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ABSTRACT

This proposed project is a kiosk multimedia application that is spediedign
for the heritage in Malacca city. With the advancement of the ICT, technology can be
combined with théourismto make the virtual tourism possiblgalacca is a place
thatrich of historical and cultural backgrouricbom previous Portuguese, Dutch and
British rule Therefore, this project designed to providmformation to the tourist in
order to let them understartde history ofMalacca in a better waylhe proposed
projectis able to help user by assisting theelecting which attractions to go ak
the information are already included in this project. The tourists, asst#rs of this
project areable to know what are the attractions in a particular place and need
information in details about a particular plaBesides, with the help of thigsgposed
project,t he wuser 6s appreciation and knowl edge
sites can be improved. Besidas, interactive timeline will be included in this project
that allows usersto understand the background of the Malacca city throagh
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 teyrieg to the interactive
map. Furthermore, the gameased learning module is able to test the user
undestanding about the history of Malacca and attract more people to @se thi
application at the same time. This project is developed by using ADDIE model which
is the methodology used in developingtructional multimedia project. In short, this
project is #dle to enhance the knowledge of the users on Malacca City in an

interactiveway.
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Chagter 1: Introduction

Chapter 1: Introduction

1-1 Motivation and Problem Statements

History helps us to understand the change fronp#st 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 sitelmalisplayed 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 thawvige 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 prdbm statements as stated below:

0) Lack of information a 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 brocharguiding

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)

(i) Inconvenient in getting all the historical information for each heritage sites

The amount of information in théorm 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)

(i)  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 Yushaiohari et al. 2010)

BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chagter 1: Introduction

1-2 Background I nformation

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 ostexamples is tourisnKiosk application

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

Kiosk applicationis the softwaralesignedo display information to the user.
Kiosk applicationis the tool thatvill be usedto referto get the information ofearby
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 toudsbattoa
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 traditionalway of visiting to the actual places of thadtraction is still
popular. Issues occurredvhen 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 ofkiosk application t he user 6s avedye anceartaint i o n
places such as historical sites can be improved by integrating the technology we have
nowadays.

Malacca isa state in Malaysia that rich of historical and cultural background

from previous Portuguese, Dutch and British rule. There aee dbheritage and

hi storical sites which are the attract.i

Famosa Fort, Christ Church, St . Paul 6s
other must visit places in Malacca such as Joigkeret 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 ngsvéda

important to preserve the history of the past of the particular pdad¢ke sake othe

2
BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR
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Chagter 1: Introduction

future generations able to know the meaningful history of a particular ahacget to

see the heritage in the futuré also allows the foreign visitorsto be able to
understand and know well about the history happened in that particular place
previously.

In short, n Malacca, a place with lots bkritage andistorical sites that full
with meaningful history, there is a needkibsk application However there is no
kiosk applicatiorthat describing each of thestorical sites and its history in Malacca.
Therefore kiosk applicatiorthat 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 todbsiredocation.

BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chagter 1: Introduction

1-3 Project Scope

In the end of this pregt, akiosk applicatiorthat contains the information of
all heritage andistorical sites in Malacca will be developeitihe kiosk application
that developed is able to help tpeopleto enhance their knowledge in history of
Malacca. Besides, it will also help the foreign visitors to know the history of Malacca
as well.Moreover, thiskiosk applicationis also able to convey the message to the

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

The proposed modules are as below:

(1) Interactivetimelinemodule
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 makmore interesting to visitor.

(i) Virtual tourmodule
Allow visitor to click on a particular site and view the particular place
with a virtual tourguide 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 placé.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.

(i) Interactive map module
Display the map location for eatleritage siteand other attractions in
Malaccaso that the visitor able tdick and view the map and its brief

details ofthat particular location that have been chosen.

BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chagter 1: Introduction

(iv) Gamebased learningnodule
Test the understanding of the visitor on the historical informadtiah
reward users to play game. To make the game mmoeeesting the
quiz is developed using scelbased.

1-4 Project Objectives
In order to solve the problem statements that mentioned earlier, the following project

objectives have been set:

0) To developakiosk applicatiorthat providesnteractive map to display the
location informationfor each of theheritagesites in MalaccaThis helps
the visitors to visit to a particular place at ease which will solve the

problem statement (i).

