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FIrst of all, wall: done to all fifteen students from the 2026 Creative Computing
Programme Area, School of Computing and Informatics. | know all of them
have had an exciting three years at UTB, especially in Creative Computing.
Despite all the sleepless nights chasing deadlines, all of them have shown
exemplary dedication, commitment, and resolve.

| believe each one of these students have acquired valuable skills and
knowledge during their time here. This is evident in the quality of work and
workmanship they have produced for the final year's Capstone Project. They
have created many valuable products for various organisations such as the
Ministry of Health's Health Promotion Centre and the Maritime Museum.
These products would be beneficial for the organisations' cause, some of
which | am sure have been exhibited at their gallery.

To further showcase their Capstone projects, we have compiled all of their
work in this year’'s edition of ‘The Portfolio’, a digital magazine produced by
Creative Computing students from the School of Computing and Informatics,
UTB. Through this magazine, you will have the opportunity to explore the
capabilities of our students and discover the diverse and interesting projects
they have undertaken.

To the Creative Computing graduates of 2026, all of you should be proud of
your hard work and the products you have created. Make sure you hold your
head up high as you walk down the stage to receive your degree certificates.
Never stop creating and never stop learning. Use what you have learned and - Schuol of Computing & Informatics
done this past three years as stepping stones for you to embark on greater t__ Bpc Universiti Teknologi Brunei

and bigger quest. ———— ————
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Congratulations to all my fellow graduates of Digital Media 2026! It is
incredible to look back and see how far we have come. From our first days of
learning together to the countless projects, challenges, late nights, and

memories along the way, every experience has shaped who we are today.

As the third intake of the Capstone Project, we had the opportunity to create
our own mark while learning from those who came before us. With students
from Digital Content Design and Games Development, we brought different

skills, ideas, and perspectives together to create something uniquely ours.

We also experienced the rapid rise of Al throughout our studies. While
technology opened up new ways for us to explore and create, we learnt that
creativity remains deeply personal. For us, the goal was not only to create,

but to have fun, experiment, and keep our work genuinely ours.

b
*& ’f"'ll'-""'h * 3

To our lecturers, supervisors, mentors, friends, and teammates, thank you for

your guidance, support, and unforgettable memories.

=ongratulationsijbigitaljbiedislClassloff20263
JJJ-‘-—-—-—.——.—J—J
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Abdul ,Wafi Bin ‘Abd Razak4
Chief Editor
BSc. (Hons) in Digital Media (Major in Digital Content Design)
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We are the first intake of Digital Media students majoring in Digital
Content Design and Game Development, beginning our journey in 2023
with a simple goal: to create, experiment, and, most importantly, have fun
doing what we love.

For us, the Capstone Project was more than just a Final Year Project and
internship required to complete our studies. It was a chance to bring
together everything we had learned in Digital Content Design and Game
Development, apply our skills in real-world settings, and explore ideas that
were uniquely ours.

Qur journey also took place at a time when Al was rapidly changing the
creative world. As Al tools became more accessible, creating images,
designs, concepts, and even game assets became faster and easier than
ever. While these technologies opened up new possibilities, they also
brought a new challenge: when almost anything can be created instantly,
how do we ensure creativity does not lose its soul?

We began to notice how easily designs could start to look alike. Trends
became templates, ideas became prompts, and designs sometimes felt less
like exploration and more like repetition. It made us question what creativity
really means to us.

Instead of seeing Al as something that should replace creativity, we chose to
see it as part of an evolving creative landscape that we, as emerging
creatives, were learning to navigate. We experimented with new tools, but
we also reminded ourselves that the most important parts of creating are
still the ideas, imagination, personality, and passion behind the work.

Throughout our Capstone Project, we wanted to remember what made us
love creating in the first place: the freedom to play, explore, and experiment.
Whether it was designing a visual identity, developing a game, building a
world, or simply trying out an idea that might not work, we wanted the
process itself to matter just as much as the final result.

‘The Portfolio' represents this journey. It is a collection of our ideas,
experiments, challenges, successes, and the moments that made these
years memorable. More than anything, it represents a generation of
creatives learning to find their own voice in a world where technology can
create almost anything, but where the ideas, personality, and passion
behind what we create remain our own.

This digital magazine is also our way of saying thank you to our mentors who
have guided us, our peers who shared this journey with us, and our industry
partners who gave us opportunities to apply our creativity beyond the
classroom. Their support, feedback, and encouragement helped shape not
only what we created, but also who we became along the way.

X “We created, we played, we experimented, and we had fun.” >k
% And this is what we made.
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Digital Content Design and Game Development.
‘Though our creative paths are different, we share the
~same passidr_i for creativity, technology, and turning
| ideas into meaningful experiences. Throughout the
~ programme, we have learned from one another,
| an[lﬁbcfrate‘di across different skills, faced challenges,
~ and celebrated achievements together.

Beﬁdhd our projects and academic journey, we have
~ built friendships, shared countless memories, and
made our cohort strnnger, bn-nging togethar different
talents, perspectwes ahd personallt!és. This sactian

represents more than Just a class, f reprasents two

‘that we will carry with us beynnd Digital Madla.

This section celebrates the Digital Media Class of 2026,
a cohort brought together by two unique majors:

grown alungslde nne anuther Our differences have

majors, different journeys, and one shared expan&nce :
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Facebook-style "Stacked-Feed" layout paired with
successfully highlights startup momentum over

. Wix Harmony Studio
/ branding palette. Key
wledge Pasiiﬁi't" to a

undai:ed énvlronment c:l;eated a natural brldge from viewing a startup's activity to
booking a collaborative workshop or laboratory session.

I/




% *Reﬂectlon

k Developing HiveHub, a Startup Knowledge Platform prototype, has been an

invaluable journey that allowed me to address real-world ecosystem

challenges through human-centered design. Proposing and executing a
functional digital solution for an organization dedicated to empowering local

startups provided a meaningful test of my technical and creative capabilities.
Throughout the project, | actively applied and refined my skills in web Behance
development, information architecture, graphic design, and navigation design
to craft an intuitive user experience. The iterative feedback and direct

guidance from my industry supervisors at the Brunei Innovation Lab were == y .
'IIL-" :-"—':r p. i,
instrumental in shaping the platform's execution and bringing the vision to pY ]
|
J
!
o

life. Beyond expanding my technical competency, this experience broadened
my understanding of business growth dynamics, intellectual property

readiness, and the strategic support structures required to foster sustainable

innovation within a startup ecosystem.
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My name is Norman Nagkeff and | am 24 years old-ét~thé ﬁl’ﬁ'& of writing this. | am a
student pursuing a degree in Digltal Media, Majnr in Game Development, where |

have been able to explore drﬁerent aspem l;:f |ntemctwe media and technical
design. Duerthe mu:segfmﬂudiest Ihavegﬂnad va!uabjeexpenence in level and

e

% Go&ut Uﬁlfy 'GBScnpt. Pythan, JavaScript, and Java,

tonls that have: suppﬂrted rne ln erﬁt‘i‘ng" Vlrtuai ‘worlds, building immersive
axpertenceﬁ, al::d telling smrias through an Int’erac:twe medium. In my work, | strive
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“The centre aims to strenﬁhen its health communication and public engagement
%}f Embraa’fﬁg mnnvatnffg digital media and fostering a culture of creative
ﬂiechnulugmﬂ'hmugh th&deuelnpment of engaging interactive games, compelling

