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The Portfolio: An Insight to Creative Computing Projects was introduced in 2017
to commemorate the first intake graduates of Creative Computing Programme
Area. It is therefore my greatest pleasure to welcome you to the second issue
made by the graduates of the second intake of Creative Computing Programme
Area under the School of Computing & Informatics (SCI), Universiti Teknologi
Brunei (UTB).

This creative magazine dedicates to annually showcase innovative projects made
by the students which correlates with the main aims of the programme area. Not
only that, the magazine offers an opportunity to exhibit students’ fundamental
knowledge and skills that could potentially attract future employers. This could be
a good head start for us in the uprising competitive employment in Brunei.

Awang Muhammad Nagiuddin lhsan bin Awang Mat Japar
Bachelor of Science (Hons) in Digital Media
Creative Computing

School of Computing & Informatics
Universiti Teknologi Brunei




Under the School of Computing & Informatics (SCI), Creative Computing
Programme Area consists of two creative courses; Bachelor of Science (Hons) in
Creative Multimedia and Bachelor of Science (Hons) in Digital Media, that was
introduced in 2013 and attained accreditation from the British Computer Society
(BCS), the Chartered Institute for Information Technology, earlier this year. With
the current high demands in the creative industry, this programme aims to
bridge the gap by providing all-rounded students in creative skills to offer. With
this, it will not only help to train and nurture students, but also further polish their
knowledge in creative arts to be future professionals. Moreover, both courses
follows the rapidly growing technological advancements to ensure the skills
equipped to the students are relevant to current industrial demands.




iB ANIMALION
RT FIIL MS




)

Ady Majurinah binti Haji Majin

// Ady

When you feel like quitting,
think about why you started.

CONTACT DETAILS

ady.majurinah@gmaif:com
be.net/adymajurinah

Short 3D Animation:
Champie and Cricko

| have a passion in 3D animation for short
animated film or series, movies, live actions and
commercials. It is also my focus on TV production
to improve the country's entertainment that can
be aired at the nation's state broadcaster.

| enjoy doing it even though it is challenging. It
requires some skills to make the 3D objects to life
through movement. | need to be patient with
overall animation process. From doing this
project, | gain more knowledge, experience and
skills.

3D Animation Short /A A

[ ADY MAJURINAH HJ MAJIN

Samp&is

€
A short 3D animation between Champie(Chameleon) )
and Cricko(Cricket), Champie tries to catch Cricko as 6“&?’0“]’\.& S1'ud~a
best as he could. Unfortunately, many ways that he has y . g
attempted, not give o good result. When he wants to Euo&tfmnof- 3D Pmuun]‘wn

have a breck, there is some noise that

The evolution of 3D animation moves together with the
rapid development of computer technology. The invention of
CGl that can be installed in o computer bring o great view

disturbs him. Champie feels curious
and tries to discover where

the noise comes from. When he of visual and this contribute to the production of a good 3D

nearly reach his mission, animation performance.

something had happened to him.
Today, the 3D elements have been combines with the real

image. The application of blue screen usage make actor
can perform with carteon character through editing process.
This can be seen in “Avatar” film and many more.

3D Anirwation in filiw Industvy

Looking at the development

of 3D animation, it is
undeniably that is one of the

important elements in film

industry. 3D animation

brings the way movie
presented to end user to
a level where uvsers can

06 jectives
To develop 3D animation short film
that can grab audience attention.

To entertain people watching 3D
animation besides promoting geod value
to people especially children through 3D
animation story.

To find out if the viewers are

enjoy watching from the test

conducted that make them

possibly watching the animation
experience the things
which they imagine

in fantasy into reality.

from this producer.

Pnirmation Production Process
P}’e-ﬁ'oc{ucﬂon Storyline E$ Character Design I‘_:D Storyboard

fmd_ud‘iou Modelling (::> Texturing r_:> Rigging :D Animation l:> Lighting |::> Rendering
fost -froduction. Composite I:> Editing r_:> Sound Effects r:_> Music Background

futwre Works Conclusion

For the future, more scenes will be The 3D animation of "Champie and Cricko" is developed relies on humor,
added to extend the time length of the much like "Tom and Jerry". Most jokes are reachable, pleasant and
animation. Develop a great 3D enjoyable for more youthful watchers. 3D animation film is currently less
animation story with relevance sound being expose in Creative Productions and most of the TV production still
and music. focusing on film or drama rather than animation. Through this, it will be a

good chance that the 3D animation will has future in our country.

BSCM/02,/009/14
BSC(HOMNS) IN CREATIVE MULTIMEDIA.
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3D Animation Short A/ A

“ Rﬁ e Turn Signals

SGﬁM.q ‘ . - A 3D Animation Short

AUTODESK MAYA PHOTOSHOP PREMIERE PRO  AFTER EFFECTS

PROBLEM STATEMENT o5t
RESULTS BL[ ORE watchmg the wdeo e . . . _ . Abd u | M u’el N
' see - oaoge - 3 | specialize in videography and filmmaking. So | )
O was not really into 3D animation although it is bin Awang Yahya
Failure to use tun signals is now the l'l.ii'l 60 PARTICIPANTS  ~ S part of my degree programme. So | was basically
leading cause nf_acci;immmel.rs ALE |30 FEMALE | ® doing this to push my limits and uncover my kzaki
(Wit 20150 RS v g [ hidden potential. On the other hand, | really want // Pakzaki
18 AND ABOVE . - esl o
@ LICENSED DRIVERS : : s to encourage you people to use your vehicle's
AIM AFTER watchmg the video 2 s .
o N - it turn signals. ¢
ENCOURAGE @ 9% . A .
——— JS——— . Turn signals was quite an experience to develop My formula for success
\ TURN SIGNALS I fawarce Opinidn AT as | myself have limited knowledge and skills in 3D is a combination of
E I lange ctm S e B animation. But | really did not expect that | can passion and hard work.
| eventually do and finish this project, of course 97% of the time,
OBJECTIVES CONCLUSION — REFERENCE with the help of fellow lecturers, colleagues and it works every time.
my bestfriend "YouTube". To sum up, never be

Melwert, 1. |2Q12‘.].N<:\\\\Smd} Says Fai!m'lc To Use Turn Signals . afrald to try new thlngS

Is A Leading Cause Of Car Aceidents. [online]
Philadelphia. chslocal, com,

The project was able to meet the
objectives and it is proven that 3D
animation can be used to

DEVELOP RAISE raise awareness.
Engaging Video Awareness

CONTACT DETAILS

mMmuein904@gmail.com
be.net/pakzaki
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anah binti Julaihi

// Farh

You'll be surprised at how
strong you are when you
keep on having positive
thoughts.