(i) To developa kiosk applicationt h at contains al/l t
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).

(i)  To develop &iosk applicatiorthat display the historical information in an
interactive manneby 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

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chagter 1: Introduction

1-5 Impact, Significance and Contribution

The proposed project is kiosk applicationthat 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 interackiosk applicatiornthat is designed for
Malacca yet. Therefore, at the end of this project, there wilintezactive kiosk
applicationfor Malacca This kiosk applicationwill help tourists to look out all the
historical sites and heritage attracticarsd gain knowledge at the same time when
they visit to Malacca.

Firstly, with the proposed project, the userbgeao savdime. The interactive
kiosk applicationis able togive information about théistorical sites and heritage
attractions. The user is able to select the attractions thatrng@ato go and thenhe
kiosk applicationwill display information This helps user to save time on thinking
where to go first among all the attractions.

Next, the user isable to know the history of Malacca in an interactive way
Thekiosk applicatioris 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. Instedahekiosk applicatiorwill present the history in a story
telling mamer. 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 thisgosk applicationthe user is db to know
the importance of protecting the heritage of Malacca and learn how to appreciate
through game. With this, it enables to
history and at the same time helpem to the importance of preserving the dngt

and heritage.

BIS (Hons)Business Information System
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Chagter 1: Introduction

1-6 Highlight of Achievement

The first achievement of this proposed is the Interactive Timeline Module.
This module allows ussrto 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 byutilizing the mutimedia elements intthe application It requires
uses to interact with the application in order to view more of the content. alluia/s
usesto control the speed of the learning by their own.

Next, the second module which is the Virtual Tour Moduleved the users to
view a particular Malaccabs attraction at
is that they often hardly could find the information or historical details of that
particular attraction during their visit. By having this modules tfetails 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.

Furthermorethe 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 theyvould 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 lasachievement 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 amdlay a puzzle game as a reward if they are able to get

50 marks or above.
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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, psojguts,
motivations,and objectives. This chapter will discuss the reason of developing this

project and what will be solved after developing this project.

In chapter 2the previous similar works that used to solve the problems will be
searched andnalysed The similarprojects will be researched and benchmariced
find the strengths and weaknesses of each project found. By compare and contrast the
different projectsthe features of the projects benchmarked thaappeopriatewill
be implementednto the proposed projectn chapter3, 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 chapte

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.chapter 5, the development process of the
project will be discussed in details with the support of the sshegs. The complete
development process will be discussed in stagstage from preauthoring to

authaing to postauthoring.

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 chapter7, this chapter willdiscuss about the whole testipgpbcess of the
completed application for the proposed projeldte unit verification test W be

included in this chapter.

Lastly, in chapter8 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 teatbedded n NASAG6s websi t
flash is used tshow the 50 years development of NASA from 1950s to 2000s. It
shows the changes of the company building and the technologyiroeent presents
the information in an interactive way which the user is able to click tlitem 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 thesers clickany of it, the detailed information wibe

poppedout for user to read as shown inurg2-1-1-1-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
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: Detailedinformation
The detailedinformation explainsthe particular thing that is clicked by the

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

Strength
Presentistory d NASA in aninteractive 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 amobile 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 showd 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 exampleeu may click on the play button on the volcano as

shown in figure 21-1-2-F3 and a volcanic explosion will occurs.

600,000 years ago 400,000 years ago E000 years acjo 8000 Years ago
unting-gathering

Figure 2-1-1-2-F3: Explanation of the elements
When the usarclick on the magnifying glass, the detailed information will be
displayed to user. The user melick on the music buttorthe animated person will

start speaking to explain tiformationto user.

Strength
Narration is available sosers daonot need to read lengthy text. However, sesttll

available in case if thesers wanto read bythenselves

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 Bond@8J.S. Savings Bonds go digital, 2002)

U.S. SAVINGS BoONDS

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

The figure above showedanother way of displaying the timeline for the
history of U.S Savings Bonds on a websitkis website displaythe history timeline
by using the images andhe text. When the usemouse over the image of the
respectiveyear, the image will be highlighted as an indicator.

COLD WAR ERA

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

When the userslick on the image, it will direct the user to the specific page in
which all theinformationregarding that particular year will be shown. The elements

used to display theformationare images and texts.