Psipssy
T ML Ly

-mﬁ%mééi& tﬁmﬁt,rznr.f gamnf‘ ied educatmnal expenences. the centre seeks to

‘enhance public health awareness, improve community interaction, and establish a

~modern, approachable digital identity. By adopting emerging game design

"'téchnologws. exploring g-iew interactive learning approaches, and continuously

- refining user experiencé,' the centre strives to make health education more
impactful and accessible in an evolving digital landscape. Ultimately, these efforts
will support long-term :;-.rellness outcomes, strengthen public participation in
national health campaigns, and pnﬁitinn_'i':hﬁ':eritie asla'funmard-thinking, creative,
and effective advocate for community health. :




This project introduces an interactive 3D exergame developed in Godot 4.x to combat
sedentary behavior in the workplace, directly aligning with Brunei's Wawasan 2035 health
goals. By integrating stationary exercise bikes with the game engine via Bluetooth Low
Energy (BLE) using the Fitness Machine Service (FTMS) protocol, the application translates
real-time physical pedaling into instantaneocus in-game character movement. This
gamified layer addresses the monotony, lack of intrinsic motivation, and unseen progress
typical of conventional indoor gym equipment by offering real-time speed tracking,

interactive Heads-Up Display (HUD) feedback, and immersive digital environments.

The project establishes a lightweight, open-source, and web-compatible framework that
connects hardware and software without requiring expensive, specialized equipment. By
transforming routine workouts into an engaging, interactive experience, this application
provides a low-cost, scalable model for organizations like the Health Promotion Centre
(HPC) to promote sustainable workplace wellness and encourage long-term active habits.
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Exergame to combat sedentary
behaviours for HPC

Project Aims

Development of an int

game specifically desi

these machines. By tu
standard workout into.an
immersive digital experies

the project aims to esta

healthy workplace model that
can eventually be scaled to
support a wider national health

e machines. By turnin
standard workout intoan
immersive digital experience,
the project aims to establish a
healthy workplace model that
can eventually be scaled to
support a wider national health
initiative.

Problem Statement

The health promotion center

provides their employees with

various health and fitness

equipment that is to improve the

physical well bejng and reduce the
workplace sed y beha
Despite the availability o

health and fitnes
is a lack in the GOl
long SRR

Ease of Learning 6.55 / 7
Satisfaction 6.57 / 7
Effort 5.40 /7

Perceived Choice 4.50 / 7
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This project provided valuable experience in bridging hardware integration
with game development to address real-world public health challenges.
Throughout the development process, | strengthened my skills in Godot 4.x,
3D environment design, GDScript, and data handling by working with wireless
protocols like Bluetooth Low Energy (BLE) and the Fitness Machine Service
(FTMS). Designing an exergame deepened my understanding of gamification
principles, human-computer interaction, and how psychological frameworks

like Self-Determination Theory can be applied to motivate physical behavior.

One of the key technical lessons learned was navigating web deployment
constraints and ensuring that real-time data from physical pedalling
translated smoothly into the digital experience without noticeable input lag.
The project also enhanced my research and analytical skills through setting up

a standardized evaluation framework using psychometric tools like the USE
Questionnaire, IMI, and SAM. Overall, this experience increased my confidence
in using open-source software to build accessible interactive systems,
demonstrating how technology, game design, and user-centered research

can combine to create meaningful health solutions.
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Hi! | am Annie Dhameerah, a Digital Media si:udant majnring in'Game Devhlopiﬁent

where creativity and technology come tagethar to. cﬂaata meaningﬁ.lt mta'rattwe-:--‘

experiences. | believe game development is mure than creatmg games. it is ahout

designing exper:ences that educate, sclve pmbiﬁms. tell staries, and engage pEpre

and design. This lnsplred me to pursue aﬁeld that cumbines artistic Creatl\flty' *umth

technical mnm.*ation

Throughout rnxr stfddias, l hawe d&velnped Intarests in gém& design, ED“mndelling.

R b e e g

HCI. Ulfux desi‘gh, and Emnﬁan&ﬂ';glnaering ¥: enjny creating mtuntiué, im'hersive

Tﬁé!—lﬁalth Prnmotlnn Cant?:e[HPC}.under the Ministry of Health, promotes hé.-a_]thy
iifestylasthmugh heaith E&ﬁéstié'n;'-ﬁuhlib éwareneﬁs, and community enga'g'e.rnént
T bt "I'IhDurmg my mtemshm.] developed an |nteractwe exergame for the Health palleria to
er_'muurage _p[r_'::ysical activity and health education among children, particularly in

- response to childhood obesity. The internship also involved supporting HPC’s daily

oﬁé"rét’iéhsj by assisting officers "with' ‘administrative tasks.' programme

implementation, and 6r§aﬁisatinn'al activities, In addition, | cnnductied-user research
usability testing, and data analysis ta evaluate the dlgltal solution and ensure it
efFectwely pmmﬂted visitor engagement, Iearning, anﬂ awareness of healthy

lifestyle pract:ces.
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A 3D Exergame for Promoting Plysical Activity in Children for HPC

Annie Dhameerah binti Haji Anuar | B20220243

Supervisors: Dr. Pg Haji Azhan & Dr. Ahrmad Elaklouk
School of Computing and Informatics

ABSTRACT

Heaithy Worlds is o 3D exergame developed for HPC that supports children's physical activity and health
education through bedy movement. The study found positive responses in usabillity, motivation, and
emotional experience, suggesting it can make learning interactive and engaging.

