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PREFACE 

Welcome to the inaugural volume of the Progress in Computing and Mathematics Journal 
(PCMJ), a publication proudly presented by the College of Computing, Informatics, and Mathematics 
at UiTM Cawangan Melaka. 

This journal represents a significant step in our commitment to fostering a vibrant research 
culture, initially providing a crucial platform for our undergraduate students to showcase their 
intellectual curiosity, dedication to scholarly pursuit, and potential to contribute to the broader 
academic discourse in the fields of computing and mathematics. However, we envision PCMJ evolving 
into a beacon for researchers both nationally and internationally. We aspire to cultivate a space where 
groundbreaking research and innovative ideas converge, fostering collaboration and intellectual 
exchange among established scholars and emerging talents alike. 

The manuscripts featured in this first volume, predominantly authored by our undergraduate 
students, are a testament to the hard work and dedication of these budding researchers, as well as 
the guidance and support provided by their faculty mentors. They cover a diverse range of topics, 
reflecting the breadth and depth of research interests within our college, and set the stage for the 
high-quality scholarship we aim to attract in future volumes. 

As editors, we are honored to have played a role in bringing this journal to fruition. We extend 
our sincere gratitude to all the authors, reviewers, and members of the editorial board for their 
invaluable contributions. We also acknowledge the unwavering support of the college administration 
in making this initiative possible. 

We hope that PCMJ will inspire future generations of students and researchers to embrace 
research and innovation, to push the boundaries of knowledge, and to make their mark on the world 
of computing and mathematics. 

Editors 
Progress in Computing and Mathematics Journal (PCMJ) 
College of Computing, Informatics, and Mathematics 
UiTM Cawangan Melaka 
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This project employs Rapid Application Development to achieve 

three main objectives: designing a 3D model for house and 

environment customization, developing an augmented reality 

application for personalized house customization, and evaluating the 

usability of 3D modelling in custom-built houses. The project, 

assessed through the System Usability Scale, focuses on Learnability, 

Efficiency, Consistency, and Satisfaction as key usability metrics. 

Results demonstrate the success of AR My Dreamhouse in providing 

an intuitive and satisfying platform for users to envision and 

customize their ideal homes. This project, AR MyDreamHouse, is 

currently a prototype facing technical limitations, but future work 

could involve redesigning for iOS compatibility, solving colour 

picker issues for user satisfaction, and refining scale and rotate 

functionalities for improved efficiency. In conclusion, the project 

contributes significantly to the development of an application that 

serves as an essential medium for potential homeowners to actively 

engage in the customization of their future abodes within the 

immersive realm of Augmented Reality. 

Keywords: Augmented Reality, Customization, Rapid Application 

Development, 3D Modelling, Usability Evaluation, Future Work. 

 

INTRODUCTION 

 

A custom-built house is a type of house that is designed and built specifically to meet 

the needs and wants of a houseowner. Unlike ready-built houses by real estate 

developers built from pre-designed plans that typically offer relatively limited 

customization options, custom-built houses are designed to meet the houseowner's 

mailto:2022912659@student.uitm.edu.my
mailto:anita008@uitm.edu.my
mailto:hasana@uitm.edu.my
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specific needs and preferences. Custom-built houses are usually cheaper than ready- 

built houses because the house owners can lower the manufacturing costs to a minimum 

according to their financial capabilities but meet their needs and wants. Basically, we 

can say that a custom-built house offers many benefits, including the ability to 

customize every aspect of the house, from the layout and floor plan to the finishes and 

fixtures. 

 

In the context of custom-built houses, mass customization can be used to 

streamline the design and construction process, making it more efficient and cost- 

effective. Mass customization is a manufacturing paradigm that enables customized and 

personalized design at a cost near mass production. Mass customization's ability to 

lower unit cost, increase quality, and shorten project duration for customized offerings 

is considered highly relevant for tomorrow's house building industry (Larsen et al., 

2019). Since mass customization allows for greater flexibility in design while reducing 

the time and cost needed to build a custom house, it has the potential to totally change 

the construction industry. 

