-
o colloquium
o o bt E

2016

Empowering Local Mind
In Art Design & Cultural Heritage

3rd ISME
International

Colloquium
2016

proceeding book
|

27 & 28 Universiti
December Teknologi MARA,
2016 Melaka, Malaysia.

In collaboration with:

sl



Empowering Local Mind
In Art Design & Cultural Heritage

3rd ISME
International

Colloquium
2016

EDITORS AND COMPILERS:
Dr. Azahar Harun

Dr. Rosli Zakaria

Dr. Abd Rasid

Pn. Haslinda Abd Razak

Pn. Liza Marziana Mohammad Noh
En Nadzri Mohd Sharif

En. Shaleh Mohd Mujir

Pn Fatrisha Mohamed Yussof

Pn Anith Liyana Amin Nudin

Pn llinadia Jamil

Cik Fazlina Mohd Radzi

Cik Aidah Alias

Cik Nurkhazilah Idris

COVER DESIGN:
Norsharina Samsuri

PUBLISHED BY:

Faculty of Art & Design,

UiTM Melaka

KM26 Jalan Lendu,

78000 Alor Gajah, Melaka

Tel : +606 - 5582094/ +6065582190/ +60655682113
Email : ismefssr@gmail.com

Web : http://isme2016.weebly.com

ISBN : 978-967-0637-26-6

All rights reserved. No part of this publication may be reproduced, stored in a retrieval system or transmitted
in any form or by any means, electronic, mechanical, photocopying, recording or otherwise, without permission
of the copyright holder.



Empowering Local Mind
In Art Design & Cultural Heritage

3rd ISME
International

Colloquium
2016

Copyright ©2016

Faculty of Art & Design,
UiTM Melaka

KM26 Jalan Lendu,
78000 Alor Gajah Melaka
http://isme2016.weebly.com



Content

10

11

12

Eersznification in Marketing Communication: Case Study of Malaysian
rands

Azahar Harun, Mohamed Razeef Abd Razak, Russlan Abd Rahim, Lili Eliana Mohd
Radzuan, Amina Syarfina Abu Bakar

The Image of Man after September 11

Mohd. Shaharudin Sabu, Mohd. Saharuddin Supar, Hisammudin Ahmad, Shaharin
Sulaiman, Ahmad Zuraimi Abdul Rahim, Mohd. Ali Azraei Bebit, Shahrul Munir Mohd
Kaulan

The Image Construction of Loro Blone/o Craft in Global Market through
Packaging Design that Reflect Local Image

Nanang Yuliantoa, Edy Tri Sulistyoa, Slamet Subiyantoroa, and Nadia Sigi
Prameswaria

Game-Based Learning using Visual Spatial Ap?roach for Children with
Autism to Improve Social Development: A Pilot Study

llinadia Jamil, Fatrisha Mohamed Yussof, Nor Yus Shahirah Hassan, Azzureen Nor Ain
Azizuddin and Zainal Kadir

Visual lIklan Berunsurkan Seksual Di Media Internet: Persepsi Golongan
Bawah Umur

Fatrisha Mohamed Yussof, llinadia Jamil, Azahar Harun, Norsharina
Samsuri,Nurkhazilah Idris, Nor Sabrena Norizan

An Iconographical Interpretation Of Street Art In Malaysia

Syafril Amir Muhammad, Nurul Huda Mohd Din, Profesor Dr. Muliyadi Mahamood, Dr.
Mumtaz Mokhtar

The Relationship between Place and Hallmark Event; Malaysian Cultural
Context

Musaddiq Khalil, Amer Shakir Zainol, Shaliza Dasuka, Liza Marziana, Khazilah Idris,
and Fazlina Radzi

Aplikasi Teknik Tempa dan Peleburan dalam Seni Arca Besi Raja Shah-
riman Raja Aziddin

Liza Marziana Mohammad Noh, Shaliza Dasuki, Nurkhazilah Idris,Fazlina Mohd Radzi,
Musaddiq Mohd Khalil Imran

Sulaman Keringkam : Motif Kemasan Sisi Beridentiti Melayu Tempatan
Norhasliyana Hazlin Zainal Amri, Hamdzun Haron, dan Abdul Latif Samian

Malay Aesthetic Concept through Malay Woodcarving Motifs in Visual
Artworks

N. A. Hassan, P. Amin, and S. Tohid
lllustrasi Poster Kempen Alam Sekitar dalam Simbol Kebudayaan

Muliyati Binti Mat Alim and Profesor Madya Dr. Abdul Halim bin Husain

Penghayatan Nilai- Nilai Patriotisme Dalam Arca Awam Pelajar Uitm
Melaka Sempena Pertandingan Hiasan Patriotisme Daerah Alor Gajah