INTRODUCTION

(’-‘7-',:-‘:] Digital Games £ Physical Activity Concern Sedentary Behaviour
Interactive digital gomes are Argund 80% of children do not Many traditional digital games
widely used by chlidrﬁn and con meet the recommended B0 i

provide an ) minutes of doily sical activity,
(Kau ot al, 2 atal, 2023) (WHo ACH,

METHODOLOGY L] PROBLEM STATEMENT
y : } N

Needs Findings Development Study Health Galleria Gap:

= C-'Il-l' x “Iss__.' Treditional & Rely on

(1) pocument Game Planning (1) Participants: Childhood Obesity Colouring Tasks
Analysis % ! s 10 Adming

= tructun rams . C

() SME Interviews i oty

Obsorvations - AssetCreation  (3) gyaiuation Focus: RESULTS & FINDINGS

imiles Implementation = o Usability
R am ] i = potivation cnlid OeecHiative Firdings:
Anﬂlyuis .5 Internal Testing p =

= Emations Usabidlity

(3) Instruments:
~ = USE Scofe
* CPAIMS
= SAM

TOOLS USED (3} Child Correlation Findings:

4e0 = S

I Lisarring Ueahiass . r=0.47

DISCUSSION

] cores were mostly high, while pressure wos lower
FUTUHE wnn“‘ 1) This suggests children responded P-us’,r and

* Conduct reliability did not feei too tense or stressed during gamepiay,
testine
el (3 Admins rated the system positively, suggesting
Coflect broader = that it was practical and manageable for HPC usa
demographic data
SRR, et . Usefulng sitively refated to mr-ct
i”d"’f"“ wider age (3} and enjoyment, .r?qnsrm children were more
ange engaged when they felt the game is easy ta follow
Shorta ROarate
HIOFSN. S APONNe T-test showed slight differences In ease of use and
ease of learning. This may .:Jg?i"tmln found it
iz easy to use whila males felt more confident

learning it.
T

CONCLUSION f-r ACKNOWLEDGEMENT
{ i

Healthy Worlds wos suct ully developed to L om daaply grateful to my UTB
support children's physicol octivity  through ‘i-.E' supervisors for their guidance, trust, and
gameplay, Findings suggest it con make health - ocademic support. Also HPC for their
education more fun, with fulure improvements ""i support and cooperation  throughout
on mane gome levels and wider evaluation =—==  this Copstone Project

Healthy Worlds is an interactive 3D motion-based Exergamw_ evelapafd far‘tl‘;je Health

e o = 'J_____ it

Galleria at HPC to promote physical activity and health ‘g%ﬁjcfa-tmn arnong y'ehitdren aged

x.-, e ..-:-

6-12. The project addresses childhood obesity and Sedehﬁ‘ﬁﬂ"behawﬂur by providing an

o Lot

engaging alternative to traditional passive health educaﬂmﬁ_ﬂsmg a 3D depth-sensing

camera, children interact with the game through full- bD@Mments while participating

The e i
i ,..-,_.A..-.

in interactive mini-games that reinforce important heﬁhﬁ"messages The project also

evaluates the exergame's usability, children’s mntwahd&lﬁb‘h’hrds physical activity, and
ket e
emotional responses during gameplay, alongside usabll{hkﬂ'rqm the perspective of HPC

facilitators. Evaluation data were collected thrcugh“‘é;ué‘%tmnnalres and analysed
quantitatively. The findings showed favourable usability, high motivation, and positive
emotional responses, demonstrating the potential of motion-based exergames to enhance

health education and encourage healthier, more active lifestyles.

|
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Reflection %

Healthy Worlds has demonstrated the potential of a 3D motion-based
exergame as an engaging and effective approach to promoting physical
activity and health education for children for HPC. By combining
full-body interaction with educational gameplay, the project
successfully addressed its objectives of developing and evaluating an
interactive exergame that enhances user engagement while
encouraging healthier lifestyle habits. The positive findings from the
usability evaluation, motivation assessment, and emotional response
analysis indicate that the system has the potential to support health
promotion initiatives within the Health Galleria and contribute to more

interactive learning experiences.

Beyond the outcomes of the project, developing Healthy Worlds has
been one of the most valuable experiences of my academic journey. It
was my first time working with a 3D depth-sensing camera, conducting
large-scale user testing with over a hundred students, and applying
various research, development, and data analysis techniques. Above all,
| am grateful to Allah SWT for His guidance and blessings, and |
sincerely thank my parents, siblings, friends, supervisors and HPC for
their unwavering support and invaluable guidance throughout the

development of this capstone project.
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My name is Bazilah Syazwina, and | am a graduate with a degree in Digital Media,

majoring in Game Development. Thmugha‘ut my stu&iés. I-'ﬁad the opportunity to
explore different aspects of dlglta[ madla. ;::artifc:l..rlalrlyr gama develnprnent and game

;a-u.l_-

demgn | also galnad va[uahie expennnm ln dﬂuslnpmg garnes and creatlng poster

aﬁﬁﬂlustrﬂtoh*and Elender. .Thasa tnals have supported

JJ'I"I-I.-/# I- I' | ....-....-,_,_,-
""f -r'H

[T
™ -

1 § A

o R
'y S

; Cur;"'ibll"'IE creatlwty wnth funt;trnnallty, ensurlﬁgtﬁat asach pruject not nniy looks good
but also functmnal and engagmg :

-+ wh- . *‘m _-'TJ"'.' eh =i

$ I-ﬁalth Prnmgﬁnn Centre (FWC} Brunei is a gwernmant agency established in 2008
. . t:p‘:pmmnte iﬁalthy |festy]éﬁ prevent Nun—Cnmmumcable Diseases (NCDs), and
i _@: -'”»u.“ v : u:::mduct healﬁn educatmnnfgampargns When visitors, particularly students from

Iﬂ-ﬁderganerﬁ@ secondarﬁﬁchnol wait to enter the Health Galleria, HPC typically
¥ i : E{mwdes smrigle actwttles ;uch as colouring books and pre-recorded Zumba
=@ — '“émnﬁtfhis‘_pmm jumg j_éd complement these activities with creative, interactive
: pra;ector—based games that pruwda a more dynamic experience through

@ exergames.

'_l'he main objective is to promote health awareness through play and encourage

———

physical movement without requiring additional equipment. The exergame
teaches children aged 6-12 about healthy and unhealthy food choices while
encouraging physical activity. Overall, the project demonstrates promising
potential as an engaging tool for promoting healthier lifestyles and active
behaviour among children.



Smart Move Smart Food presents an exergame, using a 3D camera sensor to detect body
movement, for the Health Galleria at Health Promotion Centre (HPC), Ministry of Health
(MOH), Brunei, where the the game include the character, Oyen. The aim of this project is to
create an exergame prototype that encourages physical activity and promoting both
healthy and unhealthy food awareness in children.

Exergames are defined as digital games that require bodily movements to play, stimulating
an active gaming experience to function as a form of physical activity. The players interact
with the game through whole body movements improving energy expenditure.

Using hardware such as a 3D camera (Orbbec Astra 2) to detect player movement and body
tracking as well as software such as Unity, Blender, and Canva, a functional exergame,
called 'Catch Healthy Foed! is produced while maintaining an engaging and visually
appealing experience. By integrating digital technology, Smart Move Smart Food
demonstrates how traditional approaches can be transformed into a more dynamic and
engaging experience, particularly in the modern era /

-~
.

