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ABSTRACT

Media serve an important role in communities by allowing community
members to keep in touch with other community members. Mass communication and
sociological scholarship on the function of media in communities have focused
primarily on the role of community newspapers in traditional geographic
communities. However, as communication and transportation technology has grown,
so have people's worlds expanded past their own residential communities.

Most people are members of communities of process which focus on a
common interest, occupation, or some other common ground. One important way
that people in all types of communities communicate is through the community
media, including newspapers, magazines, new media, and other media.

This study uses community ties in a new way by applying the concept to a
nongeographic community; the multimedia community online in KUTKM gives a
way to communicate to student and non member who interest to multimedia
development. This project make for Multimedia member and Students University,
where people can find information about Multimedia example exhibition work of art,
Forums where Multimedia fan can discuss about everything, shout box like chat
room, free SMS from web and tutorial. Also user can find software multimedia
inside e-multimedia community
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ABSTRAK

Media memainkan peranan penting dalam komuniti dengan membolehkan
ahli komuniti saling berhubungan antara satu sama lain. Komunikasi global dan
sosiologi ke atas fungsi media dalam komuniti memberi keutamaan dalam
menfokuskan peranan media komuniti secara tradisional.

Kebanyakan anggota komuniti lebih menfokuskan kepada minat yang umum,
pekerjaan, atau lain-lain kepentingan. Salah satu cara dalam pelbagai jenis komuniti
berhubung melalui medium komuniti termasuk surat khabar, majalah, media baru
dan medium yang lain.

Kajian ini melibatkan perhubungan komuniti dalam cara yang baru dengan
mengaplikasikan konsep bukan geografik komuniti; komuniti multimedia secara atas
talian dalam KUTKM memberikan cara perhubungan antara pelajar dan bukan ahli
yang berminat dalam pembangunan multimedia. Projek ini dibangunkan untuk
pelajar multimedia dan pelajar universiti yang membolehkan pelajar mendapatkan
maklumat tentang multimedia, contohnya mempameran hasil kerja seni dan forum di
mana peminat multimedia boleh berbincang mengenainya, "shout box" seperti bilik
sembang, SMS percuma daripada halaman web dan tutorial. Pengguna juga boleh
mencari perisian multimedia dalam "e-multimedia community".
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CHAPTER 1

INTRODUCTION

1. Project Overview

The term community refers to an event where people with common
interests gather to share experiences, ask questions, or collaborate. As they are
present in the same locality, members can meet easily to learn from each other by
sharing their explicit knowledge and revealing information about their successes
and failures. Also people who share a common interest, such as members of a
profession, can join to form a wider community. Such communities have a
deeper reservoir of knowledge, but they meet only occasionally at periodic events
like conferences and seminars which serve as forums for exchanging knowledge

and ideas.

Professional communities offer obvious advantages. Members benefit
from asking questions and sharing their explicit knowledge with one another.
This knowledge sharing provides a more effective way of learning because it
avoids duplicating the current or past efforts of other members. Similarly, e-
multimedia community provide the advantage of connecting geographically
disparate groups. These communities use Web technology as a vehicle for
disseminating knowledge and information more quickly and inexpensively as

well as for global communication and collaboration.

© Universiti Teknikal Malaysia Melaka



Like traditional communities, e-multimedia community act as knowledge
repositories for their members, but the real value lies in the fact that e-multimedia

community can store a larger amount of vital information and data.

The e-multimedia community has been extended to cyberspace, as the
extension of contact across time and space made possible by information
technologies, and perhaps as an expectation or possibility of an improved
alternative set of relationships that is an alternative to person-to-person, physical
contact and a form of contact that is open, democratic, and equal. This e-
multimedia community will create cyber-spaces where students can post
messages, a live auto-refresh shout box, announce events, display their art project

and share files.

