 |EaE O

=eDovn ne -
open ' ihelp interactivenap. exe” @
en -

Figure 6-4-F9: Script to open the help guide
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6-5 Game-Based Learning Module Development

Figure 6-5-F1: Media elements for module 4

Get all the media elements in the “module 4” folder and import into director
file. After that, design a start-up guide as shown in Figure 6-5-F2 that tells the users

what to do before they start answering the quiz.

CA Gone

Figure 6-5-F2: Start up guide for module 4
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on TurnCardsOff v (ol

=t

repeat while vy»4 and y<32 do
sprite({y). visible=true
y=y+1

@ quiz - Director MX 2004 v— — - —— ————
File Edit View Inset Modify Control Xtras Window Help
@ &y B o E=) e | TOJHFIOW| 7AW B
il @ quiz Score, Cast = [= =]
classic ‘v Score =
R O » T New Marker T al 1
[
oa =
A 7 21
L
() "z
@ o =
Wi~ =
@ o poser B
== o —
|/ quiz seript = | ]
U | v ScriptBehavior Script 1 =
H + « » |[Of o 1 Internal =
1. [Linge ] | [Tumcarsson AT | LEwREDR | e @L | F =2
] propsrty ¥ -

=¥
end repeat

en

on_enterFramns ns
TurnCards0f £

end

Figure 6-5-F3: Script for turn all the elements in the score visible

In the beginning of the frame, turn all media elements visible by inserting the
script shown in Figure 6-5-F3 at the very first frame. After that, when the user click
on the start button, turn all the questions and rings invisible by insert the script on

frame 61 (may be vary due to the design of the developer) as shown in Figure 6-5-F4.

= - = ————1
@ quiz - Director MX 2004 - - — . .

File Edit View Insert Medify Contrel Xtras Window Help

& & = = B | = = | = “w - e “1FHE = @ | A

Lol @ quiz Score, Cast

classic i w Score
Kk D - >
wa =
=3l
Vo Lol
-y 1
[ -z
o =1 ] abe
Flember -
@ O |Oback I
El =1 - -
quiz: Script
O B ~ Script:Behavior Script 67
- 4 » (=}

[ Ling= - | | [Turncarasor - = == = L_ = sy s e & T P =
I Droperty v

rn TurnCards0Off 5

w=5
—_— repesat while wrd and wozd deo
— sprite(v) wisible=fal=se
— w41

=end repeat

on =exitFrams me

TurnCard=s0f £

ernd

Figure 6-5-F4: Script for turn questions and rings invisible
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The questions and the answers for each set should be arranged in a proper

manner as shown in Figure 6-5-F5. Put the “go to the frame” script at the end of each

questions to let the users have time to read and answer the question.

e =N E=n=
classic N v scare =
ik bl T 4 » T Mew Marker 7 q T gz e 1
gals—3
) |
A/ e X1
) "
BO} - "z
ofl = = | see + # e 5 # i 5 15 e 5
Membe. ] B0 65 w0 75 e es w85 oo ws w0 s o s nn w5 w0 ws w0 w5 w0 w5 w0 ws e
@of . 1 -
=y - £ [
o 3 oo
= ] ¥
I | = 5 Cal—1 owi— ce—0 Cai—(
- - £l =t Oring—_ O ring—1 Cring—0 Cring—0
T | = Oring—0 S ring—1 Sring—0 Oring—0
] =] Oring—{ O ring—{1 O ting—{ Orting—{
| e 5 Qrina—( Qring—{1 Sring—0 Qrina—(
—1 | 0 Os2— obz— Oez2— Ode—
......... o m Gring—0 O ring—i1 @iing—0 Cring—{
- 12 Cring— © ring—1 ©ring—0 Qring—0
— ) I Orting—{1 Oring—11 Diing—{ Orting—{1
] i Oring—{ & ring—_1 S ring—{ Orting—(
- 15 Ca—10 oe— cez—10 Cdi—10
- & Oring—_ O ring—1 S ring—0 Crring—0
] 7 Oring—{ Sring—_0 Sring—{ Orting—{
0 0 Gring—0 Qring—0 S iing— Oting—
- 19 Oring—_ O ring—1 S ring—0 Crring—0
| 20 Oat— Obd—1 Ses—] Odé—
0 2 Gring—0 Qring—0 S iing— Oting—
- 22 Oring—_ O ring—1 Cring—0 Cring—0
) 23 Orting—{1 Oring—11 O ting—{ Orting—{1
] 24 Oring—{ O ring—{1 O ting—{ Orting—{
=} 25 Oa5—] ops—l Des— Od5s—
) 26 Orting—{1 Oring—11 Oting—{ Orting—{1 o
4]« =] v
¥ Castintemal
@ au - Do i T
File Edit View Inset Modify Control Xtras Window Help
@8 Fd HEE o ad (B« [ OHIOW| S SAR B
RRREIIN Q) oz Score, Cast (= @I=
classc | v saare ——
x O T NewMarker Vi Va :
A/
o =
@0
boo e
@0 ——%
= =

1=

[China]

Figure 6-5-F6: Rings on each of the answer

™

The rings are the hotspots. Place it on the picture to cover each of the answer

on the picture as shown in Figure 6-5-F6.

BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR

91



Chapter 6: Modules Development Guide

All the Set “1” (e.g. a1, b1, c1, and etc.) and Set “5” (e.g. a5, b5, ¢5, and etc.)
picture have the correct answer in the 1% answer.