 

Nowadays, many people, especially those who want to start a family, those who 

have just started working or those who want to retire to own a house. The decision to 

buy a house is an important matter and should not be taken lightly as it will have a 

lasting impact on a person's financial situation and overall management of their life. 

Purchasing a house is considered as the most important achievement for an individual 

because it is the most expensive things people can buy and involves much consideration 

as well (Kurniawan et al., 2020). A house is not only a place to live, but also an 

investment that requires careful consideration and planning. It is important to consider 

not only the initial cost of the house, but also ongoing maintenance and expenses, as 

well as potential future changes in the house owner’s living conditions. As such, it is 

important to approach the decision to buy a house with thoughtful consideration to 

ensure a successful and not wasted life investment. 

 

This project aims to use 3D models in the process of preparing custom house plans 

by implementing Augmented Reality (AR) technology. Yunqiang Chen (2019) describe 
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AR as technology that combines virtual information with the real world. Its principle is 

to apply computer-generated virtual information, such as text, images, 3D models, 

music, video, etc., to the real world after simulation(Chen et al., 2019). 

 

The reason for involving the usage of 3D model for this project because to gain the 

better experience from prospective buyers of the custom-built house while dealing with 

the architect. Prashant Verma in pass few years says that it has been seen that this 

augmented reality-based application provides better interface and experience than the 

traditional 2D maps or the paper maps that are displayed outside buildings to help in 

the navigation. To evaluate the concept proposed in the research, technical evaluations 

were performed at a hospital building (Verma et al., 2020). By developing this 

augmented reality, prospective buyers can easily describe their needs and wants, while 

the architect can receive the info directly with clear instruction. 

 

 

LITERATURE REVIEW 

 

Buying House in Malaysia 

Scenario 

In Malaysia, owning a house is one of the achievements that every individual or family 

wants to achieve. Home or shelter is one of the necessities that contribute to our living 

besides food, water, and clothing. Thus, a roof over one head’s is one of a few 

requirements in life. Owning a house, is one of the major goals for Malaysians(Aziz et 

al., 2022). 

Fatin Aziz (2022) stated that it is everyone dream to buy or owning a place that 

we can called a home or house. Homeownership also can benefit not for only individual 

point of view but also affect to the communities in the surrounding. It is explained that 

a higher rate of homeownership creates motivation for homeowners to enhance the 

quality of their communities and develop homeowner’s connection to their neighbors. 
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House Price 

The rising cost of housing in Malaysia has become a significant concern in recent years. 

House price in Malaysia has been growing rapidly for the past decades. Malaysian 

Annual Property Market Report 2013 shows that average value of property in Kuala 

Lumpur within a year had increased 37.66% from 2012 to 2013. The drastic raise of 

house price in Malaysia has made many not being able to afford in owning their dream 

house(Kean Yan et al., 2016). 

Rising demand for homes, coupled with limited supply, has caused property 

prices to skyrocket across the country. Factors such as population growth, urbanization, 

and economic development contribute to rising prices. In addition, speculation in the 

housing market and the influence of external factors such as inflation and interest rates 

also play a role. The high cost of housing poses a challenge to many Malaysians, 

making it increasingly difficult for them to purchase a suitable home that meets their 

needs. This issue requires a comprehensive strategy and policy to address the 

affordability crisis and ensure access to decent housing for all sections of society. 

 

 

 

Figure 1: Housing Index in Malaysia in the third quarter of 2022. 

 

 

 

 

Finding Affordable House 

An affordable house is a house that everyone wants. This is because a house is 

a basic need and will be occupied every day, but in the current market situation where 

house prices are relatively high, it is natural that owners want an affordable house. 

Housing is the most important and basic need that its provision has globally become 
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one of the main challenges of urbanisation, which is estimated to increase to 75% by 

the year 2020(Tobi et al., 2020). 

This situation causes those with a middle income to also want to get an 

affordable house. In fact, an increase in the middle-income group in the urban area has 

resulted from urbanisation which eventually leads to more demands for affordable 

housing. In Malaysia private sector or developers, is becoming the main housing 

provider in Malaysia, therefore the provision of affordable housing has becoming more 

critical and crucial (Tobi et al., 2020). 