Strength
It is ample andelegantview of the interactive timeline.

Weakness
No narration is provided.
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2-1-2 Virtual Tour Guide Module

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

Skip Animation &= Back Outside

19508 i 19605

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

The picture shown above is obtained from the flasbsentation that is
obtained from NASAOs website as wel . T h
things to the user. This virtual robot is in 3D and will wait® hand when it is talking.
This helps to grab user attention as it is not a static irnaggan animated robot. The
user may choose to skip the speech from the robot by clicking the skip animation
button on the bottoreft.

Strength
It is able to skipanimation. 3D robot that perfoshand gestures during speaking.

Weakness
There is nosubtitle 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 boignside to
assist userUsers areable to view the college in different methods such as photos,

videos, or 80 degree panoramas.

Strength
Severalof options are available to do virtual toliris able to skipvirtual tour guide.

Text of the narratioms availablef user could not understand the speech.

Weakness

There is ©0 much information being displayed 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
araund the room by controlling theuttons or using mouse to drag to view the room
in various anglesThefloor planis linked with each room so that when teers click

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

Strength
It is ample and easyo 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
R VAL — COUQOENHEM =
vETECRITES. HALL Oy vERaLS
() A =
5 m MORGAN MENORA!
IS wauworcews
. - —  wEsToN
SPTZER COLUMBUS | B camieian
“psor HAUFMANS AVENUE
() THEATER MR AN —
o= fs
3 —oana
EDUCATION
—vLinpER
THEATER
carE on
| —_—
i IMAX CORRIDCR
UM LECTURE = ]
cRAND —_— —
GALLERY scHooL = =
PARKING
NORTHINEST COAST INDIANS. LEFRAX GRCLm GARAGE
ear (3) o= = CHECKAM
oLy — = THEATES
= SMALI () MAS
(& (2
ade STARLIGHT
= N AFS
wnRBURS < NORTH AMER!
MELSTEN HALL TiscH
HALEDF OCEAN LIFE PANMALS =
NEW YORK A { o ¥ aRAND
STATE .m mj FOVER
ENVIREIN E T, A b — Rose MmN TR
N T™E | GasLERY (=) ic -
= (R MUSEUM e PAL A ENTRAKCE
im IR SOACE SHan!
b eqARDING. | S5
CENTER FOR
EARTH AND
SPACE
HORT ) () —~
=) HoresTs M;;:;.vm ““"W“ COTTE =N HALL
. e OF PLANET EARTH
[
= <t

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

particularsymbol. When the usgclick on the symbol, the details of the particular

place will be shown.
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C\“ Lower Level [JEEGESS  2nd Fioor 3rd Floor 4th Floor

~
i)
' .
1 u‘ BIODIVERSITY (,Q L
ISy o0 an.f;.—]
1

Figure 2-1-3-1-F2: Details of interactive map
The figure above shows the description of the particular locatitbna picture

when the useclicked on garticular symbol.

Strength
It is dmple 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.)

0 0 O —
BACK TU SITE - . x HICHUGH'S SQGYC tor an anim
DO HABITATS ANIHALS
{

TUNES

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 dfsit has
own information The user is able to filter out thkings that showing on the map.

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

Highlights

BAC ,<y_(~, STIE % owing no Filters Dwarf Mongoose n
o THINGS T0 00 [EEEETEESIAR ANINALS —
. B 2 " . ,
(
) )

Restaurants

Refreshment Kiosks
Coffee House
Boat Trip

SUNKEN Q Monorail Stations

CARDEN

E
3 <8 4 poTt L gEnse
4 % ; \ " | © -
EALN OF THE \ s 4
» G Q AN ; G
F2 O z -
= N ¢ - We e
rmuwml/ o @ {‘ |5 it O:;g DIAMOND
MBI "\ g /% ‘e . : 2 TBILEE e ra

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

on the category that they wishdee, otherwise it would not be shown on the map.
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Blue Morphos

Colombian Spider Mankey

Dusart Mongosse

DIAMOND
TUBILEE o~ =8

oI o Ovpy iz

Figure 2-1-3-2-F3: Search bar
This website providea 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

informationthat they wanted.