Are you ready?

ki &

L ) bkl Py e b i el R

ABSTRACT

] This project presenta an exergame, using & 3D camara sensar to detect boady movement, lor the Heallh |
8 Galleria al Health Promotion Cantre (HPC), Ministry of Health (MOH), Brunei whare the game include the

B character, Oyen. The aim of this project is o creates an

o
T

METHODOLOGY

Children taday spend maore time Aequiremant
sitting becausa of excessive digital Gathering
entartainment, and traditional
health education often fails lo keap
tham interested, Exergames
provide & fun and angaging way fo
combine gaming with physical
activity, made possible through 1
easy-to-use motion tracking Implamant
technology Frototype

Design Protolype

Tesling

02 Protoiype
PROBLEM STATEMENT

¢ Lack of interactive educational
digital gamas for visitors at the
Haallh Gallaria at HPG, Brunai DISCUSSION
Children have limited access to
engaging indoor activities that
combine physical movemant with
heallth education

-
lm

User Engagement

+ The game showsd modorate usor
angagamant, with soma replay potantial
But participants may not consistentily
maintain interesl.

0 3 Effectiveness of Physical Activity

Develop a real-time, mini
exergame that leaches children
aged 812 about healthy and
unhealthy lood choices while
promoting physical activity.

04

» Promote health awarenass
through play.

+* Encourage cardio-based
movemant without equipmeant

¢ AESess user ongagement and
SYStam response

# Davelop a lunctional protolype.

UTE Supervisors:
Dr, Pg Hj Azhan bin Pg H| Ahmad
Dr Ahmad Elaklouk

Host Supervisor:
Hajl Mohammad Firdey Hazarullah bin Hajl Md Zain

In canclusion, this praject will
sarvas as an essenlial role in HPG
1o Inmtegrate teaditional approaches
inlo inleractive digilal approach, It
demansirate how interactive
digital game basad learning using
a 3D camara and mation-based
movement halp In educating and
encouraging physical activity while
premoting healthy and unhoalthy
food awarenass in ehildren

09

Administrator. (2023, Jung 14}
Exargame. Exergame.
emiaducaticnal-
gs-for-Kids-of-all-ages!

Holodynskl, M. (2002). Milgslones
and Mechaniems of Emotional
Develapmant. In: Markewltsch, H.,

| Rdtiger-Rissler, B. (eds)

Emotions as Bio-cultural
Frocesses, Springer, Mew York,
NY.

hitps.in 1rg/ 1010079 T8-0-387 -

08546-2 7

Ministry of Health Brunei
Darussalam. (2021}, Brunei
Darusasalam multiseclioral action
plan lor the prevenlion and cenlrol
of noncommunicable diseases
{BruMAP-NCD) 2021-2035.
Ministry of Health Brunei
Darussulam,

Hamann, M. (2025}, Meolion

Tracking definition and

description. Thespatlalstudio.de.
enr-
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Bachelor of Science (Honsg) in Digital Media
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Reflection

This project provided valuable experience in combining creativity with digital

media strategies to produce an engaging exergame. Throughout the
development process, | enhanced my skills in game development, integrating

body tracking, and graphic design while gaining a better understanding of

i g Behance

One of the key lessons learnt was the importance of maintaining a consistent
visual and engaging experience that aligns with HPC's objectives. The project

also strengthened my problem-solving technique, time management, =

teamwork, and communication skills, especially when refining ideas based on ¥ L j
feedback.

Overall, this experience increased my knowledge and skills and taught me the
importance of being consistent throughout the development process. | also
felt satisfied and proud to have successfully developed a functional project,
demonstrating how technology, game design, and user-centred research can

be combined to create meaningful health solutions.
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Project:

-
U Disaster Dashboard Prototype
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o Designing aninteractive NDMP

PR PR B B R T i b

T A— Disaster Dashboard prototype e

Irmu-.uumu

1. ABSTRACT 2. BACKGROUND 3. METHODOLDGY o rrboncn

| =

This project focuses on developing a protobype interactive The National Disaster Management Centre ! —

dashboard for " 2 Mo (NDMC) was established in 2006 and is the bead ;i_-_‘_hm
maﬂenp&ment |:l :Hsa. x 3| agency for managemant of nationwide disasters.

a This agency is administerad by the Ministry of e

Home Affairs and s as the national focal poing -

stakeholders ang DCC ;-:r-;rlrt Ak ﬂt-tl.‘\.l refing
Y mavigation, dnd overall us y of the proposed

for the ASEAN Commitlee on Disasier
maragement (ACDM) ensuring that Beunei S
safe and resifient Lo disasters. The main duty of
NDMC s disaster risk meguction by forming a
policy and strategic plan and framework 85

provided in the disaster management onder

2006,

nigracive prolotyping, iy
flerative refingrment Mdﬂ on 'E'.‘\'Ibé- k.
Evaluation was conducted wsing group testng
and an observalion-passd usabilty testing
method imabing key
personnel

The Natural Disaster Monitoring Portal (NDMP) is a di :
centralises NDMC's digital platforms for monsmnrmdlctmn, ev"ac:uatlon -zone
management, and inventory management. By bnngmg%mfunctmns together in one

system, the portal aims to support the timely cc#ﬁ'ﬂmn and deployment of

disaster-management assets, including those from & runei Fire and Rescue
e Department (BFRD) and the Royal Brunei Armed Farcesm. while reducing the need
i e to rely on multiple digital platforms for communication andfm@nagement.
re

s T

As the front-end designer for this project, | focused on % the dashboard interface
minimal and functional to ensure that critical mforﬁ'ﬁan could be easily read,
understood, and identified in time-sensitive situations. EI:~..F ‘applying principles from
Emotional Engineering, | was able to organise the dashboard in a clear and intuitive

manner, with the aim of reducing cognitive overload for Disaster Command Centre
personnel.

1
C==

Group testing was condpcted to evaluale the
Lﬁ.!rlll' and LT‘;E EI'!'K.I'J veress of the dashibaard H.'«.I_ i Il{.lpdl'l 5 It;hrrj‘ll.rd ‘h.1l: l..l.n.-l ll.crlhl;:- I.i,',.u
o inberact shruc uitive, allowing for esze of na-m‘u:m acros different sections of the systerm, The categorisati
ting through info !m through multiple tabs was considered effective in improving user understanding and reducing potential
vere also tasked oriusion when aocessing different bypes of data. Participants aléo noted that the consstent use of @ thematic colour

for disasters, interpeet the cons. L4 schems, along with wel-designed iconography, enhanced visual recognition and improved the readab

feedback on the layoutand the | |  information displayed on the dashboard. Overall, the design was percedved &5 visually coherent and sultab!

v ol information. ) operational Lse within & disaster management context:

v
e L
--L\..r-v,wu
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T CONCLUSION | 0. ACKNOWLEDGEMENT