The project e-multimedia community as mentioned in the above title is
one of a common community portal. This community portal will be developed
for the use of multimedia students that can be part of alternative way to
communicate, involve and contribute any material that related to multimedia. E-
multimedia community means involve "a group of people in ‘social interaction™,
where a group connotation, communication, more than two, multiple forms of
contact, multiple commonalities and common action, where students can

exchange and share information and knowledge.
The project is developed for multimedia students, where student

multimedia can find information for related multimedia such as exhibition work

of art, forum where students or another multimedia students can discuss about
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subject or project, shout box, SMS from web and tutorial submitted by

administration or by student themselves which will be filtered first by the admin.

1.1 Problem Statement

Eftmk (www.eftmk kutkm.edu.my) portal was a sample of
community web and e-learning, and the portal is be used as a reference for
students and lecturers to communicate and deliver information to students
such as notes, assignments and so on. The portal also contains a forum that
used to discuss about educational and related topics. This portal included

the entire department IT.

The E-multimedia community is different from Eftmk portal
because it is developed for multimedia students. It is possess of a
multimedia portal which consist of animated interfaces that combine with
PHP and flash that could attract the student. The community portal also will
provide a shout box to only a registered account. The live shout box will
support emoticons which will be developed using PHP platform and it also
shows online users and other users can be notify to it. Online users can have
an avatar to represent their user name. The advantages of the portal is that
students can show-off their art work in this e-multimedia community and

can also using SMS after log-in to the portal.
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1.2 Project Methodology

The waterfall Model has been choosing as the methodology for
this portal. It is because this methodology is simple and suitable with this
project. The Waterfall Model easier to understand and follow. The
Waterfall Model which considered the process as progressing through a
series of stages from requirement analysis through specification, design,
coding, testing to documentation and maintenance. Each stage was
completed before the next was started. The absence of any significant
iteration between the different stages has had led to the abandonment of

this model.
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1.3 Project Objective

For the purpose of developing and completing this project, some objectives

have been gathered and will be a guideline during the structuring of the

project itself. The objectives include:

il

iii.

iv.

A platform for multimedia students to communicate over internet
using web based applications. For example multimedia students can
exchange or allowing them to share useful information and knowledge

beyond national borders.

As an exhibition for multimedia students work of art which consist of
digital and traditional abstract art, 3D or fantasy that was created

using adobe or other graphic editors.

The admin will provide tutorials such as Photoshop, 3Ds Max, Flash,
illustrator and Dream weaver. Users can also submit their own
tutorials into the e-multimedia community which will be filtered first

by the admin

To create a portal that will become to solve a problem and become

reference for student multimedia or user.
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1.4 Project Scope

The E-multimedia community will be developed for multimedia
students and with a purpose of communication, involvement, activities
and participation that related to multimedia over internet. Hope that the
portal will help multimedia students to be more creative and innovative
throughout the activities, competition, tutorial and forums provide in the

portal.

The portal also will be provided with live shout box that will auto-
refresh upon certain period, instant messaging that required user to be
online, forum for discussion, tutorial submitted by administration and

students, and periodically event such as digital art competition and news.
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1.5 Project Significant

This project is to provide the solutions to the problems faced by
Eftmk portal currently. By aligning the goals which had been set for the
project to be achieved, it helps the user to solve their problems with the
appropriate ways that would not affect the user interest. It means the new
portal would helps to solve the problems, and at the same time the portal

would be protected in a more secure way.

The new portal will be designed with user friendly interface to be
more friendly appearance and behaviors with easy button and it make user
or multimedia students KUTKM can reach their needed information at their
finger tips. In this portal user can send his art work to community for
exhibitions. User can also send his tutorial to admin for reference to another

Uuser.

In E-multimedia community have simple language to secure login
script using PHP. User can sign up and there information info is
automatically being saved in a database the portal have 3 level admin,
member and guest. Admin can modify all data and account member in e-
multimedia community portal. Where the member who was register can chat
online but, forum for discussion can download art work and submit tutorial. If
a person didn’t register, they only peer the portal but can download anything

from the portal.
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CHAPTER 2

LITERATURE REVIEW

Introduction

Information to develop the project was obtained from intemet and website
of e-multimedia community. Other essential for the project is obtained from
websites related to e-multimedia community project, design principles and
development. Most of the researches are about e-multimedia community portal
design and applications. The research is concern about user acceptance and

assessment to e-multimedia community portal design.