CONTACT DETAILS
farh.02@hotmail.com

be.net/fa rhOan6A.

‘Speculative fiction is any fiction with suparnatural, fantastical, and fu-

turistic elements in it. It is “any fiction in which the laws' of that world
|explicit ar implizd] are differént than ours” [Neugebauer, 2014,

This project features a film thal carries the aforementioned genre. It ex-
plores a different aspect to filmmaking due to the incorporation of CGI
(Computer Generated Imagery). This project alsa assess my skitls. in
scriptwriting, 30 modelling, Visual Special Effects and Cinematography.

-

IMAND OBJECTIVES 4

The aim of this project is to produce a speculative fiction film that is re-
alistic appearance-wise, evoke positive emotions from the audience and
deliver an effective storytelling.

The objectives of this project are as follows:

« To publish a film that features locals acting in a Sci-FifSupernatural
setting. I

* To deliver a successful and convincing CGI. |

« To introduce/contribute & CG| film in the country. .
* To motjvate local filmmakers to preduce mavies of this genre in the
country, -

BACKGROUND STUDY & RESEARCH 4

Brunei film industry has the potential to grow. However, we greatly
lacked productions or publications that discuss about what could
happen in the fulure, an ideal world ta live in, fantasy-themed scenarios

and elements that utilizes fully of olr wide range of imagination g, Whyis

the idea of new scientific discoveries, new technologies and different
sopial system very favourable amaong all age groups?

Humans in nature, are imaginative creatures and we constantly live

through changes everyday, no matter how small, the end result will be
apparent and we will have to adapt to it. - ¥

=> CINEMATOGRAPHY
—» MONTAGE THEORY

* = TZVETAN TODOROV'S NARRATIVE THEORY

— CHARACTER ARCHETYPES

FARHANAH JULAIHI | BSC (HONS) IN CREATIVE MULTIMEDIA | BSCM/02/011/14

PRE-PRODUCTION
Seriptwriting - - = Storyboarding - « « Recee « - = Casling

BERC

PRODUCTION h
Filming - - - Voiceover Recording - - - 30 - Modeling - - - Rendering

B ]

POST-PRODUCTION
Compasiting = = = VFX = = = Editing = - - Sound Design

Speculative Fiction
Film: Here Again

Editing videos is a hobby of mine, so what's more
fun than doing what you like for a project?
However, the addition of CGl and VFX is interest-
ing yet challenging, and exploring this aspect of
film-making gave me the motivation to overcome
the project.

Creating a video is easy, everyone can do it.
However, the tasks involved are not to be
underestimated and they could still be very
challenging especially when you want to evoke
certain emotions from the audience. Doing the
project was enjoyable, but | had also gone
through many trials and errors during editing in
order to produce the desired result.

short Film .



ABSTRACT

A 3-7 MINUTE-FILM BASED ON A SPECULATIVE SCIENCE
FICTION STORY THAT WILL CAPTIVATE YOUR
IMAGINATION

OBJECTIVES

TO CREATE A SHORT-FILM WITH A SCREEN TIME
OF BETWEEN 3-7 MINUTES THAT WILL CAPTIVATE
THE ATTENTION OF THE AUDIENCE

T0 FOLLOW PROJECT MANAGEMENT, INCORPORATE
THEORIES ON STORY BUILDING BLOCKS, CHARACTER
ANALYSIS, CAMERA MOVEMENT & ANGLES, SOUND
EFFECTS AND VISUAL EFFECTS

—URUS

A\NSHORT SPEOULATIVE

Q0= =M

TARGET AUDIENCE

SAR ERR AR

GENERAL PUBLIG YOUNGER
GENERATION

PRE-PRODUCTION

DEVELDPING A GREAT STORY
SCRIFT WRITIND
STORYHOARD

CHARMCTER AMALYSIS
FLARNING & SCHEDULING
CASTING

FINDING LOCATION

—— ~FRODUCTION

EBLOCKING & REHEARSAL
BRIEFING

SETTING UP

ERSURIMG STAGE LME

ERSURME EYELINES & KEACRDOM. |

PLARNING & SCHEFULING

INTERNATIONAL
AUDIENCE

POST-PRODUCTION

IKFORTING MEDLR
SYNCHRQHIZING 50URD
TRARSITIORS & CUTS

VIDEQ ERITING TECHRROLES
SOUM ) EFFECTS

VISIIAL EFFECTS

) MODELLIRG
IMPLEMENTATION OF £51

Neurus:
A Short Speculative
Sci-fi Film

All my life | have been mesmerized with the
wonders of films. | define films as a gate way to
the improbable, a spaceship that transports you
to a different dimension, a world in the eyes of the
film makers. | wanted the audience to see the
world as | see it, endless possibilities.

| am not going to lie, the journey (of this project)
was not an easy one. Problems arose left and
right, however it taught me more than | could've
imagined. | have a new found respect for all film
makers.

Short Film 2%

Paul Michael
Corporal Marquez

// Paul Marquez

Quam bene vivas refert non
quam diu.

CONTACT DETAILS

margquez.paulmichael@gmail.com
be.net/bypaulmarquez
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Augmented Reality /4 A

ARCH

HIH NUR AMALINA BINTI H] ABD MANAF

Hajah Nur Amalina

pinti Haji Abdul Manaf

// Lina

Do something that makes
you happy, even if it means

you have to work twice
harder than the others.

CONTACT DETAILS

hanahime@gmail.coém

be.net/lephantsdhope

ARCH - Augmented
Reality Collection Hall

| wanted to create an object recognition AR
(Augmented Reality) application with 3D
animation to provide information through visuals.

It (the project) was really challenging but it was
worth the time. All the hard work going back and
forth with the design and implementation paid off
when receiving positive feedbacks from the users.