All the Set “2” (e.g. a2, b2, c2, and etc.) picture have the correct answer in the
2" answer.

All the Set “3” (e.g. a3, b3, c3, and etc.) picture have the correct answer in the
3" answer.

All the Set “4” (e.g. a4, b4, c4, and etc.) picture have the correct answer in the

4" answer.

On each of the rings, insert behaviour as shown in Figure 6-5-F7. The code

may be vary on each ring depends on the correct answer of that particular set of

questions.

@ quiz: Script
i ¥ Script:Behavior Script 10:a1_1

.:.@

+ 4 [0

| [mouseDoun

Lingo AT | LEQRER | 0@t | 4|2

on mouseDovn ne
if the clickOn = & then
sprite(30) . visible=TRUE
go to frame 71
else
sprite(il) . visible=TRUE
go to frans &
end if
end

Figure 6-5-F7: Script on each ring

o

0 [inermal v

On the 61% frame, insert a lingo script that randomizes the questions that will

appear to the user and set a global score to keep track of the score and initialize it with

0. Next, set a global question number to keep track of the questions answered. Refer

to the Figure 6-5-F8 for the script.
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@ quiz: Script

4

Script:Behavior Script 66

+

v @l

Lingo

] | [shouHoispors

JATT|LEQEDR | 0@t

global gScore
global gQuest
on BeginSprite
gScore={
gluest=0
menber (" Score") . text =
member{ "Question") text =
end

("Score: " )é&gScore
(gQuests 10"

Property =
on PickRandomBumber =
m=randon(C)*5
end
on ShowRandomCard =
zprite{x) vizible=TRUE
En
on ShoyHotSpots =
1f sprite(=) visible=TRUE then
zprite{=z+l).vizible=TRIE
sprite{=z+2).vizible=TRUE
sprite(=+3) wisihl==TRUE
zprite{=z+d).vizible=TRIE
end if
end
on_exitFramns me
PickRandonHunber
ShowRandonCard
ShowHotSpots
end

#

=80

Figure 6-5-F8: Script for randomize question and set global variable

“F Mlew Marker Foql
2 EE 1 4 1E 11 5] 1

oring—1 oring—1
< ring—1 < ring—1
< as—1 < b5 —1
oring—1 oring—1
oring—1 oring—1
oring—1 . oring—1
oring—1 < ring—1

O ocorrect———————— 1

O prong ———

2 Score

O correct—————

o

2 Question

Figure 6-5-F9: Position of the correct sprite and wrong sprite

correct sprite or wrong sprite which are put right after each of the questions as shown
in Figure 6-5-F9, also insert 2 text elements in the director and named “Score” and

“Question”. These 2 will keep track of the score and questions attempted. The scripts

After the users click on the answer, the rings will direct the users to either the
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to be inserted to both of the sprite are shown in Figure 6-5-F10 and Figure 6-5-F11.

& quiz Script o & fusd
: ¥ Sciipt:Behavior Seript 49:.comect s
+ 4 b ﬁi|cmmm 0 “mwml v]
e o) )| A== | LERER (0Ot § E33|0
global gScore -
property =

on PickRandonBunber =
z=random(5)*5

=1
on ShovRandonCard =
sprite(z) vizsible=TRUE

end
on ShovHotSpots =
if sprite(z) wisible=TRUE then
sprite(=z+l) vizible=TRUE
sprite(=+?) wizihle=TRIE
sprite(=+3) vizible=TRUE
sprite(z+4) vizible=TRUE
end if
end

on beginSprite ne
sprite(il) visiblestrus
sprite(il) visible=false
end

on endSprite ne
PickRandonNunber
ShovRandonCard
ShovHotSpots
sprite(30) vizible=false
gScore=gScore+10
nenber("Soore" ) text = ('Score: " )&dgScord

end

Figure 6-5-F10: Script for correct sprite

@ quiz Seript = @

£ ¥ Seript:Behavior Script 50:wrong

(XN ﬁi|W0W 0 = [mmmm vl
[Ungo v| | endSpie v )j ==ILE UL!E ['] @ ' f E b | , @
global gScore N

on endSprite ne
sprite(dl) visible=false

nenber("Geore’) text = ("Score: " )édgSoore
end
on beginSprite ne

sprite( 30} vizsible=false

sprite(dl) vizsihlestrue
end

Figure 6-5-F11: Script for wrong sprite

After all the 10 questions been answered, insert a script to check the user’s
scores and direct user to the puzzle selection if they got 50 marks or more. The script

is shown in Figure 6-5-F12.
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@ i score ot e
HwScore e
T4k T Hew Marker T Hew Marker F Game Select i
=] @
= il
- 2]
- L
O uz
[ =l 11 3 1 rE 5 3 E
Member . w| M0 345 50 355 0 3% %0 s @0 385 m0 398 R I I A
=] i .
=] 2 |
O 3
=] 4
=] 5 Qit—1 oji—10 O cang 1o
=] 3 Qring—1 Sring—0 © sample puzzle
- T
= ——| (T
o] 9 i ¥ Script:Behavior Script 151
- 10
o n_] + <« v @] - IR
NN =
e e —] R T L ARY TP AL
o " global gScord
2 on exitFrame me
& if gScore »= 50 then
e 5o g0 to marker('Gane Sslsct®)
else
< g0 to marker{"Ho Gans")
end if
<l end

Figure 6-5-F12: Script to check score

Show the tips to the users to give them the guide on how the puzzle game
works before they begin to play as shown in Figure 6-5-F13 and direct the user to the

puzzle selection to begin their puzzle games as shown in Figure 6-5-F14.