 

 

Table 1: Affordable Housing Schemes in Malaysia 

 

Augmented Reality 

Definition 

Augmented Reality is a technology that combines virtual elements with the real world, 

which can improve our perception and interaction with our environment. AR can be 

summarized as a computer graphic technique where an artificial “virtual” object (CAD 

model, symbol, picture, writing) is added to a real-time video streaming of the external 

real environment. The hardware and software necessary to implement it depend on the 

internal/external application, complexity of the virtual scene to add, device held by the 

user, real-time, and definition required by the application(Santi et al., 2021). 

It overlays digital information, such as images, videos, or 3D objects, onto the 

real-world environment in real-time. The most common way to experience augmented 

reality is through a device such as a smartphone, where it can take pictures of the real 

environment and overlay virtual material on it. However, the minimum hardware 

required to run AR application is given by a camera framing the external world, a screen 

or a lens to project a video streaming, and the computational resources (PC, smartphone 
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processor, microcontroller) necessary to handle the video recording, the pose detection 

and the superimposition of the visual symbols to it(Santi et al., 2021). 

Users can engage with virtual items and information as if they were real by 

combining the virtual and physical worlds in this way, which results in an immersive 

and participatory experience. AR has great potential for entertainment, learning, 

construction, and practical use cases. It has applications in various industries, including 

gaming, education, navigation, and visualization. 

 

History 

Year after year, AR as we know it at this point has gone through various revolutions 

since the beginning of its existence until today. I break it down into 3 phases which are 

phases Emergence Era, Evolution Era, and Expansion Era. 

In Phase Emergence Era, starting in 1968 where the first head-mounted display 

(HMD) was created called “The Sword of Damocles” created by Ivan Sutherland. In 

1974, Myron Kruger, who is a computer researcher and artist created a laboratory at the 

University of Connecticut called “Videoplace”. This phase ended with the development 

of "WearComp 1" which is a wearable computer system for augmented vision built by 

Steve Mann. 

AR grows in the following years, and this leads to the next phase which is 

Evolution Era. The term "Augmented Reality" was first introduced in 1990 by Tom 

Caudell who was a Boeing researcher at that time. In 1992, Louis Rosenburg who is a 

researcher at the USAF Armstrong's Research Lab created the "Virtual Fixture" which 

is one of the fully functional augmented reality systems. Writer and producer Julie 

Martin brought AR to the entertainment industry and that was the first time it was 

brought into the industry in 1994. It was presented with a theater production titled 

Dancing in Cyberspace. NASA, a well-known company, also participated in the history 

of AR development when they created the hybrid synthetic vision system of their X-38 

spacecraft in 1999. This system uses AR technology to help provide better navigation 

during their test flights. 

Starting around the 2000s until today, augmented reality is in the Expansion Era 

phase. In 2000, Hirokazu Kato developed an open-source software library called 

ARToolKit. This package can help other developers build augmented reality software 
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programs. Sportvision in 2003 improved the 1st & Ten graphics to include a feature on 

the new Skycam system which provides viewers with an aerial shot of the field with 

graphics superimposed on it. Then in 2009, Esquire Magazine for the first time, used 

augmented reality in print media to bring the pages to life. Volkswagen introduced the 

MARTA app in 2013, which gives technicians step-by-step instructions for repairs in 

the service manual. Microsoft did not miss an opportunity by introducing a wearable 

AR technology called HoloLens. HoloLens is more advanced than Google Glass but 

comes with a higher price tag. In 2017, since its increasing popularity around the world 

made IKEA launch their augmented reality application called IKEA Place. This 

application allows users to virtually view their home decoration options before making 

a purchase. 

Deficiency 

Despite its great potential, AR Technology faces certain deficiencies that can impact its 

seamless integration. Two important challenges are connectivity and localization 

problems, as well as the lack of non-geometric information. Adeeb Sidani(2021) say 

that AR implementation is far from its desired state, showing several limitations such 

as connection and localisation problems, lack of non-geometric information, and other 

challenges in using AR techniques in the construction site (Sidani et al., 2021). 