This praject successfisty developed a prototype Tabbeau, (2024), Whal is a dashboand? A complele I would Lo thank the almighty Allah Subhanahu Wa

i e e P
g el
e

Interaciive dashboard for NOMC to impnoee the crverview. Tableau, hIps: ) weawy tableay.com)- Ta'ala Tor this opportunity to befter mysall and lor the

monitcang and management of deaster-related
Infoermatian in Brine, Through research, user-centrid
diesign, and Resatve development, the NDHP

ﬂtm:murrv.‘.d b effectve interface  desgn can |
ty, navigation, and |

lth sion-making for DOC stalf and cla“:h:uﬂf-
Despite challenges sudh as Emited time and changing
requirements, the project provided valuable

dashbosdwhat-s-dashboard

National Disaster Managament Center, [2025).
Disaster managermeant strategic poficy framewark
{vicd, 1,

How Visual Communication Enhances Usability in
UL Dresign, (2025). Inonhack.com. hitps:/fww-
w.inonhack.com/gbybhog how-visual-communica-
tion-enhances-usability-n-ui-gesign

work experiences that [ have recsved from the

HNational Detacter Management Centre (NDMC), 1

wiould akso fike 1o thank Mohammad Syuaib Mazin bin

Mohammad Rusdi, a fellow UTE intern who 1 work

with dosely during the project & he is the backend

developer developing the actual dashboard with my
guidance as a designer.
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" exparience and establshed a strong foundation for
| fuure implementation and further development. )
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= Reflection

This project provided valuable experience in incorporating emotional @

design principles into time-sensitive applications. Throughout the

development process, | was able to enhance my skills in graphic

design and research methodologies while gaining a better

understanding of client preferences and needs. Beh a nce

One key lesson | learned was the importance of maintaining a

consistent visual identity and creating content that aligns with the AR

.........

brand's objectives. The project also strengthened my .. : — 4
problem-solving, time management, and communication skills,

particularly when refining ideas based on feedback.

Overall, this experience increased my confidence in producing
professional digital media content and demonstrated how creativity,
strategic planning, and technical skills can work together to achieve

effective communication and support organisational goals.
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P Breathing life into Heritage:

Gamifying Archiological
Exploration for Museum
Installations

Maritime -
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My name is Nuri‘;gn S

ﬁ‘nbﬂm

(Honours) in D@W e

Universiti Teknn ogi Brt

ket

across both the
digital illustration
state machines,

| am passionate abnut cnmhmmq §trung visual aasthetlcs wnth seamless
_"j?f;“_-_ : Human-Computer Interaectfz'd-"[ﬁtl?w ﬂ‘ﬁm&éﬁrﬂe— ‘and ‘user-friendly
iy experiences. This passion’ “fed to | rnm._tsa@s!:mp ‘project, -an interactive
archaeological kiosk game for the Brune: Maritime Museum. Thruugh my
: et work, | aim to create _dl_gltal-_axp.erlences ‘that are visually engaging,
i Vo mechanically stable, andeasytu use. PR

The internship aimed to modernize the museum’s educational outreach by
using interactive digital media. This involved developing a user-friendly
tnuchsé‘reeh I-Eiosk that connects traditional histarical preservation with

restoration techmques, whlle remaming aceessible tﬂ divera& 'eiﬁ‘itoi's m&“”"
backend data collection system was. also mcurpurateﬂ “to track visitor
engagement, replayability, and educational retention. Ultlmately, the project
sought to transform passive historical observation into an active, memorable,

~and accessible learning experience through garne develnpment and intuitive
UI/UX design.
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The Interactive Brunei Shipwreck Kiosk is a digital media capstone project developed
during an internship at the Brunei Maritime Museum’s Archaeology Department. It aims
to gamify historical education by transforming traditional static exhibits into an engaging
and accessible touchscreen experience focused on the history of the Brunei Shipwreck.

Developed using the Godot Engine, the kiosk includes a visual novel-style introduction, an
interactive central hub, and educational minigames. The project emphasizes HCl and
simplified UI/UX design, supported by custom 2D illustrations and touchscreen

interactions to create an intuitive user experience.

The kiosk also features a backend data collection system and high-score tracker, allowing
the museum to monitor visitor demographics, session duration, and engagement
through automated CSV exports. Overall, the project demonstrates how game design and
UI/UX can transform passive observation into an interactive and memorable learning
experience.

Uncovering Brunei:
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Abstract .,

1hhprnh'ﬂdm1lnlh-nhdumﬂminlmwl-ﬂ ~Fidelity Famatinnal
MNP moscwm  installation - designed ﬂe een aged 800 12
1rmﬂllﬂlr‘_ﬁ1‘| @ shalic h.lurlql ru::rql i3 q il ol
archacilagical comervation, the progect uribizes the Gaodist 46 e fis e reale
r:lﬂipuﬂe educational mimgamsce, The scope prioritioes 3 crash-

et-based siftware architecture eguippssd with pelaest backereond dats
calleetion for museum sl providing o stable digital fndation G i
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Developing the Interactive Brunei Shipwreck Kiosk was a transformative
experience that bridged the gap between academic game development and
real-world interactive application design. Throughout this capstone project, |
significantly advanced my technical proficiency in the Godot Engine, specifically
in programming state machines, developing responsive touchscreen interactions,
and implementing backend CSV data collection. More importantly, this project
deepened my understanding of Human-Computer Interaction (HCI) and the

necessity of prioritizing intuitive user experience over overly complex game
mechanics.

One of the most critical lessons | learned during this internship was the
importance of strict scope management and iterative development. Early in the
project, | encountered the common development pitfall of scope creep, which
eventually required a complete structural rebuild of the core minigames to ensure
software stability. By taking a step back, consulting with industry professionals,
and returning to fundamental UI/UX wireframing, | successfully pivoted to a
simplified, highly accessible design. This specific challenge ultimately
strengthened my problem-solving abilities, project management skills, and
resilience as a solo developer.

Overall, this capstone project strengthened my confidence in producing
professional and reliable digital media. It demonstrated that thoughtful aesthetic
design, rigorous technical execution, and strict scope management must work in
tandem to create an interactive experience that effectively educates and engages
a public audience.
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This project pushed me well beyond my core comfort zone as a digital
media student. Coming from a media background rather than a game
development background, diving into 3D modeling, interactive
mechanics, and virtual reality presented a steep technical learning curve.
However, | chose to take on this challenge because | strongly believed the
Brunei Darussalam Maritime Museum needed a modern, immersive

experience to effectively engage younger audiences with local history.

Navigating this unfamiliar territory allowed me to bridge the gap
between media design and interactive technology. Throughout the
development process, | sharpened my problem-solving and adaptability
skills while learning how to apply constructivist educational principles to
digital media. Ultimately, stepping outside my traditional discipline not
only boosted my confidence in handling complex interactive software
like Unity and Blender, but it also reinforced my passion for using creative

technology to make cultural preservation meaningful and accessible.
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The capstone project involved developing a 3D animated safety briefing video for the
Brunei Energy Hub Dermaga Diraja Gallery under the Department of Museums. The
project followed a structured production process involving data collection, scriptwriting,
storyboarding, audio narration, 3D modelling, animation, and video editing to create an

informative and engaging safety quide.