¢ G e 0
BACK TO SITE
THINGS 10 DO ABITA ANIMALS

ARK LAWN

CHILDREN'S
FUN AZK

Dwarf Mongoose

EXPLORE MORE HERE

BN L7100 A\

Figure 2-1-3-2-F4: Interactiveinformation
When user click on icon displayed on the interactive rttagre will be a box

prompting out where user may click explore more to view its deteafedmation

Strength
Filters areavailable. Search bar is available to ease the seardhisgeble to zoom

map.

Weakness

No background music.

20
BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chapter2: Literature Review

2-1-3-3 Virginia Interactive Zoo Map (Virginia Zoo, n.d.)

FAST FIND SUPPORT

[ B o=—0 | woror [wrven | comer | @]

“ SHARE MY ITINERARY DIRECTIONS [ Virginia zoo in Nortoik map | [ Vicinity map r Cow WA?

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

The figure above shown above is the interactive map useédrgmia zoo
website. It allows user to zoom in and out the map, also filtering feature is available to
allow user to getnformation more precise. Besides, the user is able to click on the
cardiral directions which arevest, north, souttand easto view different part of the

map.

FAST FIND

MAP KEY NAVIGATOR m CONTACT .

Mandrill Habitat

10am.-Spm,

Description:

These largo monkeys e in Aftcan rainforests wihitle ground cove: i the
ild, tt sists of or le Th

mina femal
troo 1 lvwhmmrougmh e fore
they come across, which often ncha des

]
=
]
o
o
=)
c
S
>
©
X
o
©
2
=
<

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

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

CONTROLS SUPPORT

ZOOM
e_._o NAVIGATOR MAPVIEW | CONTACT
2 S 817 TN
T
R P TN RF
. =
e feodt ‘ ~ A
i€

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 multi@#ractionsand add them into an itenary and

then refer to it on the way visiting the zoo.

Strength
Road planning feature is available. Filters are availdibie 2ble to zoommap.

Weakness

It is too complex to use. Takes long time to load and easily not responding.
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2-1-4 GameBased LearningModule

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

Instructions

Tic-Tac

Figure 2-1-4-1-F1: Tic-TacGo gaming interface

The figureabove showethe main gaming interface of the Ti@acGo 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 tH®®es. When the ussrclick on any

boxes, a question will be displayed as shown in figuted2l-F2.

Instructions

EE%@'EE@

Figure 2-1-4-1-F2: Tic-TacGo question

oooooooooo 5800005000080

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

Mansa Musa

Kublai Khan

.
.
.
.
.
.
.
.
.
.
.
]
.
.
.
.
.
.
.
---------- I LN

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

clicked wil!/ be marked with the userods r e
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Instructions

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

The figue above showedvh er e t he sy mbol 60X6 is mar
the player chose to attempt. This game ends when any gflaierssuccessfully
mark their symbol in a line with 3 of their respective symbols. Game ends with draw

otherwise

Strength
Instruction is availablelt has @mpetitive game that involves 2 peopkeveral

guestionsare 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)
& - @ @ b @ Instructions

Leaders wm@}'m'nﬂ'm Culture
B 0 - ﬁ,\ el '

G

100 100 100 100

150 150 150 150 &~

A

Sl
~—
200 200 200 200 <F ‘

250 250 250 250 2
300 300 300 300
Tum off music

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

The figure above showedhe main interfaceof the game. This game is
designed in a way that the user is able to click on the boxes that marked with
respectivescores to answer the question. The questions are sorsed ba 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?

.

N
~ 1
~—
( a time of peace when Romans followed the rule
of law
AYER1 |
( 0

O the postal system Augustus @

Caesar started
(_Check

O a pact between Rome and Gaul @

Turn 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. usd®

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
?.r.\ b
~—

P
@ a pact between Rome and Gaul @
a time of peace when Romans followed the rule
of law
/7 the postal system Augustus
Caesar started -
( Check )
You lose 200 points. ®

—

@ Turn off music Time 1

[CraverT
| -200

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

If the uses areable to answer correctly, the user will get 200 points, or
otherwise, it woulddeduct from the total score. At the end of the game, the user may

check how many scores he or she obtained.

Strength
It has @mpetitive gamesUseris able to choose avatar. Reveal real answer after

chosen if the user chose the wrong one.