In the first place, AR heavily relies on a stable and fast internet connection, 

which can be a difficulty in areas with limited connectivity or weak network coverage. 

Disruptions in the connection can lead to lag, latency, or even complete loss of AR 

functionality. As for BIM-based AR, limitations were mostly found in the data transfer 

due to the construction site’s low connectivity levels regarding internet and GPS 

connections (Sidani et al., 2021). 

Other than that, AR often lacks non-geometric information, such as 

understanding objects' characteristics or contextual data beyond their spatial 

positioning. This deficiency restricts AR's ability to provide detailed and meaningful 

information about the physical environment, impacting its utility in certain applications. 

Most research does not fully integrate non-geometric information into AR interfaces. 

Interoperability between BIM software and AR systems (e.g., game engines, SDKs, 

web platforms) still requires further developments to integrate building semantic 

information.(Sidani et al., 2021). 
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Augmented Reality in Custom House 

Marker-based AR 

Marker-based AR is a technique in augmented reality that utilizes visual markers or 

images as reference points to anchor virtual content onto the physical world. This type 

of AR, also known as recognition-based AR or image recognition, relies on 

identification of markers/user-defined images to function. By recognizing and tracking 

these markers through a camera or sensor, the AR system can overlay digital 

information, such as 3D models or text, onto the marker's position in the user's view. 

This allows for precise alignment and interaction between virtual and physical 

elements, creating immersive experiences. Marker-based AR is widely used in 

advertising, education, gaming, and industrial applications, providing cost-effective 

solutions for enhanced visualization and interactivity. However, its reliance on specific 

markers or images limits its flexibility in dynamic environments. 

 

Markerless AR 

Markerless AR stands out as an augmented reality technique that eliminates the need 

for physical markers. Instead of relying on predefined markers or patterns, markerless 

AR uses advanced computer vision and sensor technologies to overlay digital content 

seamlessly onto the real-world environment. This approach provides users with an 

interactive and immersive experience without the constraints of markers. 

Markerless AR finds various applications, ranging from gaming and navigation 

to industrial training and education. It offers the flexibility to integrate virtual elements 

into everyday surroundings, opening possibilities for engaging and context-aware 

augmented reality experiences. However, its effectiveness can be influenced by factors 

such as environmental lighting and the need for robust tracking algorithms, which may 

impact its performance in certain situations. 

Simultaneous Localization and Mapping (SLAM) 

AR Simultaneous Localization and Mapping (SLAM) is an advanced technique in 

augmented reality that combines real-time mapping of the physical environment with 

precise localization of the user within that environment. The SLAM AR system uses 

sensors,  such  as  cameras,  depth  sensors,  and  inertial  measurement  units,  to 
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simultaneously track the user's position and orientation while building a 3D map of the 

surrounding space. This allows virtual objects to be precisely placed and anchored in 

the real world, creating a seamless integration between the physical and digital realms. 

SLAM AR is particularly useful in applications that require precise spatial 

understanding and interaction, such as indoor navigation, architectural design and 

industrial training. By continuously updating the map and tracking the user's 

movements, SLAM AR enables a realistic and interactive augmented reality experience 

that adapts to the user’s environment in real time. 

Selected Technology 

After studying one by one, the technology that will be chosen for my project is 

Markerless AR, over SLAM (Simultaneous Localization and Mapping) and Marker- 

based approaches. The decision to choose Markerless AR was driven by its advanced 

computer vision and sensor technology, eliminating the need for physical markers or 

predetermined patterns. This option allows for a more flexible and natural user 

experience, as it seamlessly overlays digital content onto a real-world environment 

without the constraints associated with markup. This decision considers the evolving 

AR technology landscape and prioritizes the user-friendly and marker-free aspects that 

Markerless AR uniquely provides. 

 

Existing 3D House Apps 

 

Evaluating existing apps involves different aspects such as technology, methods, 

platform, user interaction, accessibility, and design features of established applications. 

