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ABSTRAK

Tesis projek ‘FTMK(Fakulti Teknologi Maklumat dan Komunikasi) and
Virtual Tour” adalah disediakan untuk Projek Sarjana Muda 2 (PSM 2). la
mengandungi kombinasi keseluruhan aktiviti, kajian dan progress projek yang
digabungkan dalam satu laporan akhir. Tesis ini meliputi pengenalan projek, kajian
literatur, perancangan dan metodologi projek, kajian analisa, rekebentuk,
perlaksanaan, pengujian serta kesimpulan bagi keseluruhan projek. Pelajar telah
membuat kajian mengenai virtual reality (VR) bagi tujuan projek ini. Kajian adalah
berkaitan dengan keperluan yang diperlukan serta kajian terhadap contoh-contoh
project yang sudah sedia ada bagi tujuan rujukan pelajar dalam membangunkan
projek ini. Skop bagi projek ini adalah lebih tertumpu kepada plan bangunan FTMK.
Metodologi yang digunakan adalah seperti waterfall model dan Multimedia Design
Methodology. Sepanjang pembangunan projek yang dilakukan, pelajar telah
memperolehi pelbagai pengalaman dan pengetahuan daripadanya. Sebagai
kesimpulan, tesis ini akan memaparkan keseluruhan kajian dan pembangunan yang
telah dilaksanakan oleh pelajar sepanjang PSM 2.
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CHAPTERI

IN1 RODUCTIQN

1.1 I;reamble

Project thaf was built by the developer is “FTMK Virtual Tour’. This project
is about the FTMK faculty itself and will contain a 3D building plan and also Virtual
Tour. The project is built for PSM (Projek Sarjana Muda). The project is in hope of
creating a 3D environment for FTMK and in the same time providing information
about the building for a new user (such as student, staff and visitor). ‘Fakulti
Teknologi Maklumat dan Komunikasi’ (FTMK) at KUTKM is offering an excellent
hands-on oriented education programs in Information and Communication
Technology (ICT). The main goal of FTMK is t0 produce competent and
industrially relevant ICT professionals with not only adequate theoretical knowledge
and foundation but also more importantly the skills and the ability to practice. The
faculty, in line with its vision to be one of the world’s leading centre of excellence in
" ICT, is also offering opportunities for application-oriented and industrially research

and development.

KUTKM is a new university, and as for this many promotion have been done.
One promotion that have not been yet explore is to create a 3D or virtual tour to
promote the FTMK faculty. By using this project, the promotion will increase the

understanding level of the new user.



As for this project, the developer will use the Waterfall Methodology. This
methodology consists of four main phases such as Problems Analysis Phase, Design
Phase, Implementation Phase, and lastly the Testing Phases toward the completion of

the project.

1.2 Problem: Statement

This project was built for KUTKM in hope of promoting the university itself
by creating a Virtual Tour. FTMK was chose as the starting point for the developer
to achieve the goal of developing this project. By focusing on FTMK the scbpe for
this project has been minimize. This have gave the developer the opportunity to

develop the project and in the same make a research on virtual reality application.

The problem statement for this project is defined by looking at the used of
virtual reality in KUTKM. There is still no product involving virtual reality that was
used for commercial purpose in KUTKM. Virtual reality needed of a specific
requirement for navigating through its environment. The virtual reality devise are not
yet been used in KUTKM but non-immersive devise such as keyboard and mouse

can still be used for this project.

It is hoped that one day that KUTKM will also has it own virtual reality
campus environment. A lot of research must be done to insure the best result in
creating a complete VR but in the end, the research might come handy, as the
KUTKM will realize that it also can be used as a commercial value to promote the

university.



1.3 Project Objectives

The objectives of FTMK Virtual Tour are listed as below.

e FTMK Virtual Tour is build as one step of given an interactive
information package in introducing FTMK by using the electronic media
way.

e FTMK Virtual Tour is build as a target of creating a 3D and Virtual Tour
for the FTMK building plan in hoping to give guide for the new user.

e FTMK Virtual Tour is provided an interactive interaction using
multimedia as a supplementary tool for the purpose of user-friendly
faciliti:as.

e FTMK Virtual Tour is in hope of exposing the user to the real
environment of FTMK building.

1.4 Project Scope

The scope for this project focuses on FTMK department building plan. It can
be used by the KUTKM (Kolej Universiti Teknikal Kebangsaan Malaysia) staff,
developers and also for a new visitor. It contained information that is needed by the
user to get to know FTMK building in interactive way. The project main focused 1s
to build 3D environment for FTMK and in the same try to implement the VRML
(Virtual Reality Modeling Language) in order to create virtual tour for the FTMK.
Researches are based on how to use Adobe Atmosphere as a platform to build a

walk-through environment.

The project scope for this project is based on two main floor of FTMK
building such as the ground floor and lastly the first floor of the building. Although

the scope is not too big, the task of creating the walk-through is not as easy as it see.



A good walkthrough is where the users can navigate easily and in the same time the

user can immerse with the environment.