Augmented Reality
Collection Hall

ABSTRACT

BSDM/02/013/14

APRIL, 2018

The museum has many educational artifacts which represent Brunei but sadly lacked of attraction. Major upgrade to grab
visitor attention is yet to be implemented. Looking at this, in cooperating technology in the museum might be one of the
solution. We opt by creating an app for mobile device with Augmented Reality which can help cotnvey information more
effectively. In this report, we talk about the problems the museurn currently faced, where survey has been done through
guestionnaires and interview. In hope 1o solve the problem, we describe the propose sbjectives in implementing ARCH app
to the museumn. Features and interface design for ARCH are also included in this report,

OBJECTIVES

To Create wisual tour guides that are adaptable,
updatable and viewable without special devices {using
everyday mobile devices only). To develop a range of
animation for the artifacts. To implement Augmented
Reality that can recognize the artifacts. Providing
intarmation through visual and narration.

ARCHITECTURE

ARCH will be setup in the most direct way. Where user
only have lo scanned the selected ohjects and 3D
objects and animation will pop up right away as well as
narrated explanations about the object. Also, user will
be able to interact with the 3D object; rotating and

enlarging the object.
30§

r A

@ —]— 0 MODELS
L -
(ST RR ﬁ

CAMERA

ANIMATION

IMPLEMENTATION
ARCH has three main phases: (il Capturing target
object and converting them to Wikitude Target Object,
(i} Developing 3D Madel using Maya, and (i)
Integerating both the target object and the models in
unity using C# pragramming and wikitude prefabs.

ARCH is using a video bhased marker, or in Wikitude
terms Wikitude Object Callection or WTO, which will
enable unity to recagnize the abject during eperating
AR.

Object Tracker Script allows ARCH to instantiated
when the abject tracker finds what its laoking far.

ouTPUT

FEATURES

Augmented Reality

Wikitude have provided features like marker-less
tracking. So user can scan the object itself without
having to use tracking marker.

3D Animation

We will capture 4 artifacts from the Museum and
translate them lo 30 models which will laler be
animate to create compelling content for visiter to
enjoy during Lhair visil,

Videos and Narration

Aside from AR feature, we also embedded videos on
the history of the museum and same events related to
the museum in the app, Mot only that, narration while
using AR teatures will also be include to give
information on the artifacts.

\ o T

Lo

RESULT

Through the experiment we have conducted, it was
agreed that adding animation helps catching visitor
attention on the artifacts, Augmented Reality also
plays tha big role in catching the participants interest
during the experiment. Although the age range were
towards the elder user, they still can operate ARCH
and understand the information delivered,

&

FHIME

F
&
£

COIRTAY SOELEUSE EASE 0 L3

" -
References:
“Wikirude Suppart.’ (2185 Ry i | o idiokjsctizrgetguida himly praztize-Tor-ohject-targats, [Accessad -——
{45 Februsry 2012) -
“Wikitude Suppart.’ (2018), hrtpsieinwikitude comrsstemsl s ocidocumentation/studiadtergetmanage srenthtm dobject-targets, Retvisved (25 Fabruary 2078) -
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PROJECT

MOTIVATION

As picture postcard seems to be forgotten
through time and technology, it is no longer

something that travellers will buy. Hence, in
order to make postcard popular again, AR
postcards are made to provide an
enjoyable experience by displaying
pop up animation and sound.

OBJECTIVES

(1) To enhance the willingness to buy
the postcard,

(2) To increase the excitement while
viewing postcard,

(3) To enhance the user’s memories
commemoration significance.

TOOLS USED

=Y

fo

FEATURES

(1) 3D Models of IP rides.
(2) Interactive AR apps.
(3) AR postcard.

‘POSTCARD

AUGMENTED REALITY

JP POSTCARD

Combination of multimedia and
picture postcard by innovations of
Augmented Reality (AR). The AR
systems overlay the users’ view of
the real world with real-time 3D
graphics. AR transforms the earth
around into an advanced interface by
putting things in reality. Through cell
phones, AR acts like a magic window;
user downloads the AR application
and through the viewer of the cell
phones, user can see and enjoy 3D
models.

- get AR Postcard
»3- install the AR JP app
- scan the postcard

_ - enjoy 3D pop up content

FUTURE

ENHANCEMENT

- More close replication of JP Playground.
- More version other than JP itself.

CONCLUSION

Most respondent of survey accepted to
have the capacity to raise utilizing AR
innovation and its application on a souvenir.
This thought conveys euphoria & additional
excitement to the user. The objective of this
project has been successfully met according
to post online survey that has been
answered by society. By utilizing 3D
animation, it can wipe out the customary
and unexciting method for sending and
getting postcard, which means to a better
way for review the postcard.

Dayang Amirah Husna hteﬁwangbmmﬂ'
B20152086
BSc (Hons) in Creative Multimedia

Augmented Reality (AR)
Jerudong Park (JP) Postcard

This project was done to expose the innovation of
Augmented Reality in Brunei Darussalam
especially in Tourism industry. It also to make the
postcard popular again by providing enjoyable
experience by displaying pop-up animation and
sound.

It might be tiring doing the project that | have
never experienced before, but it it was indeed a
very enjoyable and rewarding experience along the
way. | have grown to be stronger, patients, and
understanding and able to learned Unity for
developing this project.

Augmented Reality /A A

Dayang Amirah Husna
binti Awang Osman

/) Amirah

My name is Amirah and
I am a student of creative
multimedia. I'd like to bring
my creativity and views to
both design company and its
customers that appreciate
my skills.

CONTACT DETAILS

alhusna226@gmail.com
be.net/alhusna2263achb

| 20
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UNIVERSITI TEKNOLOGI BRUNEI

COLAR

PROBLEM STATEMENT

Augmented reality is now a well-known technology ever
since Pokemon Go is created. Many developers are taking
this opportunity to expand the potential of using this tech-
nelegy in terms of educational purposes. However, many
of the augmented reality applications are designed as a
one-to-one relationship with the user, hence limiting the
interaction between multiple users.

Nur Afigah
pinti Haji Awang Tengah

The term "collaborative learning” refers to instructional
methods whereby students team together upon completing
a certain task (Hiltz S. R., 1998). This encourages students to
reach out to one another to solve problems and share
knowledge for deeper learning and understanding in

a community.

{ OBJECTIVES

/) Figah HT

» Dlevelop an augmented reality mobile application
available for Android 05

+ Apply networking feature in the application to enhance
collaboration

« Include touchscreen input to promote interactivity

+ Input an educational content in the application for
learning purposes.

