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ABSTRACT 

This project is called Treasure Hunt 2D Mission Game and developed based 
on some places in Melaka Tengah. This game will advertise local culture and places 
as Melaka Clocktower. This project is developed a game that contain a cultural value 
and nun-violent issues. This project's target user is to people aged f'rorn 20 to 25. 
This game was developing using Three-Stage Iterative Development Process as a 
development methodology. An A1 technique such as Fuzzy Logic was implement in 
this game as a decision making for the game. This project will be deliverable in CB as 
a merchandise for tourist that visiting Melaka. It also will be in stand alone computer that 
will be placed in tourism spot such as museum or zoo as to promote the Melaka. 



Projek ini dinamakan sebagai Treasure Hunt Mission Game dan ia 
dibanpnkan benuaskan beberapa tempat di Melaka Tengah. Tujuan permainan ini 
dibangunkan adalah untuk mendedahkan dan mengiklankan budaya dan tempat di 
sekitar Melaka Tengah dan antara contoh tempat yang terkenal ialah Melaka Clack 
Tower. Projek permainan komputer ini dibangunkan berteraskan permainan yang 
mempunyai unsue-unsur budaya tempatan clan tidak mempunyai elemen keganasan. 
Projek permainan komputer ini disasarkan kepada golongan remaja terutamanya 
yang berurnur dintara 20 tahun hingga ke 25 tahun. Projek ini dibangunkan dengan 
menggunakan Three-Stage Iterative Development Process sebagai methodology 
pembangunan projek. Dalarn membangunkan projek ini, teknik A1 bernama Fuzzy 
Logic diirnplementasikan sebagai pembuat keputusan bagi permainan komputer ini. 
Permainan Treasure Hunt ini akan di modulkan dalam bentuk cakera padat dan akan 
dijadikan sebagai cenderahati kepada pelancong-pelancong yang melawat Melaka.. 
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CHAPTER I 

INTRODUCTION 

1,l Project Background 

The phrases of video game and computer game are often used 

interchangeably. Typically there are a screen such as television, monitor, LCD 

through which the game is viewed. Input devices vary depending on the game and 

hardware, but usually involve a controller, joystick, keyboard or keypad. Essentially, 

most video games can be viewed as simulations of some form. Realism-based 

simulations include contemporary car racing games, business simulations, sports, 

combat and civilization development games. More abstract simulations involve 

adventure, fmtasy, and space battle games, although realistic graphics and physics- 

based effects are used in many of these games. Other simulations include puzzle 

games such as Tetris, and conversions of traditional games such as Scrabble, 

Monopoly and crosswords. 



The computer and video game industry has only recently burgeoned into one 

that rivals the film industry in terms of consumer spending. In the United States 

alone, the games industry reported about $6,9 billion in sales in 2002, and sales 

increased to $7 billion in 2003 and $7.3 billion in 2004. Increased sales have also led 

to increased competition among games developers, as they vie for a share of the 

growing wealth. Because higherquality games tend to sell better, game developers 

are increasingly looking for ways to improve their games. This also happened in our 

country Malaysia There bunch of organization ready to invest in game industry such 

as MDeC (Multimedia Development Corporation). 

This project is to develop 2D action game that will advertise local culture and 

places in some part of Melaka. Developing this type of game will require research in 

all aspect of multimedia in using Adobe Flash such as action script, navigation, 

contents and others that will be use for multimedia industries. The project is to 

develop the Action type of game using Adobe Flash and the game title is Treasure 

Hunt. This project is mainly about advertising by using a game. 

Treasure Hunt is 2D action game mission is to search for the treasures that 

still remain in some of places in Melaka. Player will travel all across Melaka Tengah 

according the map given to searching for the treasure. Only one player allowed 

playing this mission game. Treasure Hunt action game has two adventure levels that 

need to complete by the player before find the treasure. 

Each level player will face different task to complete the stage such like in 

the middle of level 1, players should finish a drag and drop game about Malaysian 

culture until the task is done before continuing the journey to find the treasure. Player 

also will facing other different task in level 2 and level 3 to complete their mission 

and found the treasure. Because lack of games that promote our country, this game 

can be use to promote lots of tourist spot in Melaka and also shows a local culture to 

others tourist. By making this 2D's mission game, it will be fun for user to learn 

about Malaysia especially Melaka while they enjoying playing the interactive game. 