Industry-standard software was used throughout the production, including Blender for
3D modelling and animation, Adobe After Effects for motion graphics and visual effects,
and Adobe Premiere Pro for video editing and final composition. 3D animation was
selected to overcome the limitations of conventional safety materials, such as static maps,
diagrams, and verbal presentations. By presenting realistic environments, multiple
camera perspectives, and simulated evacuation routes, the animation improves spatial
awareness and makes emergency procedures easier to understand while supporting
audience engagement, information retention, and decision-making during emergency

/

situations.
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g8 Reflection
'( The capstone project provided valuable experience in applying 3D

animation techniques to create a realistic architectural safety
briefing for the Brunei Energy Hub Dermaga Diraja. | strengthened
my skills in 3D modelling, animation, video editing, and audio
integration using industry-standard software. | also gained
practical experience managing the full production workflow, from
data collection and storyboarding to scriptwriting, narration,

animation, and post-production.

Beyond technical skills, the project improved my problem-solving,
time management, and attention to detail. It also strengthened my
understanding of how 3D visualization can communicate complex
safety information in an engaging and accessible way. Overall, the
project broadened my digital media knowledge and increased my
confidence in producing professional-quality 3D animated content

for real-world applications.
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VR Sandbox for Education is an educational d'igital media project that develops a
no-code, configurable Virtual Reality (VR) sandbox to reduce technical barriers in

immersive content creation. Designed for higher education at Universiti Teknologi
Brunei (UTB), it allows educators and students without programming or 3D

modelling experience to create and customize interactive 3D learning spaces.

Built using Unity 6 and OpenXR for PC-based VR headsets, the platform combines a
2D desktop editor with immersive VR interaction. It supports pre-built interactions
and dynamic importing of GLB models, images, videos, and PDFs. The project
demonstrates how configurable VR environments can support experiential

learning, architectural visualization, and interactive presentations.
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Reflection)+

This capstone project provided invaluable experience in bridging
software development and digital media creation within an immersive
technology framework. Throughout the project lifecycle, | deepened my
technical expertise in XR development using Unity 6, OpenXR, and
runtime asset pipelines, while sharpening my understanding of
User-Centered Design (UCD) and formal wusability evaluation
methodologies. Balancing technical ambition with time constraints
required crucial scope adjustments such as refining core runtime features
over complex save/load infrastructure which provided essential hands-on
experience in agile project management. Ultimately, this project
reinforced my ability to translate technical challenges into user-friendly
digital tools that make interactive spatial content accessible to

non-technical creators.
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School Of Computing and Informative [Digital Content Design)
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Educating the public about human-
monkey conflict, monkey behaviour and
safety awarenoss while prometing
coexistence between humans and

) wildlife
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planning (Pre-production)

Design (Pre-Production
and Production)

Implementation
[Production)]

Human and Decroaso in L
Verification and testing

attention engagemeant
|post-production)

Maintenance (post-

production)

Identifying main couses of human-monkey

conflict and how to handle them

Analysing the role of animated explanatory
videos in delivering wildlife awareness [ISirongly agres Agres [l Neutral
infermation
Evaluating the effectiveness of storytelling
and sound design in conveying the message

| Effectiveneas of the animated

explanatory video Hbizsagree [l Strongly disagroo

2. Influence of starytelling CONCLUSION

inaudience understand and

engagemant ol i Hybrid explanatory animation can |

3. Effectivencss of hybrid _ ik effectively promote wildlife aoworeness A7
animation y o ; and audience engagement. = e
s 2

RESEARCH
QUESTION

A

o
I
A T -

b my

e gl o 5 B
e

aboration
with the Wildlife Division, Forestry Department, to & about

human-monkey conflict in Brunei. The project educates &

impacts of human-monkey interactions, as well as ap

educational information in a memorable way. Developed Using Blender, Adobe After
Effects, Adobe Premiere Pro, and Adobe lllustrator, the project demonstrates how
animation can support environmental education and wildlife conservation awareness.




E;"Ml!eﬂe:ction 4

* Developing Monkey OH Monkey was one of the most meaningful and

k rewarding experiences of my academic journey. Creating the project
entirely from scratch required extensive time, dedication, and
perseverance, from the initial concept to the final animation.

Throughout the production process, | encountered numerous technical
challenges that demanded patience and continuous refinement. The Beh a " ce
constructive feedback provided by my supervisors and the Wildlife
Division team was invaluable, as it guided each stage of development

and helped ensure the quality and accuracy of the final outcome. {,1_;";.'

The most fulfilling moment was seeing the animation presented to the

public and witnessing the audience enjoy and engage with the work.

Adding a puppet show-inspired paper-cut animation style to the

explanatory segment became the perfect finishing touch, making the
animation both engaging and entertaining. Overall, this project has not
only strengthened my technical and creative abilities but has also
deepened my passion for using animation as a powerful medium for

education and public awareness.




@& 2D Motion Graphic: Wildlife

Division Introductory Video
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Wildlife Division Introductary Video is a 2D motion graphics and infographic animation
developed to introduce the roles, responsibilities, and conservation efforts of the Wildlife
Division in Brunei Darussalam. The project was created to address the lack of engaging

introductory materials used during public awareness programs.

The video combines motion graphics, illustrations, narration, and visual storytelling to
present information in a clear and easy-to-understand format. It highlights the division's
organizational structure, key responsibilities, wildlife conservation initiatives, and public

services while promoting greater awareness of wildlife protection and conservation.

Developed using industry-standard software such as Adobe After Effects, Adobe lllustrator,
and Premiere Pro, the project applies design principles to improve audience engagement
and knowledge retention. The final product serves as an educational resource that can be
used by the Wildlife Division to introduce its work to students, visitors, new staff, and the
general public, making complex information more accessible through creative digital
media.

2D Motion Graphic

Wildlife Division Introductory Video

Nuraida Matashya Md Shahrom (B20230318)

Dr. Ahmad Elaklouk

SCI CC Digital content { Major in Creative Computing)

Development of an S8-minute 2D
animated Introductory video for the
Witdiife Division in Brunai Darussalam,

The animation combines molion graphic,
infographic visuals, animated typogra-
phy, narration, and sound design.

The project aims to develop 20 anima-
tion that eflectivaly communicales infor-
mation about the Wiidiife Division

information Is commonly presented

through texd-basad materiala such as
presentation slides, banners, posters
and cthers. While these methods are

informative, they may not always
effectively maintain audience atten-
fion, especially when presenting
large amounts of nformaltion.

() To infroduce the Wiidide Division and its |

rokes and responsibilities through Motion
graphic animation, .