FEATURES

1. Augmented reality of an animated 3D model
of a human heart.
2. Touchscreen virtual buttons to show various
animations.
+ Heartbeat
+ Labelled heart
+ Cross-section of heart
3. Netwerking ability for multiusers

TARGET AUDIENCES

1. Public residents
2. Students and lecturers studying or teaching biclogy
or biomedical sciences

DUIT: Do’a, Usaha, Ikhtiar, Tawakal

CONTACT DETAILS

figah.ht@gmail.com
be.net/FiqahHT'

Reference:
Hiltz, 5. i (1998). Collaberative Learning in Asynchranous Learning Netweorks,

Collaborative Augmented Reality

OVERVIEW

COLAR (Collaborative Augmented Reality) Is an augmented
reality mobile application which runs on Android mobile
devices. This application has a feature which allows multiple
users to project an augmented reality 30 model of an
animated heart from any viewpoint from a specific

target marker.

VP /
Augmented Reality 77

MNur Afigah binti Hj Awg Tengah
BSCM/02/013/14
BSc{Hons) in Creative Multimedia

Collaborative
Augmented Reality

USER REQUIREMENTS

1. Android mobile devices of version 4.0 and above
2. Target marker
3. Mobile device have functioning rear camera.

ile devi I camer | was interested to try this project as the
4. Mobile device able to connect to wifi/mobile hotspot

experience | had in developing an augmented
SYSTEM ARCHITECTURE reality mobile application during my CGP
(Computing Group Project) period motivated me
to explore the use of this technology further. The
potential it has for the educational system and
that it benefits the society, brings value to the

purpose of developing the application. | believe

that augmented reality helps improve learners’
motivation and anticipation.
Content
TOOLS USED

Quni’ry c vuforia

CONCLUSION & FUTURE WORKS

| find it very challenging to do this project as it
actually requires an intermediate level of
programming skills and | am still in the beginner
level. | honestly think the application needs more
improvements but overall doing the project helps
me gain more knowledge and experiences.

The development of an educational collaborative
augmented reality mobile application is accomplished
to some extent,

In the future work, more networking abilities and

amore diverse content should be applied. Beta testing
should be carried out and this application may be
attempted towards iOS mobile devices.

| 22



LAREVENT

HAJI AZHAR LIZAM BIN HAJI ZAINUZZAMAN
BSCM/02/003/14

AES RS ..'Lé.m&-?j\

- & UNIVERSITI TEKNOLOGI BRUNEI

—— PROJECT OVERVIEW —— ,— PROJECT OBJECTIVES —

' LAREVENT ' is using iOS platform Motivate and encourage user to
(iPhone). Utilizes the Augmented experience technology with physical
Reality (AR) system to empower and fitness
encourage the end-users to engage
and exercise. Centralized of Public Run Events

Requires user to physically chase To aid in the shift of lifestyle choices
after the floating icons within a of Bruneians

designated area in order to access
the questions on checkpoints. To address medical issues via

prevention rather than cure

S B L =

,~— BACKGROUND PROBLEM — GUI DESIGN

“At the same time, the minister
pointed out that the incidence of
diseases such as high blood
pressure and diabetes are now
occurring at a much younger age of
around 2@-3@ years, adding that

As mentioned in the Borneo Bulletin.

“this is an alarming situation®. * !
i
[

P FEATURES .

Leniency of time to join events up
until the completed time specified

Able to view and joined after register
to the app

Experience the AR technology and
games on checkpoints

Organize your own Training Event or
Public Event

—

20

~— RESULTS & SOFTWARE —

Technology has make huge impact
in current generation. It is organize
to invite public and encourage them
to engage and exercise not only
their physical abilities but also
enhance their mental capabilities.

W @ [

ADOBE XCODE ADOBE
ILLUSTRATOR (10S) PHOTOSHOP

=
<
LL
*_
O
LU
3
c
o

e

LAREVENT

This project is an entertainment application,
developed using the |OS platform. It is to tackle
the current obesity problem the public is facing.
This has become a problem within our society and
with the help of this application, Larevent, which
is @ combination of both Technology and Fitness
into one convenient application, it will hopefully
help tackle the current obesity issue.

Alhamdulillah. Even though the time duration to
complete this project is limited, and yet the scope
of the Final Year Project has been achieved. This
project can be expanded to a bigger scope. As of
now, the prototype is included with Augmented
Reality, Games and a centralized of run events.

Augmented Reality 277

Haji Azhar Lizam bin
Haji Zainuzzaman

/] Azhar

The thing about graphic design
Is that it has no limits.
Designers must always
think outside the box.

CONTACT DETAILS

hajiazharlizam@gmail.com
be.net/hjazharlizam



- &> Augmented Reality ,/ ,/

+ i : :
MARIKERSILES'S _AU.BM'ENTE[] REA LRI

SOLAR SYSTEM Marker-lass

Augmented Reality
Solar System

ad Khairul Fadhli The reason why | decided to choose this project is
biﬂ Sani - _ > _ — because | want to experiment and to test my skills
PROBLEM & SOLUTIC : TARGET AUDIENCE that | had gained throughout my four years as an

undergraduate student at Universiti Teknologi

// Fadhli AT e NN Brunel (UTB).

It was the most adventurous and memorable
project | have ever experienced. From meeting
new people to gaining new knowledge. | can say
that it has been a crazy roller coaster ride.

