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ABSTRACT

Nowadays, the advancement of new interactive way presenting information to enhance the user
experience in viewing Augmented Reality Portal in tourism. The best way to attract their
interest not only by watching and reading the brochure but by adding interactive element into
the application such as using 3D model visualization, which is to provide virtual world
experience to users. The approach that is taken for this project is by creating the application
interactively with the implementation of Augmented Reality Portal. The objective of this
project are to identify the user requirements, design the interface and function and hence
develop Augmented Reality Portal for Sarawak Cultural Village. For this project, the 3D model
focuses on the village view which is Bidayuh Long House. The prototype of the project is
executed on Android platform mobile devices. Target user is open to all tourists that interested
in knowing the historical behind the Sarawak Cultural Village. The methodology that is used
and applied in this project is Design Thinking Methodology that practice empathise, define,
ideate, prototype, and test phase. This methodology is suited and applicable to use as it provides
a solution based approach to solving problems. For the 3D model view, users can experience
different perspective of the village and feels the environment around as it feels like to be in the
physical world of the village. In spite of the fact that the current applications have their own
advantages, for further advancement, improvement are required so it can become a better

application.
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CHAPTER 1

INTRODUCTION

Chapter Overview

This chapter provides an understanding of research background, problem statement, objectives,

scope and significances of the project. The background of the project gives an overview to

readers on the details of the project. Moreover, the problem statement refers to the current

issues identified consistent to the need of the project. Besides, the objectives of the project

stated the target user which is tourist and outcome of the project. Lastly, scope is justified and

significances of the project are discussed.

1.1

Project Background

Tourism is the main and one of the biggest industry contributor in the world economy
today. This sector has been recognized as one of the main important service industries
in the world (Schumacher, 2007 as cited in Md. Anowar Hossain Bhuiyan, Chamhuri
Siwar & Shaharuddin Mohamad Ismail, 2013). Tourism are important as it helps a
country in terms of economic and help in building the relationship between two
countries. Tourism is generally used to expand the monetary upgrade of certain country.
The Third World countries encourage tourism development for their economic
advancement (Hall, 1995). Government considers tourism as a tool to development of
a country. The tourism of Sarawak focuses enhancing facilities and has plenty to offer
those looking for a slightly less regular travel experience. With its rich rainforests,
abundant untamed life and diverse ethnic groups, it brings out the uniqueness of
Sarawak. The tourism Sarawak use the brochures that is including various types of
exciting tourist destinations such as heritage, beaches and rainforest places which is

suitable for adventure, exciting choices of entertainment, places for shopping and lastly