This analysis provides developers with valuable insights to facilitate informed decisions 

or improvements. Home Design 3D, VR Home, and Planner 5D were selected for 

review due to their common use of markerless augmented reality and focus on house 

customization themes. 

 

Methodology Review 

A methodology serves as a structured framework for problem-solving or goal 

achievement, offering clear guidelines for effective actions. In project management, it 

establishes procedures and steps to maintain organization and role definition. Typical 
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methodologies in multimedia project development encompass Agile, Spiral, and Rapid 

Application Development (RAD), with their usage contingent upon industry 

requirements. The number of methodologies is flexible and changes as organizations 

adjust to specific demands, potentially giving rise to new variations over time. 

 

METHODOLOGY 

 

The methodology chosen for this project is Rapid Application Development (RAD) 

methodology. This project only focuses on four phases of RAD which are requirement 

planning phase, user design phase, construction phase and cutover phase. 

 

Rapid Application Development (RAD) is a software development methodology that 

prioritizes speed, flexibility, and user involvement. Key objectives of RAD as: high 

quality systems, fast development and delivery and low costs(Beynon-Davies et al., 

1999). This approach allows for repeated development and frequent feedback, ensuring 

that the software meets the needs and expectations of end users. RAD emphasizes 

collaboration between developers, stakeholders, and end users throughout the entire 

development cycle, promoting effective communication and goal alignment. Through 

such approach, the RAD model allows developers and clients to accurately track 

progress and communicate on evolving issues and changes to the system(Abas et al., 

2021). By accelerating the software development process and incorporating user 

feedback early, RAD enables organizations to respond quickly to changing needs, 

reduce time to market and deliver high-quality software solutions that address evolving 

user needs. 

Since this RAD methodology will be implemented in this project, there are 

several phases that involves in developing this project. Generally, the model comprises 

of four main phases which include requirements planning, user design, rapid 

construction, and cutover(Abas et al., 2021). 
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Figure 2: Rapid Application Development Phases 

 

 

The first phase is requirement planning, where the project scope, objectives and 

requirements are determined. This is followed by the user design phase, where detailed 

information about user needs and system requirements are gathered. 

 

Figure 3: Flowchart 

 

The next phase is the construction phase, where a working model of the software is 

created to demonstrate its functionality and gather user feedback. Based on feedback 

received, the developer iterated on the prototype to refine and improve the software. 

Once the prototype is approved, the construction phase begins, where the software is 

developed, tested, and integrated. Finally, the cutover phase involves releasing the 

software to end users, followed by ongoing maintenance and updates. These phases in 

RAD ensure a collaborative and iterative approach to software development, enabling 
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faster delivery of functional solutions while maintaining a focus on user satisfaction 

and quality. 

 

RESULT AND DISCUSSION 

 

In the project's application testing phase, the goal is to systematically assess the augmented 

reality application's performance using the System Usability Scale (SUS). The testing covers 

aspects like learnability, efficiency, consistency, and satisfaction. Various range of age that 

possible to buy a house act as testers. Once the augmented reality application testing is done, 

an evaluation form will be provided to gather feedback from all the respondents. 

 

No Question 1 2 3 4 5 

1 
I think that I would like to use this system 

frequently. 
0 0 3 15 12 

2 I found the system unnecessarily complex. 5 3 12 8 2 

3 I thought the system was easy to use. 0 0 0 7 23 

 

4 

I think that I would need the support of a 

technical person to be able to use this 

system. 

 

10 

 

9 

 

9 

 

2 

 

0 

5 
I found the various functions in this system 

were well integrated. 
0 0 1 14 15 

6 
I thought there was too much inconsistency 

in this system. 
8 20 1 0 1 

7 
I would imagine that most people would 

learn to use this system very quickly. 
0 0 0 10 20 

8 I found the system very cumbersome to use. 13 16 0 1 0 

9 I felt very confident using the system. 0 0 0 12 18 

10 
I needed to learn a lot of things before I 

could get going with this system. 
13 13 3 1 0 

Table 2: AR MyDreamHouse SUS Evaluation Result 
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Table 3 shows the questionnaire for the respondent, the total number of questions is 13 with 

five different aspects of questionnaire: learnability, efficiency, consistency, and satisfaction. 