Figure 6-5-F13: Tips on playing puzzle game
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Figure 6-5-F14: Puzzle selection interface

Next, create each of the puzzle game as an individual director file and link the
puzzle selection to the respective director file. The script for the puzzle frame
behaviour is shown in Figure 6-5-F15 and Figure 6-5-F16 and the sprite behaviour for
each pieces of the puzzle is shown in Figure 6-5-F17, Figure 6-5-F18, Figure 6-5-F19,
Figure 6-5-F20. Figure 6-5-F21.

TR N @ st paul puzzle: Score, Cast

classic _
|x & ﬁ; v i "
Gl
Daf mle g s AT | LEGED @t |4 |Enw|@
Al © g
—
@0 wz glaztSprite
@0 X e L are just used to get
[M slicadl = 3 ~— the spr. range
@Oy |6 gameLoBE property pFirstSprite, plastSprite
= Q- L

the cnly tyo paramsters sye Lo set the sprite range
et Pro; EEEVUESEr!DtanLxst ne

b, #pFirstSprite, -

“First Purzle Piece Sprite®, -
Finteger, -
[

t. #plastSprite. =
i *Last Puzzle Piece Sprite®, -

#integer. -
#default: 1]

begins, set up the sprite renge globals
the pieces

priratSprite
astSprite
eces(ne)

nd the Stage until all are completely on the Stage
ping

i = gFirstSprite to glastSprite
ile TRUE
if it may be locked up because of lack of sprite

Figure 6-5-F15: Puzzle frame behaviour part |
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v Propenty Inspector

Jigsaw Puzdle Frame Behavior

Incemal

N @ T oL e ScoreCaey @ =t poul puzzie: Script

ek ~ Score ~ Script:Behavior Script 2:Jigsaw Puzzle Frame Behavior

O fl = » W SquncPurd ¢ b | [ [digsaw Pusdls Frams Behavior

@ ! = L=aeR|sot | f
A s — and nene are overlapping - i

= on TapdemizcRicoes ne

o E £ Tepost with & - aFirstSprite to slestSprite

@0 Member sec if it may be locked up because of lack of sprite

© gameL oG

nunTries = nunTries + 1

if numTries > 1000 then

]

= gFirstSprite

Wame: [ igsaw Fuzale Frame Behavior

Site 25K

nunTries =
=2 (© sample puzzle: end if Unload: | 3- Normal ~
1 hand cursor ————O0 hand cursor——0 o a random location
535 randon((the stage) rect width) Crested: -
HJ random({the stage) rect heisht) afodied: -
o Lpmiteda) loc = pointix. v e dlied S
© st paul artistic — =ee if the sprite iz hanging over the edge
if sprite(i).rect.left ¢ then next repeat Comments:
if Sprite(i).rect right » (the stage). roct.width then newt repeat =
if sprite(i).rect.top < 0 then next repeat
f— e if Spr:te(l) rect bottom > (the stage) ral:t height then next repest
— L — see i = sprite is cverlapping anoths:
—_— v C LElm:h)ngOthErPlEDE = FAL -
— ] epeat wi = gFirstSprite to i-1
1f 3 = 1 then next repea
= | « b |[©[JasawPuzse Frame Beaior if Sprite rsects i then e

touchingOtherFiece = TRUE

end if

= end repesat

e oy | [ sxtram
sl oo fporaienes

{2 P

F=

Ciorary ]

Echaviors -Navigation

" Ereotove e if touchingOtherPiece then nest repsat
E;vk;alr .f‘fzngg prese H i Eiees A= =et. go on to wext = GoLoon
S o o Alprens oAl end e = conemmen
53 7 7 3 g
o e bFrame G Prauiaus Button
7 e e Sest | T g7 be the freame — Goto FrameKBution

@ st paul puzzle:

core, Cast

¥ Score

@ st paul puzzle: Script
¥ Seript:Behavior Script 1

gsaw Puzzle Sprite Behavior

¥ Property Inspector
Jigzau Puztle Sprite Behavior
Internal

kO » E

SpacPue | o g b

B S5 P spi Behain

ember [
oQ s A= | LEQER (00 ¢ |22
A/ — these two alobals are set by the frame script ame [
tame: [ Ggsam Pussl Spres Behavior
— and contain the sprite range
m] global gFirstSprite. glastSprite
5 ] ize
@0 property pOffset — click and drag offsst SemBeK
Litembey Sroperty sDyss — is the sprite Being dragsed
@ o ——————————————————— property plinks which other sprites are linked to this one?
== e a Eroperty PCloseness. FLinkSownd. PGansOverFrame
O hand cursor L hd on getPropertyDescriptionlist ne
= (O S okt 9 T R
T ST how near this piece needs to be to another to link it Croate -
[ ] tpaitanied o =ddProp list. #pCloseness, - e -
o [#comment : "How close doss it need to be to other pisces to lock (SIS
#format: #integer.-
¥default: 4] NI
—— sound to play vhen o link is mads
p— B =sddProp list, #pLinkSound, -
— L. [#comnent : “Link Sound’ . -
P ¥ CastIntemal #fornat: #string, - il
] i #defoult: ']
B2 [Gasam Prcae Spree Beharior —— frame to jump to when game is over ¥ CoderLibrary