A person who never makes
a mistake will never try

anything new. ' FEATURES

: FUTURE ENHANCEMENT
............ + Improve Functionality
ey 1o ; ‘ : + Add more content
CONTACT DETAILS @ Q % + Improve animations
nf * Quiz difficulties
. . - S : s -, * Online Collaboration
fadhlili2@hotmail.com s N g \ ~ Dkvalogrian forlOS dehices
- be.net/Fadhlisani = @ I L G orevangusge seings

& MOHD KHAIRUL FADHLI BIN SANI (BSDM/02/014/14) &

v 1z




Virtual Reality 7.7,

AIMS &
OBJECTIVES

(1) Develop and investigate the

— Brunei Virtual Museum
(A Prototype Android

Hardwares

W e 3D Game Application)

potential of using electronic video
games in helping to preserve Brunei

traditicnal culture and heritage among . . Boftwares
th younge geerstion of et Brunei Virtual Museum Kl A
(2) Create a playable mobile game This project is created out of my personal interest and Rabiatul AdaW|ya h
application that meets the minimum = A Rrotobype Androtd JD Game App= : ;i an-g
G - RESULTS & devotion towards Brunei traditions and culture. | personally binti Mud; Haii A
o L ANALYSIS like the concept of preserving our precious cultural Nt Mudalim Hajl Amran
ependen indie) game developer. [NTRODUCTION . ) )
27 respondents heritage in any kind of form and | also happened to have a
Brunei Virtual Museum (BruVM) is an Android-based 3D game app that /" (1) Do you think this type of huge !ntereSt in trying to de\{e|OD my own video games. So, .
revolves around the idea of creating an open-air virtual museum concept game Wil help £o presery combining the two personal interests together, | have // Rabl
e which focusing primarily on Brunei's traditional items and environment Bruael Lradialons sctuiares mMmanaged to create a prototype of Brunei Virtual Museum
(1) Museum Exploration of living on a water village back in the 19th century. It is a game that 92.6% 7% game app for Android phones and tablets. And so far, |

L Ag Disagr
implements mixed popular genres of adventure and puzzle-solving =5 ks

have received positive feedback from the people who had q

together with an educational genre that encourage the player tried out my game app saying that they do like the concept
to explore the museum and discover the contents of the game. (2 . . .
has the potential to be a pioneer of using video games to help preserve Brunei cultural , ) ‘
USER REQUIREMENT & APP DOWNLOAD in game development {n Brunet? heritage and would like to see more of it in the future. lam very passionate in doing my
11s8% creative works that are often

i | enjoyed creating the game app and it had definitely given fused with my organization
e foadbics Tbm alaiear ol Shur a huge impact to help me discover my own style of graphic skills and | would usually
that the aims & chjectives have been met. designing, 3D modelling, code scripting, project managing deliver tasks efficiently to the

PROJECT and many other various skills. If given the chance of having highest standard possible.
DONE BY a better platform, knowledge and skills in the future, |
would like to develop the game app further with better

Rabiatul Adawiyah Mudim Haji Amran enhancements or even start from scratch to develop a
(BSCM/02/014/14) similar concept game with a different approach to the

BEIBSIRSIREIRE] (15 15 13 €139 €195 €13 €13 €19 €13 €13 [ RETIE) Jame 9ente CONTACT DETAILS

rabiatul.mha@gmail.com
be.net/rabiatulmha
IG: @bruneivirtualmuseum

' ' https://rabiatulmha.itch.io/

& above

& https://rabiatulmha.itch.ic/brunei-virtual-museum
— hitps://www.instagram.com/bruneivirtualmuseum/
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Nursheila binti Ziziumiza

// Sheila

Reliable Work
Sustain Discipline

CONTACT DETAILS

akimichi_scorp8li@livée.com

be.net/akimichi '

Learning Machine
Part Assembly Through
Virtual Reality

The project's motivation is to develop virtual
assembly simulations for basic learning and
training for employees and students using VR
(Virtual Reality) technology and Leap Motion
sensors. It also serves as an educational tool to
enhance the efficiency of practicing assembly and
disassembly in Centrifugal Pump.

Overall experience in building this project is
challenging as it requires programming skills and
modelling skills in 3D. However, | really enjoyed
doing this project because | learned a lot during
the development process and with hard work,
patience and understanding, | was able to solve
and overcome everything to create this project.

“>  LEARNING MACHINE PART ASSEMBLY

; THROUGH VIRTUAL REALITY

Nursheila Ziziumiza | BSDM/02/011/14 | BSc in Digital Media

INTRODUCTION

Virtual reality systems (VR) are used to
simulate, analyze and optimize mechanical
processes including assembly. Learning
machine in VR is alse known as Virtual
Assembly. It enables the user to learn and
practice the Virtual Assembly of Centrifugal
Pump by using the Leap Motion controller
to capture every movement of the user's
hand onto the integrated 3D models in
Unity software,

BACKGROUND STUDY

Virtual reality is a technique used to recog-
nize nature, simulate properties, and make
better adaptations and natural use (Zhao,
2009). With the aids of virtual reality, it can
create  productivity enhancement for
human interaction in a digital environment.

Jayaram et al. (1997) defined Virtual Assem-
bly (VA) as the use of computer tools to
make or "assist with” assembly-related engi-
neering decisions through analysis, predic-
tive models, visualization and presentation
of data without physical realization of the
product or supporting processes. It was
developed as the ability to assemble a real
representation of the physical model in
Unity software by simulating the natural
movement of the human hand.

RESULTS

of students and educators
agreed it can stimulate properly
with physical objects in virtual
environment,

of students and educators
deemed the virtual enviroment
fit with engineering concept.

of students and educators
believe it can improve their

80% competency skills.

liallath OBJECTIVES - — -

| ® To construct an optimal virtual envi-
ronment for learning the assembly
of engineering parts safely.

|
|
|
® To integrate user interaction which |
allows users to direct capture the I
physical model. I

|

I

|

@ Allow users to practice simultane-
ously; improving their cognitive
skills and motor skills until they
become competent.

|
|
|
I
I
I
I
\

WORKFLOW

= o+ = > @R+

Pedagogy

= - TARGET AUDIENCE - -

. 200

Engineering students and potential
workers.

B e

Jayaram, 5, Connacher, H. |, & Lyons, K. W, {1997
“Virtual Assembly L :|".l’i'll|a|RFa" :
Computer Aided Dasign, 29(8):575-584.

Zhao, Q. F.{2008), "Overview of Virtual Reality” Science in

Virtual Reality /A A

PROBLEM STATEMENT

Handling mechanical equipment can be
dangerous and leads to various injury, This
may discourage some people; and also a
hassle for educators to teach and students
to learn.

The process to procure trainers and engi-
neering equipment are usually costly and

time-consuming. Thus, a learning machine
assembly through VR is introduced.

FEATURES
Jan
W/

Panaromic Interactive
360° Detection
Gesture Hands-on

Recognition

Gesture recognition technigues developed
for tracking and recognizing various hand
gestures which can be detected with high
accuracy, depending on the quality of the
input and the algorithm's approach.

Leap Maotion ..__

Controller + .

[with additional requirements) Mobile
Gyroscope

FUTURE ENHANCEMENT

@ Detail information will be given on each
part of components and the process of
operation to be added.