The total acquire of respondents is 30 people. To calculate the System Usability Scale (SUS) 

Score, the following formula is applied. For odd-numbered questions, the score is subtracted 

by 1, and for even-numbered questions, the score is subtracted from 5. This process is 

essential in obtaining a comprehensive assessment of the usability of the system, 

considering both positive and negative responses across the questionnaire's set of questions. 

 

 

 

Figure 4: SUS Score Formula 

 

 

The SUS score is calculated using Google Sheets, where columns labelled with alphabet 

sequences like (B2-1) represent odd-numbered questions, requiring a subtraction of 1 from 

their scores while columns like (5-C2) presented as even-numbered questions where the 

score of those questions must be subtracted from 5. This pattern continues until (5-M2) and 

(N2-1), which mark the final odd and even-numbered questions. After that, the total of 

number score from the questions will be multiply by 2.5. 
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Figure 5.12 SUS Final Score 

 

 

Figure 4 shows the spread sheet of questionnaire and the score of each questionnaire from 

the respondents. At the far right of each row is the SUS score and the final row at the is the 

average value needs to be identified through the total of SUS score. The total average SUS 

Score that been calculated is 81.25. 

A SUS score of 81.25 suggests favourable usability for the application. Users who have 

tested the application perceive it as user-friendly and easily navigable. Additionally, there 

is potential for improvement in the application. 

1 

 

REFERENCES (APA 7TH EDITION) 

 

Li, J., & Gramatica, P. (2020). Classification and Virtual Screening of Androgen Receptor 

Antagonists. Journal of Chemical Information and Modeling, 50(5), 861-874. 

doi:10.1021/ci100078u 

 

Su, B.-H., Shen, M.-y., Esposito, E. X., Hopfinger, A. J., & Tseng, Y. J. (2019). In Silico Binary 

Chen, Y., Wang, Q., Chen, H., Song, X., Tang, H., & Tian, M. (2019). An overview of 



279 

Progress in Computer and Mathematics Journal (PCMJ) 
volume 1 [October, 2024]  

e-ISSN: 3030-6728 

Website: fskmjebat.uitm.edu.my/pcmj 

               

 

 

augmented reality technology. Journal of Physics: Conference Series, 1237(2). 

https://doi.org/10.1088/1742-6596/1237/2/022082 

Kurniawan, C., Dewi, L. C., Maulatsih, W., & Gunadi, W. (2020). Article ID: IJM_11_04_035 

Cite this Article: Cahya Kurniawan, Lina Cynthia Dewi, Weny Maulatsih and Willy Gunadi, 

Factors Influencing Housing Purchase Decisions of Millennial Generation in Indonesia. 

International Journal of Management (IJM), 11(4), 350–365. 

http://www.iaeme.com/IJM/index.asp350http://www.iaeme.com/ijm/issues.asp?JType=IJM& 

VType=11&IType=4JournalImpactFactor 

Larsen, M. S. S., Lindhard, S. M., Brunoe, T. D., Nielsen, K., & Larsen, J. K. (2019). Mass 

Customization in the House Building Industry: Literature Review and Research Directions. 

Frontiers in Built Environment, 5. https://doi.org/10.3389/fbuil.2019.00115 

O’Brien, C. M., Jung, K., Dang, W., Jang, H. J., & Kielar, A. Z. (2020). Collateral Damage: The 

Impact of the COVID-19 Pandemic on Acute Abdominal Emergency Presentations. Journal 

of the American College of Radiology, 17(11), 1443–1449. 

https://doi.org/10.1016/j.jacr.2020.08.010 

Sravan Kumar Reddy, A., & Hemanth Raja, K. (2021). A Hybrid Low-Cost Construction 

Techniques and Materials in Construction Project. IOP Conference Series: Materials Science 

and Engineering, 1197(1), 012058. https://doi.org/10.1088/1757-899x/1197/1/012058 

Verma, P., Agrawal, K., & Sarasvathi, V. (2020). Indoor Navigation Using Augmented Reality. 