#pGansOverFrane, ~

Figure 6-5-F17: Puzzle

sprite behaviour part |

BIS (Hons) Business Information System

e ree e #comment | “Gane Over Frame BTy !
jpraperty
s tothe |[porghembe]ime .y Atoxmat: #narker, - % | Behuiers - Mavigatien
o [humber 03 s T #default: #next] 4y
{SwaWemt| 5 (ERalover Me|ry urn Lict
Py fgar |[Jissav |Preathe || o ang R s o Goloop
Fuzete  lpieces i
faround —
IS Al A i — start by including self in links i 5o Next Button
il on heg:\nSprxte e pitsing
plinks - [ne.spritelun] e Go Previous Buteen
ona i
2T Zstpaden| Ziteck | T | Zobeak | el (T3 on_nouscEster me 5 oo Frame X Buton
o n hand cursor T
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@ st paul puzzle - Director MX 2004
File Edit View Inset Modify Control Xtras Window Help
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Figure 6-5-F18: Puzzle sprite behaviour part 11
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Figure 6-5-F19: Puzzle sprite behaviour part 11l

98
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 6: Modules Development Guide

10ots v Property Inspector
@ st paul puze: Score, Cast @ st paul puzzle: Seript i Puzze Spre Bshavior
classic T - = - Iternal
i ¥ ScriptBehavior Script 1:Jigsaw Puzzle Spiite Behavior Itermal o
B Swweru =
kO~ C Y 5 + 4 b | [O[Jigeew Pucde Spre Brhavior

:

LESED | o @@L | #

A/ SPrite(ss) Lon = sprate(ne spei teln) . 1oe Name. [ Tgean P Sprs Echor
end repe:
=] — chex k tD see i1f puzzle is done
@0 5 % checkDonsGane (ne Size: 55K
[ember =] - need look no further
exit
@ o Pwo————————————5 end if
= 3 lOsamplepuzse————— ¢ end repeat
O hand cursor —————0O hand eursor ————C end -
o rlost [3-Nemmal v
a Qokt———————————————— 0 _— see if & sprite is close encugh to this ome to link Unloack | 3- Normal

on closcEncush ne, =

n st pautaristio———l close enough horizontally rinired
if aba{opriteine. epriiclun) locH — sprite(s).locH) < pCloseness then s e
= —— close enough vertically
if abs(sprite(me.spritelun) loc¥ - sprite(s). locV) < pCloseness then [
— =ee if the sprite rectangles are close enough
if )nLErSEDL(spr)LE(s) rect . Sprlte(me spr)LENum) TECt4+ -
rect (-pC ZpCl pC i.pcl 1))-
— 4]« <> re:t(u 0,0,0) than
— || 7~ castintemat o Slesg aneu .
Internal | end it
end i g’
S |E|dwPuaz.ﬁw.wﬁmw = it e

ot close enough Librany |

jproperty’ n exitFrams ™ rELurn FALSE
osmcelle ]| R o Coators - aigaton
umber | )
T N e T nerge the links of this sprite with the links of the
Fioy #gen |[s6saw|[praa the nev spriie end seb the plinks property for all o Gelecp

lpuzzLE ioces of these sprites to be the new
% l_, Al araundtrA this effectively links this SDr)LE to the others o Go NextButeon

and the others to this one

addLink ne, list ===y
1 newlist = L[] G Previous Eutton
= —— add all the links for this sprite
= repeat with s in plinks | = GotoFramexBuan
«ﬂrﬂu\am kil | Rt add newlist. s
end repsat

e

Figure 6-5-F20: Puzzle sprite behaviour part IV
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7-1 Unit Testing

Button / Icon Function Expected Output Output Resul
t
Intevactive Display the 4 different buttons All four buttons | Pass
Malacea ) | options link to that linked to are shown

\ Heritage Kiosk / | different respective modules

modules are shown
IAeETE e or Hide the options | 4 different buttons All four buttons | Pass
( Malacea > link to different | that linked to are hidden
_ Hesftage ek /| modules respective modules
are hidden

Link to first Go to first module First module is Pass
module which is shown
Interactive

® Timeline module
Link to second Go to second Second module | Pass
module which is | module is shown
Virtual Tour

@ module
Link to third Go to third module Third module is | Pass
module which is shown
Interactive Map