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

Heoop Shbcﬂ

Maln menu

Player options

Name: |
r .
f Skill level: Rookie v
T~ |

@ o RS E Kit colour: J! m
' i Shoe colour: - v

Figure 2-1-4-3-F1: HoopShoot prggame

This game enables user to customize the characteristic of the player before the
game starts. After theses had doneustomize 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

27
BIS (Hons)Business Information System

Faculty of Information and Communication Technol¢Bgrak Campus)JTAR



Chapter2: Literature Review

The user is given 10 attempts. The user is required to answer the question
correctly in order to get a chance to shoot the basketbtide questioranswered

wrongly, it will waste an attempt.

Click to aim your shot.

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

When the useranswer 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 usauccessfully shoot the basketball
into the basketball hoop. Otherwise, the user is unable to get points even though the

guestion is answered correctly

Strength
It allows aistomizable 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.

29
BIS (Hons)Business Information System

Faculty of Information and Communication TechnoldBgrak CampusUTAR



Chapter2: Literature Review

2-2 Highlight and Comparison of PreviousWorks

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 oVirtual Tour Module
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2-2-3 Interactive Map Module

Project | American Chester Virginia Proposed
Museum of Z00 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 GameBasedLearning Module

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

Table 2-2-4: Comparison of GamBased Learningylodule
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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, gatherimormation, organizingideas, finding

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

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

personal experience during the visit in Malacca.

Next, in order todevelop the multimedia applicaticthat 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 haveuukea,

summarizednd included in thisocument.

Organizing ideas come into next step after gathered all the information needed
in developing this applicationThe contents of the application should be organized.
The ideas of building the application such as lhenber ofmodules includedthe
scratch design of the modules, and also how the modules link from one place to
another placeThus, theblueprintcould be doneso that the author of the application

could refer back to ifirom time to time.

After that,the materials such as videasiages, texts, animations, and sounds
should be get ready before proceeding to the next stage. All these could be done by
obtainingfrom the internet or creating, editing the existing ones usaityvarelike
Adobe Photoshop, Adobe lllustrator and ddeddes, the button that used in the
application could be designed using Mirosoft Power Point as well. It is a simple
to useyet could produce elegant iconghe elements that found must matcketh
the theme of applicatioas itwould be integrated as whole at the en®nline 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 backgroumlcare obtained from

Youtube that are also matching the theme of the apiolicat

Next, in the developing stage, all the multimedia elements that have been
prepared should barganizedn 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 Diator
designed modules by moduléhen, the evaluation should be carried dwam time

to time in order to identify any design flawsigprovementshat could be made.

Lastly, when the project is done, it is then released for tegtingpsesand the
feedbacks are gathered and listed dawrthe documents. These informatiane

analyseds they areiseful forthefuture improvement.
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3-2 System Flow Diagram

Introduction of Malacca
Module 1 City

AOFam
Fort

Christ

Church
Dutch
Sauare
St . P
Hill
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P Dutch

Sauare
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9

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

T1 Button to display the 4 modules options
M1 Link to module Iwhich is the interactive

timeline module

M2 Link to module 2 which is virtual tour modu

M3 Link to module 3 which is the interactive mg
module

M4 Link to module 4 which is the ganimsed

learning module

Table 3-3-1-T1: Description of main menmterface
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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

S1 Jump to Al ntroduct:i
S2 Jump to ASultanate
S3 Jump t o fAMlonizatiomy ue s e
S4 Jump to ADutch Col o
S5 Jump to ABritish Co
S6 Jump t o Codgagxa nese
S7 Jump to AMal aysia |
S8 Jumpton Concl usi ono

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 maimenu
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 module360 panorama interface

Label Description

Bl Back button to virtual tour module main
interface

M1 Module 2 title

S1 360 degree panorama

Z1 Left button

z2 Pausebutton

Z3 Resumebutton

Z4 Right button

K1 Button to switch sound on or off

Table 3-3-3-T2: Description ofvirtual tour module 360 panorama interface
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Figure 3-3-3-F3: Virtual tour module photo gallery interface

Label Description

Bl Back button tovirtual 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 subterface

Label Description

Bl Back tomain menu

M1 Module 3 title

Sl Description of the errentselected 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 moddabinterface
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3-3-5 Storyboard for Game-Based Learning Module

Figure 3-3-5-F1: Gamebased learning modutpuiz interface

Label Description

Bl 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 gaméased learning modubpiiz interface
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Figure 3-3-5-F2: Game selection interface

Label Description

Bl Backto 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 Backto main menu

M1 Title of the game

S1 Gaming area

Z1 Button to reveal the origin@luzzle
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

Analysis

A systematic exploration

of the way things are and
the way things should be
the difference is the

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 modédlis an approach that used to create
instructional coursenaterials It is suitable to use in developing this project because
the ultimate goal of this project to delivieformationto user effectiviy.