58–63. https://doi.org/10.1145/3385378.3385387 

Yiu, C. Y. (2021). Why House Prices Increase in the COVID-19 Recession: A Five-Country 

Empirical Study on the Real Interest Rate Hypothesis. Urban Science, 5(4), 77. 

https://doi.org/10.3390/urbansci5040077 

Aziz, F., Rodi, W. N. W., & Masri, A. M. A. (2022). Which Factors Contribute to the 

Homeownership Decision? A Preliminary Study of Malaysia’s Young Adult. IOP 

Conference Series: Earth and Environmental Science, 1067(1). https://doi.org/10.1088/1755- 

1315/1067/1/012086 

Berger, H., Beynon-Davies, P., & Cleary, P. (2004). The Utility of a Rapid Application 

Development (RAD) Approach for a Large Complex Information Systems Development. 

http://aisel.aisnet.org/ecis2004http://aisel.aisnet.org/ecis2004/7 

Jazayeri, M. (2001). Software Engineering. 

http://www.iaeme.com/ijm/issues.asp?JType=IJM
http://aisel.aisnet.org/ecis2004/7


280 

Progress in Computer and Mathematics Journal (PCMJ) 
volume 1 [October, 2024]  

e-ISSN: 3030-6728 

Website: fskmjebat.uitm.edu.my/pcmj 

               

 

 

Kean Yan, F., Lya Keng, Y., & Kien Teng, K. (2016). Empirical Analysis of House Price Bubble: 

A Case Study on Malaysia. International Journal of Business and Management, 11(12), 127. 

https://doi.org/10.5539/ijbm.v11n12p127 

Rocha, F. G., Misra, S., & Soares, M. S. (2023). Guidelines for Future Agile Methodologies and 

Architecture Reconciliation for Software-Intensive Systems. Electronics (Switzerland), 12(7). 

https://doi.org/10.3390/electronics12071582 

Santi, G. M., Ceruti, A., Liverani, A., & Osti, F. (2021). Augmented Reality in Industry 4.0 and 

Future Innovation Programs. Technologies, 9(2). 

https://doi.org/10.3390/technologies9020033 

Sidani, A., Matoseiro Dinis, F., Duarte, J., Sanhudo, L., Calvetti, D., Santos Baptista, J., Poças 

Martins, J., & Soeiro, A. (2021). Recent tools and techniques of BIM-Based Augmented 

Reality: A systematic review. In Journal of Building Engineering (Vol. 42). Elsevier Ltd. 

https://doi.org/10.1016/j.jobe.2021.102500 

Tobi, S. U. M., Jasimin, T. H., & Rani, W. N. M. W. M. (2020). Overview of Affordable Housing 

from Supply and Demand Context in Malaysia. IOP Conference Series: Earth and 

Environmental Science, 409(1). https://doi.org/10.1088/1755-1315/409/1/012010 

Abas, M. A. H., Yassin, A. I. M., Tahir, N. M., Zabidi, A., & Ali, M. S. A. M. (2021). B40 Online 

Business Platform: E-Commerce and Life Cycle Model Considerations. TEM Journal, 10(3), 

1294–1300. https://doi.org/10.18421/TEM103-36 

Beynon-Davies, P., Came, C., Mackay, H., & Tudhope, D. (1999). Rapid application 

development (Rad): An empirical review. European Journal of Information Systems, 

8(3), 211–232. https://doi.org/10.1057/palgrave.ejis.3000325Classification QSAR 

Models Based on 4D-Fingerprints and MOE Descriptors for Prediction of hERG 

Blockage. Journal of Chemical Information and Modeling, 50(7), 1304-1318. 

doi:10.1021/ci100081j 

 

Tropsha, A. (2021). Best Practices for QSAR Model Development, Validation, and 

Exploitation. Molecular Informatics, 29(6-7), 476-488. doi:10.1002/minf.201000061 

 

Vandebriel, R. J., & Loveren, H. v. (2019). Non-animal sensitization testing: State-of-the-art. 