@ module
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Link to forth Go to forth module | Forth module is | Pass
module which is shown
Game-Based
oo Learning module
-
Indicate current | Switch on the Background Pass
(‘){] background background music music is
music is off and | on sound channel 1 | switched on and
click to switch and set to volume of | set to volume of
on 150 150
Indicate current | Switch of the Background Pass
{1,)}] background background music music is
music isonand | on sound channel 1 | switched off and
click to switch and set to volume of | set to volume of
off 0 0
Help guide to Open a help guide in | An external Pass
[ ? 1] show tips on an external window | window of the
) respective help guide is
modules shown
Acknowledge Proceed to next The timeline of | Pass
OK and allow the frame the project
application to proceeded to
continue next frame
. Back to previous | Go back to the Go back to the Pass
@‘] session where previous session previous session
‘ the user linked
from
Link to other Jump to other Other Malacca Pass
Malacca history | Malacca history history events
events events are shown
Click to proceed | Continue to resume | Resume the Pass
@[ﬁd};g@@@m{m> the application application
Indicate the Turn off the subtitle | Subtitle is Pass
subtitle is on and turned off
click to turn off
the subtitle
2z Indicate the Turn on the subtitle | Subtitle is Pass
subtitle is off turned on
and click to turn
on the subtitle
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- Link to Go to Interactive Interactive Map | Pass
@ ‘ Interactive Map | Map module module is shown
JACAN module
7 Link to photo Display photos of Photos of the Pass
@‘ gallery that particular selected
) selected attraction attraction is
shown
- Link to 360 Go to 360 panorama | 360 panorama Pass
@ panorama view | view of the view of the
particular selected selected
attraction attraction is
shown
Go to next page | Move to the next Next page Pass
in the virtual page
tour module
Go to previous Back to previous Previous page Pass
page page
Resume the Resume auto rotate | Auto rotate 360 | Pass
paused view and panoramas view
continue auto
rotate
Stop the auto Pause the auto rotate | Auto rotate is Pass
rotate of the 360 temporarily
panoramas view paused
Link to the Direct to the virtual | Virtual tour of Pass
virtual tour tour of the selected | the selected
module of the attraction attraction is
selected shown
attraction
Indicate the Turn on the The attraction Pass
[ '] current selection | attraction filter to symbols are
) is off and click show the attraction shown on the
to turn on the symbols on the map | map
attraction filter
Indicate the Turn off the The attractions Pass
[ ﬂ current selection | attraction and hide symbols are
) is on and click to | all the attraction hidden on the
turn off the symbols on the map | map
attraction filter
Indicate the Turn on the The restaurant Pass
[ ﬂ l] current selection | restaurant filter and | symbols are
) is off and click show all the shown on the
to turn on the restaurant symbols map
restaurant filter | on the map
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Indicate the Turn off the The restaurant Pass
[ T’ q current selection | restaurant filter and | symbols are
‘ is on and click to | hide all the hidden on the
turn off the restaurant symbols map
restaurant filter | on the map
Indicate the Turn on the hotel The hotel Pass
[ B q current selection | filter and show all symbols are
) is off and click the hotel symbols on | shown on the
to turn on the the map map
hotel filter
Indicate the Turn off the hotel The hotel Pass
[I’L". q current selection | filter and hide all the | symbols are
‘ is on and click to | hotel symbols on the | hidden on the
turn off the hotel | map map
filter
Indicate the Turn on the The shopping Pass
{ = q current selection | shopping mall filter | mall symbols
°t ) is off and click | and show all the are shown on
to turn on the shopping mall the map
shopping mall symbols on the map
filter
Indicate the Turn off the The shopping Pass
[@H current selection | shopping mall filter | mall symbols
o) is on and click to | and hide all the are hidden on
turn off the shopping mall the map
shopping mall symbols on the map
filter
Close the pop Turn off the pop out | Pop out box is Pass
[ 4 l] out box box turned off
|
Indicate the Display pop out box | Pop out box of Pass
heritage of the selected the particular
attractions on the | attraction attraction is
map and click to shown
display the pop
out box that
contains details
of the particular
attraction
Indicate the Display pop out box | Pop out box of Pass
restaurants on of the selected the particular
the map and restaurant restaurant is
click to display shown
the pop out box
that contains the
details of the
particular
restaurant
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Indicate the Display pop out box | Pop out box of Pass
hotels on the of the selected hotel | the particular
map and click to hotel is shown
display the pop
out box that
contains the
details of the
particular hotel
Indicate the Display pop out box | Pop out box of Pass
E shopping malls of the selected the particular
s s onthe map and | shopping mall shopping is
click to display shown
the pop out box
that contains the
details of the
particular
shopping mall
Link to the Direct to the virtual | Virtual tour of Pass
virtual tour tour of the selected | the selected
module of the attraction attraction is
selected shown
attraction
Display the Show the available Dropdown menu | Pass
[Generaf .4 H choices of choices is shown
attraction to be
selected
7 | Display the Show the available | Dropdown menu | Pass
St. Paul’s Hill ¥ || choices of choices is shown
attraction to be
selected
| Display the Show the available | Dropdown menu | Pass
Dutch Square ¥ || choices of choices is shown
attraction to be
selected
7 ) Display the Show the available | Dropdown menu | Pass
ChengHoonTenz W ||| choices of choices is shown
attraction to be
selected
1 Display the Show the available | Dropdown menu | Pass
Christ Church v J choices of choices is shown
attraction to be
selected
| Display the Show the available | Dropdown menu | Pass
[A' Famosa v ] choices of choices is shown
attraction to be
selected
Link to the Display the general | General view of | Pass
[ General H general view view of the map the map is
displayed
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‘ Link to Dutch Display the Dutch Dutch quare Pass
[ Dutch Square J Square view Square view of the view of the map
map is displayed
| Link to Cheng Display the Cheng Cheng Hoon Pass
[ Cheng Hoon Teng ] Hoon Teng view | Hoon Teng view of | Teng view of
the map the map is
displayed
‘ Link to Christ Display the Christ Christ Church Pass
Christ Church || Church view Church view of the | view of the map
map is displayed
‘ Link to A’ Display the A’ A’ Famosa view | Pass
A’ Famosa || Famosa view Famosa view of the | of the map is
map displayed
, | Link to St. Display the St. St. Paul’s Hill Pass
St. Paul's Hill || Paul’s Hill view | Paul’s Hill view of | view of the map
the map is displayed
Display whether | Indicate correct or Display the Pass
the answer of the | wrong answer result to the user
user is correct or
not in the Game-
Based Learning
modules
Go to next Go to next choices Next puzzle Pass
choices in the of puzzle selection is
puzzle selection shown
interface
Go to previous Go to previous Previous puzzle | Pass
choices in the choices of puzzle selection is
puzzle selection shown
interface
Display the Show original Puzzle is Pass
original image of | puzzle displayed
the puzzle
Table 7-1-T1: Unit testing table
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7-2 User Testing Analysis