The first phase is analysis. In this analysis ph#se,problem statements,
goals and olgctives of the project is identifiedNext, the benchmarking of each
module is done to identify their strengths and weaknesses. The ganttishart
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 plilaseselections of
multimedia elements ametermined for each of the moduso that thenformation
could be delivered to the users effectively. Besides, storyboards are designed so that
the idea of basic user interface could be identififte contents of the project are
organised carefully so that the final outcome ofghgect 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 pklhseultimedia
elements are prepared and created to make up modules. Bdalesnare developed
with the functionalities that have been identified earlier. After that, all modules are

integrated as a whole.

In Implementation phasehe materials created in the previopkase are
introduced and delived to targetaudience. Thdarget 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 ezfctihe phase to ensure that it
meets the project goaldVhile summative evaluation is done at the end of the
production of the project in order to gather feedbacks from the audiences. The
feedbacks arthen gathered and then used to finee 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 interactivitthém to
become an interactive multimedia project. It includes a scripting language named
Lingo that able to perform advanced operations wiiahnotbe obtained by using

pre-built functions. It als@llowsauthor to make advance animation.

4-1-2-2 Adobe Photoshop

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

develop the multimediapplication

4-1-2-3 Adobe lllustrator

Al

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

develop the multimediapplication
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4-1-2-4 Online Text-to-Speech Converter

Textto-Speechis an online texto-speechapplication that allows to convert

text to audiowvhich can be used as narration in the application.

4-1-2-5 Online MP3 Cutter

Audio Cutter

OnlineMP3 Cultter is an online audio editor that used to perform aediiking
such as trimming, fadm, fadeout effects and etc.

4-1-2-6 AdobePremiere Pro

Adobe PremierePro is a timelinebased 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 thapplication. Due to its capability to save as PNG format.
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4-1-3 SystemPerformance 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 theistory inaninteractive 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 applicatiomithout any doubts. There will be a help button to assist
the user. User is able to clich it and view what and how the application works. A
user friendly interfacés 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 tbeloursin this application should be
taken into consideration so that it is comfortable to the user and not distracting user
from gettingtheinformation

Furthermore, the@pplication is also expected to bdeatw respad fast to the
user without any delays. This is important as it ratigctthe progress of the learning.

For example, if delays happen quite often in an application, the user is easily to get

frustrated and ndikely going to continue use it.
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4-2 Implementation Issues and Challenges

Thefirst challengeof implementing this project is the user interface design of
the project. User interface design is very important as it affegtthe effectiveness
of delivering theinformationto the end user. lis a challenge of this project as it
requiresmaintainingthe balance between themount ofinformationand thelimited
space of the interfacé.is a challenge sthat only optimum amount of information is
fit into a single interface to avoithformation 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, thechoices of multimedia elements akso one of thehallengs The
multimedia application need tontainthe correct choices of multimedia elements.
The elements that used poesenparticularinformation should not be redundant as it
may not help the user but will distract the user instead. According to nyodalit
principle, animation combined better wittarrationthan ontext screen as the user

may not visually focus on two things simultaneously.

Furthermore, the proposed projéstan offline project. Therefore, there are
some of the featuresannotbe done sut asGooglemap tracking. This makes the
development of the interactive map difficult azahnotdo 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

