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Abstract 

The use of computers in society provides obvious benefits and some drawbacks. 

'Virtual Reality', a new method of interacting with any computer, is presented and its 

advantages and disadvantages are considered. The human aspects of computing and 

computers as a form of escapism are developed. Virtual Reality can be partitioned into 

three categories, non-immersive virtual reality, serni-immersive virtual reality, and full 

immersive virtual reality. From the categories of virtual reality, non-immersive virtual 

reality has been chose for this project. A non-immersive virtual reality walkthrough 

application will be built. This walkthrough application will focus on the Faculty of 

Information and Communication Technology, Kolej Universiti Teknikal Kebangsaan 

Malaysia, for its future building that will be built in the permanent campus. It needs to 

be visualized although it has no being developed yet. The propose of the Walkthrough 

Application of this building is to help the administration of the faculty and other parties 

to experience the true intent of the proposed building design in more realistic way, 

which is in Virtual Environment. The administration of the faculty will fine that the 

walkthrough application will help them in promoting the facilities of the faculty for 

example in an Education Exhibition. Beside the walkthrough application, the project that 

will be built also enable the administration to plan on how to facilitate office furniture in 

that building. In doing so, the walkthrough application will be added with extra feature 

which is office planner. This extra feature is going to be combined with the walkthrough 

application and differ it from other existing application. 
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Abstrak 

Kegunaan komputer dalam masyarak.at memberikan faedah yang begitu banyak.. 

·Reality Maya ', satu kaedah baru untuk berinteraksi dengan komputer dipersembahkan 

dan kelebihan serta kekurangannya ak.an diambil kira. Aspek kemanusiaan 

perkomputeran dan komputer dalam bentuk yang lain dari kenyataan kebiasaan ak.an 

dibangunkan. Realiti Maya boleh dipecahkan kepada tiga kategori, realiti maya tidak. 

imersif, realiti maya separa imersif, dan realiti maya imersif sepenuhnya. Daripada 

kategori yang telah dinyatakan, realiti maya tidak. imersiftelah dipilih untuk projek ini . 

Satu ' Walkthrough' realiti maya tidak. imersif akan dibina. Aplikasi 'Walkthrough' ini 

ak.an menumpukan kepada bangunan Fakulti Teknologi Mak.lumat dan Komunikasi, 

Kolej Universiti Teknikal Kebangsaan Malaysia di kampus tetap yang masih dalam 

pembinaan. Tujuan aplikasi 'Walkthrough' ini adalah untuk membantu pentadbiran 

fak.ulti dan pihak lain untuk merasai pengalaman bentuk sebenar bangunan yang akan 

dibina nanti dengan cara yang lebih realistik, iaitu 'Virtual Environment'. Aplikasi ini 

dapat membantu pihak. fakulti dalam mempromosikan fakulti itu sendiri kepada pihak 

luar walaupun bangunan di kampus tetap masih belum siap. Di samping itu, ia dapat 

rnembantu pihak pentadbiran dalarn usaha untuk menyusun kelengkapan di bangunan itu 

dengan adanya ' Office Planner' juga membezak.annya dengan aplikasi yang lain. 






