This project is mainly using Adobe Flash CS4 to develop this game including 

the game movement, navigation, effects and the input is by using keyboard as the 

main sontroller, This mission game will use the latest Astion Script 3.0 to create the 

game action such as the character movement just by pushing the button on the 

keyboard while the chamter of the game will response to each input fiom the 

keyboard. 

ls2 Problem Statement 

This project mainly is about multimedia i n d m  in our countries because 

there is minority organization or individual use a multimedia such Adobe Flash as a 

platform to promote our countries and our culture. There only a few games that 

promote our country and our cultures to international and can assume this type of 

game in not exist at all. This is because lack of knowledge and skill to develop these 

kind of games. Using of Action Script 3.0, all the game effect in Adobe Flash such as 

character movement and action will be easier to manage. By using Adobe Flash, 

more 2D games can be developing in more interactive ways. 

According to latest market of multimedia industries in our countries, this is 

good opportunity to build 2D7s game using Adobe Flash because there is lots of 

organization such as MDeC (Multimedia Development Corporation) ready to 

sponsor and help to build this multimedia product. In 1999, it was reported that the 

computer games industry had passed Hollywood box-office receipts in terms of 

annual turnover. And the world's digital games market has been growing at 20 per 

cent each year, totaling up to a US$28 billion (RM106 billion) industry today says 

Izwan Ismail in his blog "Studying Games Technology". All these developments do 

not just translate into the creation of business opportunities, but more importantly, it 

opens up a new line of career for game enthusiasts in the field of computer games 



development. This is a good chance for game developer to gain more profit. This 

makes this project can bring benefits more then just promoting Melaka. 

revenue (io b i l G ]  - -  - 

1996 1997 1998 1999 2000 2001 2002 2003 2004 

Year 

Figure 1.1: Growth Of The Game Sales In The United State Since 1996 Based 

On Figures Provided By Electronic Software Association (ESA) 

There is a few games that promote our country and our cultures to 

international. Before this, a fmous local artist, Lat improved that multimedia is a 

best way to promote our culture to others countries in the world by making a first 

Malaysian animation 'Kampung Boy' that get excellent response from local and 

global audience. According to Ministry Of Tourism Malaysia's Client Charter that's 

says," To promote the country as a leading local and international tourist 

destination". This means that we should promote our country to international. Why 

not we use 2D's game to promote our country to global after the successful 

'Kampung Boy' in international animation industries. 



1 3  Objective 

The project objectives are: 

To develop a single player mission games that contain 2 levels to complete 

the all mission. 

Treasure Hunt action game has two adventure levels such as. Each level 

player will face different task to complete the stage such like in the middle of 

level 1, players should finish a drag and drop game until the task is done 

before continuing the journey to find the treasure. Player also will face other 

different task in level 2 to complete their mission and found the treasure. 

+ Apply a Fuzzy Logic as a decision making technique in this action game. 

Making action game consist some sort of technique call decision making 

using as a controller for the game character and there are many type of it such 

as generic algorithm, fuzzy logic and many more. This project use Fuzzy 

Logic technique as a decision making for Treasure Hunt action game. It were 

use for the character of dog inside the game. 

To develop an action game based on Melaka Temgah evironment. 

Because lack of games that promote our country, this game can be use to 

promote lots of tourist spot in Melaka and also shows a local culture to others 

countries. 



1.4 Scopes 

To develop this project, there were several scopes that need to take in account 

such as user scope, player scope, module scope and game environment scope. This 

scopes used as the requirement and target user to develop the game. 

14.1 User Scope 

These game target users are from age 20 years old to 25 years old. Local and 

international tourist also target user for this game because it can be interactive 

enjoyable tourist guide. 

1.4.2 Player Scope 

These game can be single player or multiplayer game and it can be play in 

same time for multiplayer mode. 

1.43 Module 

These game will be only deliverable in CD as a merchandise for tourist that 

visiting Melaka. It also will be in stand alone computer that will be placed in tourism 

spot such as museum or zoo. 



1.4.4 Game Environment Scope 

The game environment for this project will cover some interesting places in 

Melaka Tengah such as Melaka Historical City and along Sungai Melaka. 

1.4.5 Game Language 

This game will fully use English as a main language because this game will 

be played by international tourist. 