1.5 Contribution

This project was developed for the ‘Fakulti Teknologi Maklumat dan
Komunikasi’ (FTMK). It was hoped by implementing this project, the ICT aspect
can be achieved through the creation of the FTMK virtual environment. This project
also will gave the chance for the developer to contribute some ideas toward

promoting the KUTKM as one university which focused on hands-on application

1.6 Expected Output

The important thing that the project can give is the commercial value for the
KUTKM, especially the FTMK faculty itself. Nowadays, most universities have
already created it own Virtual Tour. The FTMK Virtual Tour was developed for the
purpose of creating a walk-through environment for the FTMK building. By
implemented this project, it will surely give the opportunity for KUTKM to prove
that this university can also produce FTMK Virtual Tour for faculty department.-
This will also give the chance for the developer to contribute some idea toward the

promotion of KUTKM.

1.7 Conclusion

The FTMK Virtual Tour project is built for PSM (Projek Sarjana Muda). This
chapter explained the problem statement, project objective, project scope,

contribution aspect and lastly the expected output for this project.
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CHAPTER 11

LITERATURE REVIEW

2.1 Introduction

In developing the project, a lot of information is needed. The solution for this
kind of matter is by searching the Internet and makes a reference from books.
Internet provides a lot of information about Virtual Reality (VR), Virtual Reality
Modeling Language (VRML) and other kind of information. The information that
was needed by the developer to develop this project is no other than FTMK
information itself. Developer also needs to search the Internet for VRML samples
and do some researches and development on combining different software before

starting the project.

Research was done on other available project (can be found in the internet).
The available project was taken as a reference for the developer to study it and tried
to upgrade it up in order to suite the requirement needed for the FTMK faculty before

it can be ready be used in the future.

2.2 Fact and Finding

Developer has used a simple theory before implement the real project. The
theory is to create a 3D building and Virtual Tour and in the same tried to let people

to feel the real environment of the FTMK building plan and interact with it in



interactive way. As for this, the project must be entertaining and responsive so that
the user will enjoy while using it. Case research for this thesis is base on creating a
virtual environment. This includes research on every element oi item that was used
to create a virtual environment itself such as Panorama and Virtual Reality Modeling
Language (VRML). For this thesis, developer has chosen and focused on VRML to

implement the final bachelor project.

Nowadays, user still did not realize that virtual tour existed. The available project
research showed that virtual tour has already been used in other country. In
Malaysia, the used-.of virtual tour are not been explored widely (but some

organization or firm have used it for non-commercial used).

-

Multimedia Development Center (MDC) is one of the organizations in Malaysia that
made research on virtual reality. MDC was organized on 2004 and was authorized
by the Dato’ Seri Dr. Mahathir b. Mohammad, Prime Minister at that time Due to
that, the VR Centre was built as the first VR centre in ASEAN

It is important to understand the true meaning of the virtual reality. Virtual
are defined as being essence of effect but not an in fact. Reality means that
something which exists independently of ideas concerning it. Virtual Reality (VR)
sometimes called Virtual Environment (VE) or Virtual World'. It’s was computer-
generated environment within which people can interact. VR may be characterized
by “the illusion of the participation in a synthetic environment. VR relies on 3D,
stereoscopic, head tracked displays, hand/body tracking and binaural sound. VR is an

immersive, multi-sensory experience” (Gigante, 1993).

The better definition of VR also can be described as a medium composed of
interactive computer simulations that sense the participant’s position and replace or
augment the feedback to one or more sense, giving the feeling of being immersed or

being present in the simulation. Another definition of VR described that users can



navigate and view a world of three dimensions in the real time, with six degree of

freedom. In essence, virtual reality is clone of physical reality environment.

VR have been used in many applications lately. All the applications have
showed improvement in every year. This improvement was caused by the
advantages which the VR have gave and provided. For example, VR allow better and
faster understanding of even corﬁplex applications and provide means for intuitive
operations and control. VR are also having acceptance in many industrial
applications (product and process) which it have lead to quality of presentation,
easiness of interaction and lastly the correctness of behavior. VR provided the most
natural means of communicating with computer and provide a wide field of regard
visual/auditory portrayal medium. The correct use of the auditory displays can
enhance the operator’s ability to deal with complex situation where considerable
amount of information have to be process. VR also provided natural control
interfaces (for example the hand controller with the proper haptic feedback). Lastly,
a system based on VR has the potential for low cost budget project and has a

potentially wide range of applications.

It is intended to learn from the manufacturing experience - the results of the
application of VR to various sectors of engineering have so far been tremendous.
VR modeling (VM) has been shown to avoid costly mistakes, and enable planners
and managers to envision the whole manufacturing process from design and
assembly to product shipping. Factory simulation has helped to make substantial
savings on tooling, design, construction and installation. Compared to the use of
conventional methods, VM has also been shown to dramatically reduce the amount
of time it takes to analyses new design concepts and incorporate them into the
production process. It has enabled decision-makers to make last minute changes and
eliminated the need to build prototypes. The application of VR has made it much
easier for factory workers to accomplish complex and error-prone tasks, and has also
offered a safer environment for testing various manufacturing techniques (Hobbs,

2003).