Task Name Duaion | Stat  Finh
(Ii &% |
= Analysis 6 | 123116 | OUOGITT . Analss
Identify background information, objectives 1d {12316 | 123116 \?&ﬂtwbﬂﬂkﬂrwﬂd iformafon, chities
Identify problem statements [ 0umAT | oo éd&ﬂtﬁwmb‘&mstﬂtmms
Find benchmarking modue o [ 010217 | OHI06/1T iFiﬂdeﬂﬂhmﬂrkiﬂngdHl&
=/ Design Tid | 0U07AT | 04N51T _M
Develop gantt chat W\ 0onT | otoar iDev&lopﬂﬂﬂﬁﬂhaﬁ
Design system flow char 11 01107 | o1nar7 EDESEHWMBNWBH&H
Design storybeard 3| 0AT | 03T iDeskJnstowboard
Stbmission of report 010137 | 01317 ‘Submissiﬂﬂofrepoﬂ
Decide and find mufimedia elements 10d | 0147 | 0112617 Decie and fnd muimecia eements
= Development | 00T | 0327 — Devekoment
Develop first module 10 | 0127 | 020917 Develo frs modue
Develop second module 103 | 0210A7 | 02237 Develop secand moduls
Develop third module 10d | 022417 | 030917 Deyelop tird modle
Develop forth module 104 03107 | 032317 Oevelopforth modile
Infegrate modules | 032417 | 032y Itegrate modus

Figure 4-3-F1: Gantt Chart part 1
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Qf W Q3 o Qf Q

fsklane Duon St FOS1 1 Apr May Jun| Jul' Aug Sep| Qct Nov| Dec | Jan FehiMar Aor May|Jun Jul
faa

= Implementation 6| 03287 |OMourtT . Inpmentton
Deliver or tesfing 4d | 03287 | 03317 Delier for g
Receives feedback fd | 040117 | D417 Recefes feedhatk
Analyze feedback 2 | 0407 | Doy Al fechack
Refine fd | 0404/17 | DadnT Refne

- Evduein WM |t | e
Deliver to audience A | 040517 | D4nreT Delver o uence
Receive feedback fd | 04ANAT | D417 Receie feedbak
Stmmative evaluation W 0A2AT | 3T Summatve evalusion
Refine fd | 04417 | D447 Refie
Submission of FYP2 0| 04T | DT ) Sutmissn ofFYP2

Figure 4-3-F2: Gantt Chart part 2
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Chapter 5: Multimedia DevelopmentProcess

5-1 Pre-Authoring Process

5-1-1 Text

The text is the most basic element but the most important element of
multimedia element. Theght usage othe text allows the users of the application to
read the content at ease. If tiext design used in the application is not appropriate,
the users mighget abad experience in using the application and most likely will stop
using the application. Therefore, the choices of the font typ&surs sizes are

important.

There are two types of fontggs which are serif and sans serif. Sefafst
have the little strokes at the ends while sans serif font does nibiis lapplication,
both serif fonts and sans serif foritave been usedrhe serif fonts are used in
designing thecaption title, tooltips and etcThe reason is becausé its simplicity
andit has a sharp, clean appearance which makes it suitable for headtmes/er,
the usage of serif fonts in the applicationtie subtitle and thé&engthy description
content . Serif fonts with the omalnedfes hel

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 agcturein the format of PNGPortable Network Graphits

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

Figure 51-1-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 ctyoel, and
size, the nexstep is save the text as PNG format to be used in authoring process later

on. The process is shown in Figurel8l-F2 and Figure 8-1-F3 in the next page.
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Figure 5-1-1-F2: Save as picture options
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Figure 5-1-1-F3: Save as type of PNG format
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5-1-2 Graphic

The graphics that have been used in designing this application are both vector
and raster (bitmap)mages The vectorimages arecreated and edited using Adobe
lllustrator and Microsoft Power Pointwvhile the raster images aresing Adobe
Photoshop.

The vector image is formed by drawing lines, curves with the mathematical
formulas. Due to this,it is capable toscale up with its quality retained. This
synchronizeshe button with different sizes but with the same designjaiadity. 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 tharetter images.

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

vector and raster images.

PS File Edit Image Layer Type Select Fitr 3D View Window Hel
/A + SawpleSte: [PantGample

Merdeka-Malaya-1957-at-Merdeka-Stadius

=5
2

0 i

Adjustments
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BuwERV
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dEEXE

Paths

Lock
o Bl ve:

» 4 Y > /
b gl

f,
.‘.'(
5}"
o/‘
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4
o,
[}
N
s,
T,
I,
)
¥,

Doc: 196M/1.96M >
e Timeline

oomact
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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 lllustrator
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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 vaiagationto 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 # application. Thesource of the background music abtained
from Youtube. It is then edited via online sound software named Online MP3
(MPEG-3) Cutter by manipulating the fadie, fadeout, and convert the sound format
to MP3.