The research will extend the design principles to address evolving layout,
color and interface that will provide a more friendly appearance and behavior. The
layout to create balanced or dynamic layouts of the portal depending on the mood

of the user. Balance gives a feeling of authority, solidity and permanence.

Research and data collection has the same importance and in fact it can be
seen as the most practical method in literature review to gather various type of
information needed for the project. Elements for the portal and the project can be

found from research are done. Practically, there are some theories that will be used
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inside the developing the web application process of the order to allow research
findings to be implemented. This by the end will conclude in creating a portal that
function perfectly and automatically compose a good research finding for future
use. Below are some explanations on the terms and comparison with another portal

that will be implemented on the e-multimedia community project.

Introduction of Literature Review

Literature review of this project is a basic factor that was continuously
followed throughout the development process and an important aspect that detailed
and reviewed critically, ensuring the success of this project. Inside the introduction
of literature research, the discussion about how the information and facts related to
this project was gathered. There are explanations about Hypertext Preprocessor
(PHP), the web development language that will be used throughout the

development of the portal itself.

PHP is the web development language written by and for web developers.
The product was originally named Personal Home Page Tools. PHP is a server side
scripting language, which can be embedded in HTML or used as standalone binary.
Proprietary products in this niche are Microsoft’s Active Server Pages,
Macromedia’s Cold Fusion and Sun’s Java Server Pages. Some developer used to
call PHP ‘the open source ASP’, because its functionality is similar to that
Microsoft product and concept. PHP is an official module of apache HTTP Server,

the free web server. This means that the PHP scripting engine can be built into the
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web server itself, leading to faster data and manipulation. Like Apache Server PHP
is fully cross platform, meaning it runs native on several flavors of Unix, as well as
on Mac OS X. All projects under the aegis of the Apache Software Server

Foundation, including PHP are open source software.

Past research has uncovered the concealed facts about the development of
web elements generally. It has a series of revolution on web development
techniques and process. It also changes how a certain web elements should be, the
do’s and don’ts and other criteria that should not be forgotten during the
development process. Past research also changed the perspective of designers,
especially on the involvement and contribution of ideas by young designers and the
existence of multimedia and interactive media, and the creation of faster and
powerful machine. In short, past research has evolved even a new and better road
for other idea to contribute in the making and development of web element itself

(Converse Tim, PHP Bible; 2001 Wiley Inc).

Case Study

Practically, there are some theories that was used during the development
process of the portal itself in order to allow research findings to be implemented.
Four elements will be taken into consideration, that is functionality, colors used,
interface arrangements and the themes for the portal itself The case study itself has
been taken into consideration on explaining what the portal is all about and the title

that will be used, where the meanings on terms will be explained in this section.
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This by the end will conclude in creating a portal that function perfectly and
automatically compose a good research finding for future use. Below are some

explanations on the terms and theories that will be implemented on the portal.

.1 Portal

Portal products continue to be one of the hottest technologies of the Internet.
These tools, frequently called Enterprise Information Portals (EIP), are used to
deploy vertical and business-to-business portals, but primarily are deployed as
enterprise portals. The portal has become the most desired user interface in Global
2000 enterprises. More recently, government entities at all levels have been
deploying portals for both external audiences of the public and internal user of

government employees.

Unfortunately, the term ‘portal’ means different things to different people.
To many, a simple web site aimed at their employees is a portal. Gartner defines a
portal as ‘access to and interaction with relevant information, applications and
business processes, by selecting targeted audiences, in a highly personalized
manner.” Future portals will evolve beyond this access to information assets, and to

access knowledge and human assets.

While the pace of vendors entering this market has slowed, they continue to

trickle in. The vast majority of vendors in the portal product market are small ‘pure
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