Critical Reviews in Toxicology, 40(5), 389-404. 

 

Zainon, S., Sanusi, Z. M., Ahmad, R. A. R., Bakar, Z. A., Jaafar, M. Z., & Tahir, H. H. M. 

(2018). New Improved Reporting Index of Corporate Social Reporting for Shariah- 

compliant Companies. Procedia-Social and Behavioral Sciences, 145, 146-151. 




	PCMJ Volume 1_Part3.pdf
	COMPARATIVE ANALYSIS OF PASSWORD CRACKING TOOLS

	PCMJ Volume 1_Part4.pdf
	AUGMENTED REALITY FLASH CARDS : LEARNING SYLLABLE WITH MALAY VOWEL

	PCMJ Volume 1_Part5.pdf
	SPORT FACILITIES FINDER USING GEOLOCATION

	PCMJ Volume 1_Part6.pdf
	READ EASY AR: INTERACTIVE STORYBOOK FOR SLOW LEARNER

	PCMJ Volume 1_Part7.pdf
	e-SIRAH: LEARNING ABOUT SIRAH VIA 2D WEB-BASED APPLICATION

	PCMJ Volume 1_Part8.pdf
	MATHMINDSET: GAME-BASED LEARNING TO REDUCE MATH ANXIETY

	PCMJ Volume 1_Part9.pdf
	NETWORK PERFORMANCE ANALYSIS ON DIFFERENT ISP USING ONLINE CLASS PLATFORM ON DIFFERENT DEVICES

	PCMJ Volume 1_Part10.pdf
	CIVIC HEROES; ENHANCING CIVIC AWARENESS THROUGH GAME-BASED LEARNING

	PCMJ Volume 1_Part11.pdf
	ENHANCING COMMUNITY SQL INJECTION RULE IN INTRUSION DETECTION SYSTEM USING SNORT WITH EMAIL NOTIFICATIONS

	PCMJ Volume 1_Part12.pdf
	LEARNING ABOUT MALAYSIA THROUGH GAME

	PCMJ Volume 1_Part13.pdf
	STUDENT CHATROOM WITH PROFANITY FILTERING

	PCMJ Volume 1_Part13.pdf
	STUDENT CHATROOM WITH PROFANITY FILTERING

	PCMJ Volume 1_Part14.pdf
	ARCHITECTURE BBUILD AND DESIGN BUILDING THROUGH VIRTUAL REALITY

	PCMJ Volume 1_Part15.pdf
	VEHICLE ACCIDENT ALERT SYSTEM USING GPS AND GSM

	PCMJ Volume 1_Part16.pdf
	MARINE ODYSSEY: A NON-IMMERSIVE VIRTUAL REALITY GAME FOR MARINE LITTER AWARENESS

	PCMJ Volume 1_Part17.pdf
	MONEY MASTER: A GAMIFIED APPS FOR FINANCIAL LITERACY

	PCMJ Volume 1_Part18.pdf
	GAME BASED LEARNING FOR FIRE SAFETY AWARENESS AMONG PRIMARY SCHOOL CHILDREN

	PCMJ Volume 1_Part19.pdf
	SIMULATING FLOOD DISASTER USING AUGMENTED REALITY APPLICATION

	PCMJ Volume 1_Part20.pdf
	CRITICAL THINKER: VISUAL NOVEL GAME FOR BUILDING CRITICALTHINKING SKILLS

	PCMJ Volume 1_Part21.pdf
	POPULAR MONSTER:A GAME BASED LEARNING VIDEO GAME

	PCMJ Volume 1_Part22.pdf
	FIGURE SPRINTER: EDUCATIONAL ENDLESS RUNNING GAME TO LEARN 2D AND 3D SHAPE

	PCMJ Volume 1_Part23.pdf
	AR MYDREAMHOUSE: AUGMENTED REALITY FOR CUSTOMISING HOUSE