Next, the sound effects ar@so used for indicatingan action hasheen
performed. For exantg, when the users mouse owerclick 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 clickingo 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 foafime text-to-speech

software.Below are the screenshots of the malohthe sound elements.
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Free online Text To Speech (TTS) service with natural so

Convert any English text into MP3 audio file and play it on your PC or iPod.

Convert text to speech

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

Simply copy and paste your text in the box below

IMalacca is one of the heritage site in Malaysia.|

49952 characters remaining
Select language: | US English v Select voice: | Alice >

Select speed: | medium *

Create Audio File

Figure 5-1-3-F1: Online textto-speech converter
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S “u
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Instrumental Presentation happy m
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<4< |l » o 001/226
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Figure 5-1-3-F2: Background music obtained from Youtube
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m Audio Cutter PDF Tools [NEW

Audio Cutter Ad closed by Google
Stop seeing this ad [EURNIEEEG O]

Fade in CI) (OB Fade out

| iy
Q) ot - - -

4.mp3 . .
li Control with keyboard I
— Play/Pause — Control markers

II :I iPhone ringtone | More 5 “

@ Online Audio Cutter @ Cut songs online {f53 CreateiPhone ringtones
Audio Cutter is an online app that can be used to cut With our app, you don't need to install audio editing f Just one click and the app m i REEOAETOFyoui—
audio tracks right in your browser. Fast and stable, with software on your computer. You can cut an audia track iPhane, saving the output fil \") Add to Chrome

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 araypes of
animations used in developing this application which arebasédanimation and
path-basedanimation The celbased animation is used in developing the background
of the main menu interface. It is created by using Adobe Photoshop. Thesvaral
images arranged in a sequence with each in a new layer, and then export it into GIF
(Graphics Interchange Format) form&bme of he process of creating the dxsed
animation is shown in Figure 54-F1, Figure 51-4-F2, and Figure 8-4-F3.

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

Fles of typo A Fomnata -] [ Cancel

Figure 5-1-4-F2: Creating cebased animation using Adobe Photoshop part Il
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Figure 5-1-4-F3: Creating cebased animation using Adobe Photoshop part Ili

The pathbased animation is created on the Macromedia Director MX 2004
during the authoring procesk this application, the pattased animations are used
in interactivetimeline module which are the animatgups that shown in Figure B
5-F4.
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4
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Figure 5-1-4-F4: Pathbased 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 figureabove showethe basic interface of the Macromedia Direcidre
first step in authoring process is to immpdhe needed media elements of that

particular module into the authoring tool which is Macromedia Director MX 2004 as
shown in Figuré-2-1-F2 and Figures-2-1-F3.
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File Edit e Insert [ = i Control Hrtras W ol oo Help
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Recent PMowies L
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Figure 5-2-1-F2 Click import button
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Figure 5-2-1-F3: Choose the media elements to be imported

After importing all the related media elements, they will be

cast internahssh

b«

¥ CastIntemal

own in Figureb-2-1-F4.

shown up in the

:_'j E4» |E‘ hanner
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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, dragcstmember from the
cast internal to the score as shown in FiguBe2-F1.
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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 tiséoryboards that havbeen

designed previously.
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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 apglication It could be done
by dragging théuilt-in interactive featureBom the library palettento the spriteor
writing lingo script intothes pr i t eds b e havi omethod,therse are f . Fo
lots of builtin behaviourin 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 Chamgjetc. Figur®-2-
3-F1 shows the ways to add interactivity usingihnRo | | over Mebult-er Ch a

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

The Figureb-2-3-F3 shows theffects of adding the Rollover Member Change

function onto the sprite.
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Figure 5-2-3-F3: Effect of Rollover Member Chaeg
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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 interadipvinto it. After that, in the property
i nspector area, go to the Dbehaviour tab,
ANew Behaviour®23Ff)efer to Figure

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

Next, click on the button shown in FiguBe2-3-F5 to open up the script
window. After that, type the lingo script that you would like the sprite to perform. The

example otoggle the sprite visibility is shown Figure5-2-3-F6 .
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