) To simplity intormation about the Wildlife |
wision into an easy-to-understand :
format for the audience. '

(3 To design and davelop an Motion :
1

1

Graphic animation using visual
storytelling to enhance audiance
understanding

g :

ey e Ll e s J

U
.h.‘

:
g

Result & Evaluation
Pre-Production

1 The animation successiully achieved
o : its main objectives basad on audience
Pruductiun L ENEY TE e
: : Most respondents were not highly

i familiar before watching the animation.
: After watching, respondents reporied a
i better understanding of the Wildlife

' Division.

: The findings suggest thal the animea-

1 tion effectivaly improved audience

| awareness and understanding.

Before watch
the animation

After watch
the animation

Typography Ta tvdicr ocillerts ol baan v ol s oot
animation i i 1w e e i o ok

R Wildlife Wikdlite Division mainly delivered its
THemad K information with static rnatun?l

Wisual Making a strong first impression by
| Elements conveying the division's objectives and

parsonality in a concise visual format

on Youtube!
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Developing the Wildlife Division Introductory Video was one of the most
k valuable learning experiences throughout my degree. The project challenged ﬂ

me to combine creativity, technical skills, and communication to transform {;&

detailed information into an engaging and easy-to-understand motion graphics

video.

One of the main challenges was organizing large amounts of information while B eh a n ce

maintaining visual appeal and audience attention. Throughout the process, |

improved my skills in motion graphics, video editing, illustration, storytelling,

and animation by refining the visuals, pacing, audio, and overall presentation b L ol LS,

based on feedback from my supervisor and the client..

The project also strengthened my proficiency in Adobe After Effects, Illustrator, T —
Premiere Pro, and Blender, while further developing my project management,
problem-solving, communication, and time-management skills. Working with
the Wildlife Division provided valuable experience in understanding client

requirements and adapting creative solutions.

Overall, this project increased my confidence as a digital media designer and

reinforced my passion for creating meaningful content that communicates

complex information effectively.
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MOHAMMAD NORHAFIDZULLAH BIN
HAJ MOHAMMAD MALEK FAISHAL

Frame by Frame is a five-minute narrative promotional short film developed as a
capstone project for the Creative Media program at King Mongkut's University of
Technology Thonburi (KMUTT). The film follows the journey of a final-year Creative
Media student who struggles with creative pressure, self-doubt and the constant
comparison to peers who appear more confident and accomplished. As the
student becomes increasingly overwhelmed by expectations and uncertainty,
moments of reflection gradually reveal that personal growth is not defined by
perfection, but by the willingness to keep moving forward despite challenges.
Through cinematic storytelling, refl ective voiceover and carefully composed
visuals, the film presents an authentic portrayal of the emotional experiences
often faced by students in creative disciplines. At the same time, it subtly
showcases the collaborative learning environment, facilities, and creative culture
of the Creative Media program, making it both a narrative and promotional piece.
By combining emotional storytelling with visual aesthetics, Frame by Frame aims
to create a meaningful connection with prospective students, encouraging them
to understand the realities of creative education while inspiring confidence in
pursuing their own creative journey. \
/
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UNIVERSITI TEKENOLOGI BRUMEI

NARRATIVE PROMOTIONAL SHORT FILM - FRAME BY FRAME
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¥ Reflection St

Frame by Frame successfully achieved its objective of portraying the creative {B
struggles and personal growth of students through an emotionally relatable

narrative. Throughout the project, continuous feedback and refinement

strengthened both the storytelling and technical execution, resulting in a more B e h a n ce
focused and impactful film.

The experience provided valuable learning in cinematography, editing, =

voiceover delivery and visual consistency, while also developing ; L-'.':-fll 4 )
problem-solving, adaptability and creative confidence. More importantly, the
project demonstrated that simplicity and thoughtful storytelling can create a
stronger emotional connection. Frame by Frame represents not only a
completed short film but also a meaningful learning journey that will support

future growth in filmmaking.
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media as an effective platform for

loneliness

ppalpmt uv%mézm FROJEGT ST

The project followed three major production
1
This project presents the development of & phases:
narrative short film aimed at ralsing awareness

of depression among university students ard PRE-PRODUCTION

HeUpg R neal. liaig Suisuad : storytel o, m_ﬂ_u_”__._ﬂ._.ﬁ_uz FILMING SIS DRAL-CAMERA SETUIP, LIGHTING

IV PRODUCTION
symbalism, and emotional narrative techniques, ﬂ_._hmmm & CIMEMATOGRAPHY ACTOR DRECTION

tha fitm explores fthemes of loneliness, PUST PRODUCTION

self-doubl, and emolional isolation. The project
emphasizes empathy, early symplom
recagnition, and nelp-seeking behavior through

a relatable and psychologically driven story B FINDINGS / RESULTS

28 survey respondents participated, Although awareness of depression exists. many
individuals still struggle with emotional expression and help-seeking behavior due to

BACKGROUND stigma and fear of judgmant.
2.1% BELIEVED FILNG ABE

EFFECTIVE FOR RALSHOE MIENTAL

Depression has become an increasing mental 407 FOUND IT NFFICULT
. o SEALTH ARARENESS

T0 EXPREES THEIR . 45 7% REPORTED
health concern among young adults in Thailand, FEFLIES DEENLY S —

Although awareness campaigns exist, mary VERWHELI DEPRESSION 5 CanmiN | BETRAF

AN STUDENTS RESPOMDENTS WERE

lack emotional engagement and relatability. UNIVERSITY STURENTS

This project addresses the gap by using B DISCUSSION

The 1 " t that wh 55 of slon oxists, i
A eatie: ke o prasatEn Trbains @ lindings suggest that while awareness of depression exists, smotional understanding and cpen

communication remain limited. The use of visual storytelling and symbolic elements, such as the

struggles of depression through a visually : : ) i
doppelganger, halped create a more immersive and relatable representation of internal psychological

immersive and emolionally impactful approach struggles

ABDUL WAFI BIN ABD RAZAK - B20230244 - DIGITAL MEDIA [DIGITAL CONTENT DESIGN)

CONCLUSION

The project successlully demonstrates how
narrative filmmaking can be used as an
affective teol for mental health awarenoss
Thraugh emotional storytelling and symbalic
represantation, the short film encourages
empathy, promoles awareness, and supports

early help-seeking behavior among young

REFEREMCES

Davis, M. (i983) = Empathy Thoory

Green, M. {2000) — Marrative Transportation
Theory

Kongsuk et al (2017} — Depression in
Thailand

MecCann et al. (2015) — Emotional Support &
Mental Healih

Pruksarungruang & Rhein (2027) — Mental
Health Stigma

SUPERVISOR INVOLVED:

B Chakrapipal Assawaboonyalert
B Dr Azhan Ahmad
B Doonina Salleh

SPECIAL THANKS:

B Supaktra Yutthapanborriparn

adults,

8 Manuschanok Kahatoop

B Aunyamanes Suthaweesup

B Md Morhalidzullah Hy Md Malek Faishal
¥ Mohammiad Bacil Wajdi Bin Haji Razali
B All Crew Member Invatved




Ve

.
+

Reflection

This project provided valuable experience in applying creative and
technical skills to produce a short film focused on depression
awareness. Through the development process, | gained a deeper
understanding of how visual storytelling, symbolism, cinematography,
and sound design can be used to communicate complex emotions

effectively.