1'5 Project Significance 

There is a lot of benefit to everyone from this project especially to Melaka 

and Malaysia because this project is to promotes Malaysia and its culture especially 

in Melaka It also good to our game industries that will gain more game developers if 

this project success. The tourists from others county also will have benefited from 

this project by knowing about our country in interactive ways. This will contribute to 

more tourists visiting Malaysia. 



1.6 Conclusion 

As a conclusion, this project will give revolution in gaming industries in our 

country and increase the number of local game manufacturing in Malaysia and 

decrease the imported games from others countries. The expected output from this 

project is developing a new era of gaming by promoting a local places and culture 

using 2D game. This game will be deliverable in CD and also available in internet. In 

this chapter, gave an overview on the project that will develop and it also explain 

how the game will be. 



CHAPTER 11 

LITERATURE REVIEW & PROJECT METHODOLOGY 

2.1 Introduction 

A literature review is a body of text that aims to review the critical points of 

current knowledge on a particular topic. Most often associated with science-oriented 

literature, such as a thesis, the literature review usually precedes a research proposal, 

methodology and results section. Its ultimate goal is to bring the reader up to date 

with current literature on a topic and forms the basis for another goal, such as future 

research that may be needed in the area A good literature review is characterized by 

a lagical flow of ideas current and relevant references with consistent, appropriate 

referencing style proper use of terminology; and an unbiased and comprehensive 

view of the previous research on the topic. According to Cooper (1988) "a literature 

review uses as its database reports of primary or original scholarship, and does not 

report new primary scholarship itself. The primary reports used in the literature may 

be verbal, but in the vast majority of cases reports are written documents. 



In article 'A survey method for assessing p e r e o n s  of a game: The 

consumer play test in game design' by John P. Davis, Keith Steury, and Randy 

Pagulayan, the somputer and video game industry has only relatively resently 

burgeoned into one that rivals the film industry in terms of consumer spending. In the 

United States alone, the games industry reported about $6.9 billion in sales in 2002, 

and sales increased to $7 billion in 2003 and $7.3 billion in 2004. Increased sales 

have also led to increased competition among games developers, as they vie for a 

share of the growing wealth. Because higherquality games tend to sell better, game 

developers are increasingly looking for ways to improve their games. Their research 

shows that developing game nowadays can gain lots of money. This is because of the 

number of people playing games are increasing every years. 

According to Duncan Riley in his research, 217 million people worldwide 

play games and most of them played online games and this proved the market of 

game industry. Duncan Riley collected the data h m  Worldwide Online Gaming 

Community by collecting unique user that visits online games. Another research in 

2003 by Steve Jones found that 70% of students surveyed reported playing video, 

computer, or online games at least "once in a while" ,65% reported being "regular" 

or "occasional" game players, 100% reported to have played a video, computer, or 

online game, and 27% said they don't play games at all. He also found that 69% 

were exposed to video games in Elementary School, 28% exposed to computer 

games in elementary school, 6% exposed to online games in Elementary school. This 

shows that people play games and it is good opportunity to game developers to 

making money in game industry. 

Increasing the numbers games player also give some problem such as 

probability of increasing violence among the players. An article literature h m  

Carnagey and Anderson (2004) stated that the violent digital game can caused the 

increase of the aggressive, cognition and effect of human. According the literature 

written by Carnagey and Anderson, the 'Wintendo era" introduced more powem 

platform than the previous era and the violent theme have been injected to various 

games during this era. Inside the literature written by Carnagey and Anderson, they 



stated that 89% of games contain some of the violent issue and 50% of the games 

contain serious violent action towards other game characters. This kind of game will 

inerease the aggression of player. Playing violent game can also lead to physiological 

desensitization to real-life violent and decrease being helpful to others. But according 

to Bureau of Justice Statistics in United State of America, total of violent crime are 

decreasing year from 1973 to year 2005. This shows that games are not a threat of 

making people violent and it depends to individual. 

Crime victims per 1 000 citizens 

Figure 2.1: National Crime Victimization Survey Violent Crime Trends, 1973- 

2005 in US According To Bureau Of Justice Statistics In United State Of 

America 

Violence is not a reason why people played games. Researcher Cragg Ross 

Dawson conducted a number of interviews and discussions with gamers as young as 

seven through to players in their early 40s; parents of young gamers, game industry 

representatives and game reviewers were also interviewed. In his research, he found 

that people play games to escape from every day life and to escape to a world of 