® Apply some tools which allows different
gestures to stimulate real life task.

@ Sequence of operating order that allows
the learners to follow the standard oper-
ating procedures (SOPs) of assembly and
disassembly.
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Muhammad Ahmad Shafiee
bin Sufray

// Schaff

I+1=3

CONTACT DETAILS

lightblue702@gmailkkcom
twitter.com/hikaru702

Arclight

| wanted to create a multiplayer game that is
unrestricted to platforms and enjoyable to all, and |
have always wanted a reason to create an indie
game.

During the development of this project, there were
stressful times, but it was also fun on certain
stages. Creating this game is like making a dream
nearly come true.

Try out the prototvpe
version of Arclizght!

https://goo. gl /K20dD

Electronic Virtual Games / A/ A
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FINAL YEAR PROJECT

PROJECT

HIKAMAT

(DEMO VERSION P/'OjeCt H/KAYAT
(Demo)

Project HIKAYAT |s a student proposed project which Is a Adventure PC/Mac game which has
historical elem , interaction-based and problem-solving aspects.

DUHAI ANAE MUDA, KINIMASANYA
UNTUE MEHULIS HIKAYAT MU

Alms:

(HEY YOUNG ONE, IT IS TIME FOR
SOU TO WRITE YOUR OlWIH SAGAL) v To provide a new medium of storytelling of ancient Brunei.
2 To have the user to make use of their problem-solving skills.

Farhan Nuradli bin | have always considered myself a pretty hardcore

6,

Abdul Karim ot Objectves: gamer but my curiosity always been a trait of
' L mine that | have wanted to know more about how
3. To create a deliverable demo which interested players can play. 5 o
4. To make a contribution to make history relevant and engaging again can | make one myse|f I be||e\/e \/|deo games haS
// Farrens a lot of potential beyond entertainment value.

Through games, | have made new friends and
teammates, gained new ideas and insights that
have crossed beyond borders. That is something |
really appreciate and wish to share with everyone
else. Even more coming from this little country of

Always find your reason
to create.

ours.
D1SCOVERIERUNENOESRHEIEASIS *Lé’&éf‘n EE]IP SEL .
It (the development) was an eye-opening process
considering there are many aspects developers
should cover in the creative process. The
interactions, the feel, the real-life references and
relations, the aesthetics... These are just the 'little’
things that make a very memorable title. | do
hope this project can leave an impact to those
CONTACT DETAILS it who try and looking forward to playing it.

FARHAN NURADLI ABD. KARIM

farrens.designs@gmail.com
be.net/farrensdesigns

QGC:mEMerrStudio 2 i:i5H|EiE BSDM/02/016/14

BSc. (Hons.) in Digital Media

Electronic Virtual Games

A
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Rekishi is an interactive visual novel game developed on Windows
platform using Unity Technologies (R). This student proposed project
is developed in a demo scale, and it contains digital, visual art
illustrations, branching narratives and puzzle game aspects (in future
enhancements) to enhance the player’s game experience further. So,
embark on a journey to discover the secrets hidden behind the main

R e k /.S h /... character’s family history.
An Interactive Visual

// To build and develog

m To complete a d ) version that e prc nte
O Ve a e ‘ ] ] O o deliver an interacti d dy /15 M, e audience
find out if us xperienc : of flow during the demo testing
i zle ga s in the visual novel

Ammal Rasy|dah b|nt| | have always loved visual novel games, as well as
Muhammad Amlﬂ anime-style art, and | have constantly wondered : T RO 'I'_’EST'NG& RESULTS
how a person or a group of people make these c illustrations ) : i
games. Visual novel games contain rich stories i ot
// Ammal with unigue character backgrounds, and the imated backgrounds and many more!

illustrations are most often beautiful, with their
rich and vibrant colors. So, from there, Idecided to -

q make one of my own. Besides being a personal A @ unity
interest, it is also a challenge for me to go through :

as | test myself in terms of storywriting, character

designing, and illustrating backgrounds.

DEVELOPING TOOLS

Life begins after coffee.

| honestly enjoyed working on this project, as |
have always wanted to create a visual novel game.
It has been a learning experience for myself, as |
improved my story writing technique, and | get to
improve my skills in drawing illustrations as well as
coming up with character designs that fit the
concept of Rekishi's story.

CONTACT DETAILS AN INTERACTIVE VISUAL NOVEL GAME

o . [DEMO VERSION]
arashiamin.ar@gmaikcom

be.net/a_arashi

AMMAL RASYIDAH MD AMIN | BS
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Introduction
Slime Hunt i+ a 2D single plaver adventure game created
using the Unity Engine where the plaver will control the
protagonist and interact with the fictional game environ-

ment. It will have elements of an RPG e.gedevelling up

characters and taking quests.

The tain aspect of this prodect is the methodology vsed

in developing 5H, along with the design choices through-
out the development processes.

we=dd
Objectives

1. Topresent a methodological approach that can act asp

a framework for future local game developers,
taking into account the scope and requirement of the
local curriculum and potential marketing,

2. To present a visual art style that is different than
other games, wisual representation is essential to
games depending on how impactful they are to the
audience,

3. Te sent functioning scriptsm fulfils the basic
gameplay of SH,

4. Create a game prototype that presents the wisual
representation and playable function as an example
of the newly implemented method of game develop-
ment life cycle.

SLIME HONT

A 20 ADVENTURE GAME (PROTOTYFE)
MARIATUL KIFTIAH BINTI ARIFFIN (ESDM/027009/1%)

g
Motivation of Study
The frustrating lack for I?E?I-supporl and investment for
a proper game development methodology that comeli-
ments the local eurriculum is the main motivation behind
this project.

Design & ImplemEfitation

Pre-

Planning Production

Protqtgpe
Teating &
Ewvaluation

The planning stage consist of brainstorming the game
concepts, features and resource studies. Pre-Production
stage is where assets are design using Adobe Ilustara-
tor and this took the longest time. Production is the game
development using Unity 3D. Production and Pre-Ereduc-
tion stage are cucle back and forth due to constant
changes due to desiow difficulties. Prototupe Testing &
Evaluation uses online survey and 3 minvtes of gameplay
video to get feedback.

Fesults
Slime Hunt is completed in less than three months and
despite the prototype being functional, it is still missing
some important features.

