U'TI\’I KEDAH

nnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnn

HIIML\NIZING

m the 21st century &=kq

140CT 2019 =

RAINBOW PARADISE BEACH RESORT, PENANG ¢£
angan <

\f@fﬁm
% ’[I‘JNIVERSITI Ka mpus Sun, ai Petan
< EKNOLOGI
<

MARA

CT BOOK







Caw. u n chal\

Kar [ s Sur

UNI\ LK\H[
TEKNOLOGI
M ARA

Hun@g\mzms

in the 21st century

Q9

Copyright © 2019 by Universiti Teknologi MARA Cawangan Kedah

Published by Faculty of Information Management, Universiti Teknologi MARA
Cawangan Kedah

All rights reserved. No part of this publication may be reproduced, copied,
stored in any retrieval system or transmitted in any form or by any means,
electronic, mechanical, photocopying, recording or otherwise, without the
prior permission from the Rector, Universiti Teknologi MARA Cawangan Kedah,
08400 Merbok, Kedah, Malaysia.

The views, opinions and technical recommendations expressed by the
contributors are entirely their own and do not necessarily reflect the views of the
Faculty of the University.
Copy Editors : Assoc. Prof. Dr. Roziya Abu

Siti Khairunnisa Sheikh Abdul Mutalib

Cover Design : Juaini Jamaludin



5 NDGLb
LEC2019 e-Proceedings H lJ M} N I Z I N G
i

TABLE OF CONTENTS n . e n the 2lst century

BOOK OF ABSTRACT

TABLE OF CONTENTS
e

Division: Invention
Title Page Number

SMART SHELF: HUMANIZING STACKS 2
BOOKS & COFFEE TROLLEY ROUND 3
DINOCROWN 5
e-SCODE (ELECTRONIC SHELF CODE) 6
LITTLE BOOK WORM: EARLY LEARNING EXPOSURE 7
LUX LIGHT IN THE LIBRARY 8
MAKERSPACE @ PERPUSTAKAAN TUANKU SYED FAIZUDDIN PUTRA, 9
UNIVERSITI MALAYSIA PERLIS (UniMAP)
ARKIB@STASPSB 11
MANZOKU 12
i-BOX 13
IRC AUGMENTED REALITY (IRC AR) 15
SMART PORT 16
IRC ONLINE APPS AND INFORMATION SERVICE (i0ASIS) 17
Division: Innovation
Title Page Number
THE INNOVATION OF THE COURSES MANAGEMENT SYSTEM 19
THE INNOVATION OF SHELF-READING SUPERVISION BY USING QR 20
CODE TECHNOLOGY IN THE UPM LIBRARY
LIBRARY CONTENT MANAGER INTEGRATED LIBRARY SOLUTIONS. 21
TOUCH LIB© 2.0 22
PERPUSTAKAAN SPA RETOSC 24
ACCESS CONTROL MODEL BASED ON TRUST, PURPOSE, AND ROLE 25
FOR PROTECTING THE PRIVACY
E-KNOWLLEDGE ASET: THE USE OF THE DOCUMENT MANAGEMENT 27
SYSTEM IS TO ASSIST AN ORGANIZATION TO INCREASE ITS
PRODUCTIVITY IN MANAGING EXISTING INFORMATION IN ORDER TO
BECOME MORE EFFECTIVE
EUMKPS: THE PROCESS FOR PUBLISHING ONE BOOK TAKES MORE 28
THAN 12 MONTH
BOOK TRAILER 29
PROJECT INSTANT BOOK 30
MG ARABIC 31
E-REFERENCE@USM LIBRARY 33
FOLDABLE DESK DIVIDER 34
GETHEBOOK 35
FIPLAC 36
DEVELOPMENT OF HALAL ONTOLOGY 37
UNILIB 38
NEWSTECH KIOSK MACHINE 39
LIBCO 40
WALKING LIBRARY - SURPRISE BOX & UPCYCLE CORNER 42
FOTOVIDEO FRAMEWORK: SCHOOL RESOURCE CENTER 43
AUTISM FRIENDLY LIBRARY 44

SO-SMART BUS STOP 46




= p . ) .
H T MNIZING 2iNnE=Lh’

DIVISION & CATEGORY:

INVENTION

1|Page



=
HUMANIZING SINEELD

LITTLE BOOK WORM: EARLY LEARNING EXPOSURE

Norazlina Abd Jalil*
Melissa De Valda Mohd Yatim
Hadirah Husien
Nur Adnin Fazliyana Zainal
Siti Khairiyah Binti Nordin

Faculty of Information Management, UiTM Rembau

ABSTRACT:

The adoption of the right to access information or freedom of information is an essential element
for every citizen to create a learning environment. Library is the only place in community which
provides various sources of information that will help to improve their education, develop new
skills, find jobs, build businesses, make informed agricultural and health decisions or gain insights
into environmental issues. The unique roles of library is important for healthy development of the
society and also providing access to information in all formats by delivering services and programs
that meet the needs of current trends in information revolution. This project has focused on
toddlers to pre-schoolers to support their early literacy exposure by using easy platform. Early
literacy exposures are important as they will be able to increase their vocabulary and nurture good
communication skill to communicate with others. This mobile-application will comprise several
different features such as the brief introduction of Jawi alphabet, numbers, alphabets, colours and
will be equipped with songs that are related to the early learning such as alphabets song and others
in one single platform. This features attract the toddlers and also pre-schoolers users as music helps
young children build powerful thought networks that fortify their learning in areas as varied as
language processing, visual perception, memory, mathematics, and, of course, creative expression.
Early education that conducted using the mobile-application also has advantage such as education
can be conducted at all time without having any constrain as it can be access whenever needed.
Furthermore, this mobile-application also will be designed with interface that is user friendly for
all of its users. This project also can be used to fill the gap between generations as learning using
the mobile-application is not uncommon as this generation are more to the digital literacy.

Keyword: Mobile Applications Education

Novelty & Uniqueness:
This app help recognizes jawi, rumi, colors and alphabet in one platform, and its free.

Potential Commercialization:
This Project Focus On Toddler To Preschooler.

Acknowledgement:
Faculty of Information Management, UiTM Cawangan Negeri Sembilan Kampus Rembau.

*Correspondent: littlebookworm2019@gmail.com Category: Invention— Students: Institute Higher
Learning

7|Indelib 2019






SINCBLb

International Innovation & Design in Library & Information Science Competition

I
9’”I¢ @A\uelmzst !:eNntlgy

InDelib 2019 Secretariat
Faculty of Information Management
Universiti Teknologi MARA, Cawangan Kedah,
08400 Merbok, Kedah.

Tel:04-456 2411 / 04-456 2528
E-mail: indelib.fom@gmail.com
http://infomgtkdh.wixsite.com/indelib

PS5G0 | Cawangan Kedah
UNIVERSITI | Kampus Sungai Petani
<

TEKNOLOGI
MARA




	Blank Page