The project also improved my skills in planning, teamwork, time
management, and problem-solving throughout the pre-production,

production, and post-production stages. Despite challenges such as

limited resources, scheduling conflicts, and communication barriers, |
learned to adapt and find practical solutions to complete the project

successfully.

Overall, this experience enhanced my filmmaking abilities and
strengthened my understanding of digital media as a powerful tool for
social awareness. It encouraged me to create meaningful content that
not only captures attention visually but also delivers a positive impact

on the audience.
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Beyond Words is a five-minute cinematic short film produced as my final-year capstone
project during the ExperiencePLUS programme at King Mongkut's University of
Technology Thonburi (KMUTT). The film explores the emotional journey of an international
student navigating a foreign environment, focusing on language barriers, anxiety, and
social isolation. The story follows a Bruneian exchange student and a local Thai student who
overcome loneliness through a meaningful connection. A Bruneian 50-cent coin and Thai
10-Baht coin serve as symbolic bridges for communication.

The production applies Don Norman'’s three levels of emotional design: Visceral, Behavioral,
and Reflective. Cinematic technigues such as the Kuleshov Effect, camera framing, and
colour grading were used to guide audience emotions. The project utilised professional
DSLR equipment, while editing and sound production were completed using Adobe
Premiere Pro, DaVinci Resolve, and Audacity. Audience testing and survey feedback
demonstrated the film's ability to evoke empathy, warmth, and cultural understanding.
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= Reflection

K

Working on my Beyond Words short film at KMUTT was a learning
experience that bridged creative filmmaking and academic research.
Throughout production, | improved my social and technical skills in
cinematic framing, lighting, and post-production using Adobe Premiere
Pro, DaVinci Resolve, and Audacity. More importantly, | learned to apply

Don Norman’'s three levels of emotional design to create audience

empathy through visual storytelling without relying heavily on dialogue.

A major lesson was adapting to real-world production challenges,
including recasting the lead, unexpected weather delays, and language
barriers with the Thai crew. | overcame these challenges by acting out
scenes, demonstrating camera angles, and re-sequencing shots during
post-production. | also learned to refine inconsistent outdoor audio

while maintaining the story's emotional flow.

Directing a film abroad pushed me outside my comfort zone and
strengthened my confidence as a digital content creator. The experience

and cultural connections will influence my future career.
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NURLLIZZAT BINTI EHSHAM ISKANDAR (B20230064)

UTa CAPSTOME PROIECT 2026
P ESe [HONS) I DOGITAL MEDIA
[WANIR 1N GAME DEVELOPMENT)

1his project develops a 20 digital twin of KMUTT'SSIT and LX Bulldings for the MANGD metaverse, enabling users
wo-exphore and interacl wilh campus epvironments through real- time simualatien

1.PROBLEM STATEMENT 2.0BJECTIVES J.METHODOLOGY

Traditional campus maps are Deverdop &
limited to 2D representa of the SIT au-J L hmldmh
| within the MANGO metaversa,

Ensuri
Reference n 5 v Uity Teat

through precise 30

Collection Modelling Integration  Eval

muodelling,
{Blender) Development

or inferact with campus

) ervtronments,  especially  in - : =
. ki ¥ Optimize 30 assets to
remote contexts I t ’

within the system, TOOLS USED
Exsting  systems e

A tryerdy I f Implemant 1 g
' for immersive digita! twin 10 support an @ blendEr ﬁ unlty
applications IrmirmeTs e \lrlur:I eperience,

4. DEVELOPMENT PROCESS

4.1 KMUTT BUILDINGS 4.2 COMMON ROOM 4.3 UNITY
MODELLING ., DEVELOPMENT 1 INTEGRATION

Bath buildings wers de ' | The focus was refined to the e A0 Fusels were
sl on site references | o achieve Ly with interaction, navigation,
to establish the overall structure, higher detail and realism. and wisual enhancements.

SIT Building

4.4 DIGITAL TWIN
IMPLEMENTATION

Ervironmental  data  such  as

v were simulated within
the virtual envirosment

5.TESTING & EVALUATION 6.KEY FINDINGS

. t ocal MANGE f ework, = Hystem 1y i local ervironment.
» Mavigation and Ui functions ! . al b behaviour demonstrated,

+ VR browser inlaract 8 . dentified [WebGL),

19

This prni:ﬂ demenstrates the potential of digitnl twr in “:hnnlogy in
creating smart, interactive and data-driven campus envirenments. 99
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My Capstone Project, titled Developing 3D Assets fql_.‘-"ﬂfl“e MANGEthéverse A

i e ot

Study of KMUTT's SIT and LX Buildings, was completédi@dlting my ExperiencePLUS

R B e et

internship at King Mongkut's University of TEEhnD|0mﬂbUﬂ (KMUTT), Thailand.
The project aimed to create detailed virtual repllcagﬁ*%lvarsny buildings for a

metaverse platform, allowing users to explore reahs%%&nwmnments instead of
relying on traditional 2D maps. Using Blender an‘ﬂ»ﬁi&y. | developed the SIT
Building's 2nd Floor Common Room into an int Factive digital twin featuring
functional doors, realistic lighting, and data dlsplay;;:r:ﬁﬁo optimized existing LX
Building models for future development. One ma Egﬁhallenge was reducing
polygon counts while maintaining visual guality and realism. Through careful
optimization, the assets became lightweight and suitable for VR and future
platform deployment. Overall, the project demonstrates practical 3D modelling,
optimization, and interactive development skills while contributing to KMUTT's

digital innovation initiatives.
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Reflection %

This Capstone Project provided an incredible opportunity to combine

my technical game development skills with architectural design to
create immersive digital spaces. Throughout the process of building
3D assets for the MANGO Metaverse, | greatly improved my abilities in
3D modelling, polygon optimization and game engine integration
using Blender and Unity. Working on a 1:1 scale digital twin taught me
how to balance high visual detail with strict performance budgets. This
ensured that the final environment is fully VR-ready and prepared for

future deployment. One of the most important lessons | learned during

my time at KMUTT was the value of technical problem solving. When
the 3D models became too heavy for the engine, | had to find creative
ways to reduce the polygon count without losing the realistic look of

the buildings. This experience also strengthened my time

management and ability to adapt to new software challenges. Overall,
this project increased my confidence as a digital media student and
showed me how interactive technology can truly transform the way

people experience educational environments.
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