SexX (25 respanses
ey
e N
Age 25 respamzes
i Below 15 years oid
@ 15 - 30 pears ol
Amous 30 years o
Highest Education Level (25 resnonses
- Fruas
. =P
FoummaTion
@ Digloma
) Cegrez
® oo

Figure 7-2-F1: Demographic profile

The user testing survey is distributed to 25 respondents. Out of the 25
respondents, majority are females (68%) and minority males (32%). Age group that
ranged from 18-30 years old has the highest percentage (44%) and most of them are
degree students (58%) from Universiti Tunku Abdul Rahman, followed by
respondents who aged below 18 years old that are from Pei Yuan High School in

Kampar.
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Main Menu
I very Poor M Fair MNeutral M Good M Very Satisfied
15
| “ j L IL
5
o
Colour Usage Intuitive and consistent design Clarity Navigability Aftractiveness Interactivity

Figure 7-2-F2: User testing result for Main Menu

Based on the survey conducted, most of the respondents are satisfied with the
main menu design where the respondents given the rate of “neutral” and above. Out
of all the aspects, the intuitive and consistent design has the highest rating. This may

due to the consistent design of the buttons and the consistent theme applied.

Module 1 - Interactive Timeline Module
B very Poor MM Fair Meutral WM Good M ery Satisfied

18
12

6

0

Colour Usage Intutive and consistent design Clarity Navigability Aftractivensss

18
12

6

0

Sufficient Information ‘Wellorganized Information  Understandable Information Interactivity Learnability

Figure 7-2-F3: User testing result for Module 1

Based on the Figure 7-2-F3, it shows that the module 1 has not much problem
as the overall ratings given by 25 respondents are mostly “good” and “very satisfied”.
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However, there is 1 respondent think that this module is lack of information. Overall,

this module receives mostly the good feedback from the respondents.

Module 2 - Virtual Tour Module
B very Poor M Fair Heutral [ Good [ Very Satizfied
15
10
C
0
Colour Usage Intuitive and consistent design Clarity Mavigability
15
10
0
Aftractiveness Sufficient Information ‘Well-organized Information  Understandable Infermation Interactivity

Figure 7-2-F4: User testing result for Module 2

Based on the Figure 7-2-F4, most of the respondents are satisfied with most of
the key factor for the design of module 2. However, there are 6 respondents think that
this module is insufficient of information. This is due to the lack of Malacca

attractions being included in this proposed project.

Module 3 - Interactive Map Module

- Wery Poor [ Fair Neutral [ Good M Very Satisfied

dbadaad

Colour Usage Intuitive and consistent design Clarity Navigability Aftractiveness Welkorganized Information Interactivity

Figure 7-2-F5: User testing result for Module 3
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Based on the Figure 7-2-F5, there are 4 respondents says that this module has
the navigability problem. 3 respondents think that this module is not attractive enough.
4 respondents think that the information is not well-organized. However, the overall
rating for this module still good. In short, there are minority of the respondents think

that the navigability, attractiveness and information organization could be improved.

Madule 4 - Game-Based Learning Medule

15 I Very Foor M Fair Meutral N Good [N Very Satisfied

Addaadd

Colour Usage Intuitive and consistent design Clarity Navigability Aftractiveness Interactivity Learnability

Figure 7-2-F6: User testing result for Module 4

Based on the Figure 7-2-F6, minority of the respondents think that this module
has the consistent design issue (4 respondents), clarity issue (3 respondents),
navigability and learnability issue (2 respondents each). This may due to the help
button is not shown in this module but embedded directly in the module itself, since
the other 3 modules has the help button in their interface.

Which module attracts you the most? (25 responses)

@ Wain Menu

@ Wodule 1 - Interactive Timeline
Module

WModule 2 - Virtual Tour Module
@ Module 3 - Interactive Map Module
@ Module 4 - Game-Bazed Learning

Figure 7-2-F7: Module preference
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Based on Figure 7-2-F7, most of the respondents liked the first module which
is the interactive timeline module. Virtual tour module ranked the second and

followed by game-based learning module.

Is the overall experience after using the kiosk application meets your
expectation?

(25 responses)

Figure 7-2-F8: Overall experience

Based on Figure 7-2-F8, 72% of the respondents think that this application
meets their expectation by giving the rate of 4 out of 5. 6 respondents rate with the
number of 5 for their experience in using the application. Lastly, 1 respondent rate it
with 3.

How much would you rate the kiosk application (25 responses)

10

0 (0%} 0 (0%}

Figure 7-2-F9: Application rating

Based on Figure 7-2-F9, 40% of respondents rate this kiosk application with
the rating of 4 and 32% of rating 5. However, there are 7 respondents (28%) rate with

3. This shows that most of the respondents are satisfied with the kiosk application.
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Do you think that using kiosk application to get information is better than
using traditional way?