The propose methodology is able to be vsed by a single
individual and with the success of a plavable prototupe,

the methodology proves to be a success and other locals

who inspired to become game developers can implement
this game development methodology to create their own
game.

Future MWorks
For future improvements, Slime Hunt will add more RPG
features such as skill trees or crafting. The thesis can
be used as areference to create aproper game method-
ology and by having a game development methodoloay
based oh local studies can increase the productivity of
native independent game developers.

Slime Hunt:
A 2D Adventure Game
(Prototype)

"I like games. | like Slime."

Slime Hunt is a project inspired by my passion for
Video Games. It is a 2D adventure game that
features basic RPG elements and hand-drawn
graphics. Taking control of Linde, a slime monster,
players embark on this short prototype to
experience this vibrant fictional world.

Game development is challenging especially if it is
developed by only one person. | find myself
having difficulty with the design aspect due to the
constant need to redo the design. Yet, | found
myself enjoying the experience, venturing to new
and unknown territories with preparation from
my past modules.

/A A

Electronic Virtual Games

Mariatul Kiptiah
binti Ariffin

// Mar

If your goal is blocked,
slither your way through!

CONTACT DETAILS

Mariatuliti9Q90@gmail.com
be.net/mariatul
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— AGAINST THE
NATURE

BOARD GAME PROTOT YRE

DKNURUL AQILAH BTE PG H] EMRAN (BSCM/02/010/14)

Against the Nature
Board Game Prototype

| chose to do this project because | wanted to Dayangku Nurul Aqllah

challenge myself in creating a physical game and binti Pengiran
how to actually design a game mechanic from Hajl Emran
scratch.

GAMEPLAY

This project was a good experience despite all all /] Aki
the difficult times. Designing an entire game as a

gamer was a fulfilling experience because | get to

contribute a game for gamer enthusiasts and ¢

friends.

When writing the story of
your life, don’t let anyone
hold your pen.

CRAFT. UPGRADE. SURVIVE!

CONTACT DETAILS

agilah.emran@gmail.com
be.net/agilahemran
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Creative Tools ,/ ,

QeSD

Quran E-Learning Using Speech Detection

INTRODUCTION

Quran E_Lea rn /.ng US/'ng QeSD is a learning application for mobile. It used speech detection program to detect the user voice

and canvert it to text so the application can compare the text with the pre-program phrases available.

Sp eeCh De tect/'on (Q eSD) This application is developed by using Unity and the targeted build for Android 0S.

OBJECTIVE

To develop a mobile learning application that can detect the user voice using the voice recognition.

To develop a mobile learning application for learning Doa from the Holy book Al-Quran

mad AmandC“n | always thought to myself, what can | contribute
=1 blﬂ Ha“ Amll’ Hidayat to my ;ountry in terms of innovation ahd
education. Hence, Quran E-Learning using Speech
Detection or in short ‘QeSD’ was developed. FEATURES
// Am/n | . . . . Voice Recognition
enjoyed developing this project. It also gave me
the experiences in learning how mobile learning is
important to the country. It also gave me the
opportunity to learn how voice recognition is
gearn/'ng something new implemented to some applications that are CONCLUSION
is never gonna stop me. already built.

To help the users in term of learning on reciting Doa properly.

Part by part Doa recitation

Audio playback recitation of selected Doa

Mobile learning is not just needed in the educational environment, it also needed for the
developement of the country and the future generation. With mobile learning, users can access
the application anytime and anywhere no matter where they are.

This application will detect the user voice and convert it to text, therefore it can compare the user
voice with the phrases that was program in the application. This application can help with improving

the user recitation of Doa.

FUTURE WORK
CONTACT DETAILS _ =
Implement the voice recognition for the full sentences

Addition of more Doa to the list

amindinil402@gmailcom

Provide Roman translations for each of the sentences

be.net/am ! ﬁd l ﬂl-17C52. Addition of tutorial or guide on how to use the application




N}

{

Khairuddin bin Kiffle

// Chai

“Creativity is thinking up new things.

Innovation is doing new things.”
— Theodore Levitt

If you get tired, learn to rest,
not to quit.
- Banksy

CONTACT DETAILS

khairuddin.khr@gmail.com
be.net/khairuddin

www.linkedin.com/in/khdiruddin-kiffle-bn
https://khaiiru.déviantart.com/

SMART DEVICE AS A CREATIVE TOOL: WIHMOTE WHITEBOARD

F KHATRUDDIN BIN KIFFLE
L BSDM/02/003/14
3 Bachelor Science (hons) in Digital Media

Overview

Spatial augmented reality and projection mapping
allows users to create a projected virtual environ-
ment on irregular surfaces. Interactive Whiteboards
program: allow teachers and students to manipu-
late items on a large screen using interactive pen,
bringing a new level of interactivity to classroom
instruction.

The features include drawing, drag and animate
the image. The sharing of ideas that occurs from
being able to write, sketch and annotate spontane-
ously in this century digital classroom creates a
richer learning experience and can help reach the
objectives.

The Wiimete whiteboard have abilities to integrat-
ing smart devices with teaching and learning.

Setup

—

= 7 W

(1) Projector]  (2) Wifi Access (3) Personal PC
(4) Smart Davice (5) IR Pen (6) IR sensor
(7) Wii Remote Controller (IR Sensor)

Target Audience

Students identified with learning difficulties on
Remedial Education Plans (REP). Especially those
who has poor performance in the learning
process, however, it is not limited to those
students but may be applicable in all student.

Objective

Set up inexpensive and low cost Interactive white-

board.

UNIVERSITI TEKNOLOGI BRUNEI

How System Work ?

First step install: Wiimote Software (opensource

Project developed by Johnny Chung Lee) or
SmoothBoard Software
continue developed by Boon Jin.

The Smoothboard Air software will provide an
IP address immediately. Connect students’ any
smart devices to the WIFI network.

Students just need te enter the IP address in
their browser into their smart devices and lab
|y

UTB's Apple Lab

System Architecture

Climnt
{nevwark)

Future Enhancements

Future research is to examine the teaching
and learning by Interactive Whiteboard.
The local education institution should
implemet the program system.