(25 responses)

® ves
@ No

Figure 7-2-F10: Preference of using kiosk

Based on the Figure 7-2-F10, all respondents agreed that using multimedia

kiosk application to get information is a lot better than the traditional way.

Do you think that this kiosk application i1s good to be implemented in

Malacca?
(25 responses)

® ves
@ No

Figure 7-2-F11: Implementation of kiosk survey

Based on the Figure 7-2-F11, all respondents agreed that this multimedia kiosk

application to be implemented in Malacca city.
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Do you encounter any errors or bugs when using the kiosk application?

(25 responses)

2 (8%) 2 (8%)
(&%) 1 (4%) (8%) 1 (4%} 1 (4%}
o T
Font error Font not fo... No No bugs Repeated. .. no

Figure 7-2-F12: Error or bugs in the application

Based on the Figure 7-2-F12, it shows that majority of the respondents did not

find any errors or bugs when using the application. However, there are some

respondents found some error, which are the “font not found” error and the questions

in the game based learning modules are not randomized. All the errors and bugs found

will be solved before the final submission of the application.

Which part of the application attracted you the most? (24 responses)

4 (16%)
3 (12%)

2 (8%2 (8%) 2(8%)

3

1 (4%) 1(4%1 (4% (4% 1 (4%) 1 (4% (4% 1 (4% 1 (4%1 (4% 1 (4%)

0
module 1 Background music Module 1 Timeline

Figure 7-2-F13: Most attractive part of the application

Based on the Figure 7-2-F13, most of the respondents say that the design of

the module 1 which is the interactive timeline module attracted them the most. This

may due to the reason that the information conveyed in an interactive manner and

utilising the multimedia elements to get user attention.
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Any improvement to be made to the kiosk application in future? (25 responses)

Add more attractions

More places

hore places

no

More information in virtual tour module

Can add route planning feature

Add more modules

Can add more place of attractions. Overall quite good
hore challenging questions on quiz

Add more images to background of the main menu

Make it online based

Online

Figure 7-2-F14: Improvement of the application

Based on the survey conducted, there are some improvements that are
suggested to be made in future. Firstly, it is suggested that more heritage attractions
could be added into the application. Next, more questions could be added into the
game based learning module. Furthermore, route planning feature is also suggested by

respondents. Lastly, the application is suggested to be made in online-based.
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Chapter 8: Conclusion / Summary

8-1 Project Review, Discussions, Conclusion

In conclusion, the proposed project is a kiosk multimedia application that is
specially desgin for the heritage in Malacca city. Since Malacca is a place that full of
historical and cultural background in the past. Therefore, this project is able to convey

information to the tourist in order to let them understand Malacca in a better way.

With the help of this project, it ease the tourists by selecting which attractions
to go as all the information are already included in this project. The tourists, as the
users of the system able to know what are the attractions in a particular place and need
information in details about a particular place. Therefore, with the help of kiosk
application, the user’s appreciation and knowledge on certain places such as historical
sites can be improved. This solves the problem statement which states that there is

lack of information on the location of each heritage sites in Malacca.

Besides, it also allows tourists to understand the background of the Malacca
city through an interactive way. There will be a timeline where user can drag
according to the years to view the events happens on that particular year. It helps the
user to know Malacca in details as it is a state in Malaysia that rich of historical and
cultural background from previous Portuguese, Dutch and British rule. This solves the
problem statement which is the lack of detailed information and tedious way of

presenting the history.

Next, with the help of this project, the user is able to find know the popular
attractions in Malacca and how they should go by referring to the interactive map.
The interactive map provides the location information of the places and the brief
information about that place. This solves the problem statement which states that it is
inconvenient in getting all the historical information for each heritage sites._User may
also view the particular place via virtual tour in order to decide whether or not go to
that place. Furthermore, the game-based learning module is able to test the user
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understanding about the history of Malacca and attract more people to use this

application at the same time.

In short, this kiosk application that is able to display the history of all the
historical sites in Malacca, and provide the information of the particular place that
visitors need to know, as well as the guide to lead them heading to the desired

location.

8-2 Novelties and Contribution of the Project

The novelty of the proposed project is that it is the first multimedia kiosk
application that designed for Malacca city. Most of the projects found over the
internet do not consist of all the modules proposed in this project. By combining all
the features and modules, this becomes the novelty of this proposed project. One of
the unique features of this proposed project is the interactive timeline module. The
idea of this module is a kind of edutainment which is the combination of education
with entertainment. In this module, the history of Malacca city is expressed in the
form of animations, images and sounds. Instead of using the traditional way to
educate people with the history, it allows the user to understand the history of

Malacca in an interactive way.

The application is designed in such a way that the information is organized
that follows the Richard Mayer’s multimedia principle. The multimedia principle
states that people could learn better from words and pictures than from words alone.
Therefore, there is button for user to turn on the subtitle.

Besides, the learning is enhanced by providing the narrator, so that the user is
able to focus on the animation while listening to the narrator to present the content.
The modality principle states that people learn better from graphics and narrations

than from animation and on-screen text. Therefore, the subtitle is turned off by default.
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The reason that the subtitle feature is there to allow the special people such as people

that could not hear to be able to use the application.

The history events of the Malacca are divided into multiple points and
represented in the form of timeline. This allows the users to control their pave of
learning in which they may choose the particular period of time to know the particular
event happened in Malacca during that period of time. They may jump to any of the

period of time according to their preference, or otherwise follow the default settings.

In short, the application is designed in such a way that follow the multimedia
principle that discovered by Richard Mayer. This ensures the effective and efficient

learning of the users.

116
BIS (Hons) Business Information System

Faculty of Information and Communication Technology (Perak Campus), UTAR



Chapter 8: Conclusion / Summary

8-3 Future Work

Currently, this project is an offline-based application. In the future
development, it could be turned into online-based. With the online capability, the
information could be synchronized and updated from time to time. Besides, the on-
going events with its details that are going to be held in Malacca could be updated

easily.

Next, the route-planning feature could be added into the application as well.
With this feature, the system is able to analyze the attractions that the user chose and
suggest a route for the user with the route optimization algorithm. This could ease the
tourists to visit to the attractions from one attraction to the next attraction with the

least possible time.

Besides, webcam photo capture feature. By using the Augmented Reality (AR)
technology, tourists are able to take picture with the virtual view of the particular
attractions in front of the kiosk system using webcam. The pictures taken could be

sent to their mobile phone via internet connection. It permits interactivity as well.

Lastly, more games should be included in the future version of the application
as suggested by the respondents. This may help them to learn better and gain more fun

at the same time.
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APPENDIX A: Survey Form

Interactive Multimedia Kiosk Application for Malacca
Heritage

Dear Respondent,

Warmest greeting from Universiti Tunku Abdul Rahman (UTAR)

| am final year undergraduate students of Bachelor of Information System (Hons) Business Information
System, Universiti Tunku Abdul Rahman (UTAR). The purpose of this survey is to conduct a research
on interactivity, effectiveness and information sufficient level of Multimedia Kiosk Application for
Malacca Heritage. Please answer all statements based on the experence on using the kiosk
application. All responses are collected for academic research purpose and will be kept strictly
confidential.

Thank you for your paricipation.
Instructions:

1) There are TWO (2) sections in this questionnaire. Please answer ALL statements in ALL sections
2)  Participants are required to test on the provided kiosk application before answering questions.
3)  The contents of this questionnaire will be kept strictly confidential.

By proceeding to this survey, you agreed that you have been informed about the purpose of the study
and consent to participate in this survey.

* Required

Demographic Profile

In this section, we would like you to fill in some of your personal details. Please tick your answer and
your answers will be kept strictly confidential.

1. Sex ™
Mart only one oval.

Male

Female

2 Age”
Mart only one oval.

Below 18 years old
18 - 30 years old
Above 30 years old

A-1
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J. Highest Education Level *
Mart only one oval.

PMR

SPM
Foundation
Diploma

Degree

Other:

Module Testing

This section is seeking your opinion regarding the satisfaction level after using kiosk application.
Respondents are asked to indicate the extent to which they are satisfied or dissatisfied with each module
using 5-Point Likert scale [(1) = Poor; (2) = Fair; (3) = neutral; (4) = Good and (&) = very satisfied]
response framework. Please choose one number per line to indicate the extent to which you satisfied or

dissatisfied with the tested modules.

4. Main Menu *
Mart: only one oval per row:

Very Poor

Colour Usage

Intuitive and consistent design
Clarity

Navigability

Attractiveness

Interactivity

5. Module 1 - Interactive Timeline Module *
Mart: only one oval per row:

Very Poor

Colour Usage

Intuitive and consistent design
Clarity

Navigability

Attractiveness

Sufficient Information
Well-organized Information
Understandable Information
Interactivity

Learmnability

BIS (Hons) Business Information System

Good Very Satisfied

Good Very Satisfied

A-2

Faculty of Information and Communication Technology (Perak Campus), UTAR



6. Module 2 - Virtual Tour Module *
Mark only one oval per row:

Very Poor Fair Meutral Good Very Satisfied
Colour Usage ' o o o '
Intuitive and consistent design
Clarity

Mavigability

Attractiveness

Sufficient Information
Well-organized Information
Understandable Information
Interactivity

7. Module 3 - Interactive Map Module *
Mark only one oval per row:

Very Poor Fair Neutral Good Wery Satisfied
Colour Usage
Intuitive and consistent design
Clarity
Mavigability
Attractiveness
Well-organized Information
Interactivity

8. Module 4 - Game-Based Learning Module *
Mark only one oval per row:

Very Poor Fair MNeutral Good Very Satisfied
Colour Usage - ' ' ) '
Intuitive and consistent design
Clarity

Mavigability

Attractiveness

Interactivity

Learnability

Overall Feedback

This section is seeking your opinion regarding the feedback after using kiosk application.

9. Which module attracts you the most? *
Mark only one oval.

Main Menu

Maodule 1 - Interactive Timeline Module
Maodule 2 - Virtual Tour Module

Module 3 - Interactive Map Module

Module 4 - Game-Based Leamning
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10.

11.

12.

13.

14.

15.

16.

Is the overall experience after using the kiosk application meets your expectation? *
Mart only one oval.

Very Poor Very Satisfied

How much would you rate the kiosk application *
Mart only one oval.

Very Poor Very Good

Do you think that using kiosk application to get information is better than using traditional
way?
Mark only one oval.

Yes
Mo

Do you think that this kiosk application is good to be implemented in Malacca?

Mark only one oval.

Yes
Mo

Do you encounter any errors or bugs when
using the kiosk application? *

Which part of the application attracted you the
most?

Any improvement to be made to the kiosk application in future? *
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