Reference

Johnny Chung Lee, Projects -Wii
Boonlin.com - Boon Jin's Cyber Space

The. icon image: source. iy freepik.com

SCHOOL OF COMPUTING AND INFORMATICS

Creative Tools

Smart Device as
a Creative Tool:
Wiimote Whiteboard

During Korean Government Invitation Program
2017, | went to visit the Samsung Innovation
Museum and | was interested in the Smart Device
as a Creative Tool section, so | decided to
research this type of innovation technology
features which was an amazing discovery.

This project was done inclusive of education
learning, and | hope students will find it enjoyable.

/A/A
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THE
CREATIVE
, DECK
The Creative Deck

(Brand in Brief)

The Creative Deck is a creative brief, simplified at your fingertips DEATION

in the form of a branding tool which helps to figure out your A GraBtive Brier; SIMBIfled at your fngertips

Sa ra Khad hl’a brand ?denti'ty and media advertisirjg needs. Discovering your in the form of a card deck. A branding tool
brand in an interactive and innovative way. which helps to figure out your brand identity
‘B’ Kh |dkh and media advertising needs. Discover your 2
. . . . . brand in an interactive and innovative way. 2
all an The Creative Deck is inspired by the drive and motive of Y A

o
TR

supporting the development and creating growth improvement
in the local creative industry. It is to introduce an easier

// Sar interactive approach towards business brainstorming, through
the development of a toolkit or service in line with the Wawasan
2035 towards a high quality of life through the enhancement of
knowledge, information and art.

- It was quite challenging during the development process from

Mini i . loxit the beginning of the brainstorming stage all the way to the
/n/ma /Sm ,/S Cqmp exity execution, as to actually be able to create and bring the idea to
in its simplicity. life in the best attempt to cover all aspects, not just in terms of
design and aesthetics, but as well as functionality which would
meet a satisfactory result with quality.

A

The main aim was to develop a toolkit which enables to
collaborate with people and organizations in the communities
served to bring quality, learning opportunities and economic
development to our region. All while intending to create a
conducive environment for development especially through the
encouragement of creative and innovative activities.

The overall experience gave a brand new creative buzz with an

CONTACT DETAILS innovative twist. | feel glad to be given the opportunity to work

on this project and it has been great privilege.

sar.khadhrg@gmall.com W TR T
https://sarkhadhra.wixsiteom/sar-khadhra :
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SHIQAH NATASYA BINTI DR. HJ MUHAMMAD HADI  (BSDM/02/015/14)

Self-Trackam

METHODOLOGY

Computer visian is an area of computer science, mathematics, and electical engineering.

It Includes ways fo acquire process, analyze, and unders
|NIRUDU[T|UN real world to give machine o

i L T ] ff;r;i:[”;o*ﬁ]w'f??me "C surounding Photography has become a way to preserve
R I e T Sl The e fortee s S B ottt et o memorable events of our lives in today's society.
ol 1'2%‘2?9'4"5“:‘.??"“"féri;eo'jifi“l?’rﬁ.éﬂil'ﬁu"if okl IMPLEMENTATION Relating to this, | wanted to challenge myself by
e R o o e e e e ““"}‘_” doing something different, by developing an , o
s comrs oo on oo application/product that can up your selfie game. Shigah Natasya binti

AIMS & OBJECTIVES e developmen : Jtl e SefiTockam sysfem s bl uing rocessing 3 wit fava rogram Also it seems fun and simple to do at first. Mu hammad Hadl

c1rd|- ssked with the frac <..r3 [I(—*f LE-"d tected.

B To enhance phot r)qru[;h\, experencas via autonomous control by fracking.

BTo implement face d 1 cigorithm to a camera.

ETo employ a fracking to move the camera in all cxis

B To research con effecti cmputer vision process applied on the fracking
problem of this project.

A lot of sufferings were involved, as this area of
study and technology involved were not within my // Shigah
expertise. Never again.. However, i managed to
complete my project, better than expected so that
was cool. q

s
—1

e;m.q wias conducted among the students in t—-khn; the Ir_:.,=- detection,
tracki and manu alf-Trac 5 were ’ .
ane from 35 participant na form of questicnnaires after conducting the /fyou Ca/’7 t f/ﬂd yOUI’

=] c =
esting or watching the demonstra

motivation, then procrastinate.
You'll eventually find it at the
end of your deadline.

Overall, the results analyzed shows thal the fechnolegy and features implemented in
Seli-Trackom would likely help enhance photoaraphy and selfie taking experience.

with h’( “king
o camera.

CONTACT DETAILS

shigah@outlook.com
be.net/shigah1948
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Research Study 7.7

IS 0L EM STATEMENT Investigative Study of Design

management system (prototype).

errad oo [PRE and Art Style for Gamified
Learning Management System

environment to motivate the user and

erformances ngagement towards learning due
increase user experience.” P \E3E arning

tolack of motivation due to absence of Fun Factor,

One of the motivations for me to do this project is Awang Muhammad

my personal interest in how incentive mechanisms NaCIIUddlﬂ lhsan bin

help motivate people to do more tasks or activities. Awang Mat Japar
Gamification is a way of motivating where a reward

IN A NUTSHELL is given for every action done. For example, in

« / Investigate the design and art style After doing some background study, the design & art style and 7 - . .
gamification features are implemented in the LUL Prototype, vth animaatioms zcapasbity games, when you Comp|ete a certain quegt or mis- // /hsan

e features will then be teste a | of test participants.
\/ e = :Th ,s dw_m o e sion, you will be rewarded with coins or experience
N : Rl = . RESULTS points. From several studies, gamification help
[ G increase user engagement and improve user per- ¢
D formance. | like how reward mechanisms can help

i \/ motivate individuals no matter how micro the Don'’t wait for opportunities

L
Fantasy Design Real World Items Design

Vi tin e | | it Overall, I enjoyed the process of the project devel-
- opment. The initial phase(s) were quite rough and
Minimal . amir esign ‘ - Q!) blurry. It taught me how to improvise and devise
Earn UniCoins and buy exclusive Unlock exciting items by new methods to meet the project’s ObJeCti\/e --

in-game items completing tasks . .
i . There is no one way of completing a task.

AWANG MUHAMMAD NAQIUDDIN IHSAN BIN AWANG MAT JAPAR | B20152085 | BSC (HONS) DIGITAL MEDIA INTAKE 03 CO N TACT D ETA I LS
amnifice@gmail.com | design
gwamii@gmail.com | music
be.net/nagiuddinihsan
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