W. M. Z. Wan Yaacob, N.H. Abdulah, A. Osman, M. F. Samsudin,M. A. A. Bebit, S. M.
Mohd Kaulan dan M. S. Sabu

21

27

32

42

51

64

74

85

97

106

118



13

14

15

16

17

18

19

20

21

22

23

24

Keunikan Ukiran Patung Kayu dalam Kehidupan Kaum Jah Hut dalam
Keperluan dan Kepercayaan

Nor Edzrine Binti Abdullah Sani

Properties of Mandi Bunga (flowering bath) as Malaysian tradition
Practice

S. Roslan, R. Legino
Malaysian Batik Painting From 1950 to 2010: A Study on Style
A.E. Mohd Fauzi, N. H. Ghazali and N. H. Ahmad

Interpreting Motif and Pattern in Mohd Nor Mahmud Painting Batik:
Pakai Semutar Kain Lepas.

H. Abd Razak, R.Legino, B. Samuri
The Aesthetic of Traditional Lurik in Socio-Cultural Context

E. S.Handayani

Brand Identity on Local Malay Herbal Toiletries Packaging Design as a
Potential Tourism Product

Siti Sarah Adam Wan, Noraziah Mohd Razali, Wan Nur Khalisah Shamsudin & Ariff Ali

Budaya Melayu Sebagai Simbol dan Makna Dalam Seni Catan Moden
Malaysia

Liza Marziana Mohammad Noh, Hamdzun Haron, Abdul Latif Samian & Tengku Intan
Suzila Tengku Sharif

Budaya Visual ‘Seni Kolam’ Dalam Sistem Sosial Masyarakat India
Santhi A/P Letchumanan, Lee Hoi Yeh, Prof. Madya Dr. Abdul Halim Hussain

Cetusan Idea Seni Tekat Perak

Azni Hanim Hamzah, Salina Abdul Manan, Noor Hafiza Ismail & Nur Hikma Mat
Yusuf

Chlorophyll Print: An Alternative Approach to Describe Photographic
Printing Process Using Nature Based For Photography Students

Dona DLowii Madon, Aidah Alias, Raziq Abdul Samat, Farihan Zahari, Shafira Shaari
& Shaharin Sulaiman

Designing Jawi Typeface to Enhance The Quality of Modern Design

Mohamed Razeef Abdul Razak, Prof. Dr. D’zul Haimi Md. Zain, Dr. Azahar Harun,
Dr. Saiful Akram Che Cob & Lili Eliana Mohd. Radzuan

Diversification of Batik Jarum Handicraft Art Product to Solidify Community
Based Creative Economic Development in Klaten Regency

Margana

124

135

145

151

157

162

172

180

198

207

218

225



25

26

27

28

29

30

31

32

33

34

35

Empowering “Girli” Batik Craftswomen to Enhance Family Economy
and Develop Tourism Village in Sragen District

Dr. Slamet Supriyadi & Prof. Dr. Sariatun

Identiti Visual Seni Catan Moden Malaysia Melalui Media Campuran
Dalam Konteks Kebudayaan

Fairus Ahmad Yusof " Prof. Madya. Dr. Abdul Halim Husain

Inovasi Media TMK Dalam Pendekatan Pembelajaran dan Pengajaran
Pendidikan Seni Visual Berasaskan Gaya Belajar Visual

Siti Hayati binti Haji Mohd Yusoff

Interpretasi Kandungan Imej Fotografi Digital Sosio-Masyarakat Me-
layu Berdasarkan Konsep Literasi Visual

Nadzri Mohd Sharif, Meor Hasmadi Meor Hamzah & Nor Fariza Baharuddin

Kartun Akhbar Sebagai Wadah Penyampaian Suara Masyarakat:
Suatu Kritikan Terhadap Isu-lsu Semasa

Shaliza Dasuki, Liza Marziana Mohammad Noh, Nurkhazilah Idris, Fazlina Mohd
Radzi, Musaddiq Mohd Khalil & Nur Hasliza Abdulah

Kartun Bertemakan Keagamaan Atas Talian: Interpretasi Dakwah dan
Sindiran

Fazlina Mohd Radzi, Shaliza Dasuki, Nurkhazilah Idris, Liza Marziana Mohammad
Noh & Musaddiq Muhamad Khalil

Keindahan Tengkolok Getam Pekasam Warisan Kesultanan Perak
Darul Ridzuan

Liza Marziana Mohamad Noh, Salina Abdul Manan, Azni Hanim Hamzah, Noor
Hafiza Ismail & Mohd Hafiz Sabran

Menggembur ‘Memori Kolektif’: Potensi ‘Seni Partisipatori’ Sebagai
Media Konservasi Budaya

Diana Ibrahim, M. Hendra Himawan dan Mohd Saharuddin Supar

Model Landskap Bandaraya Islam Di Kawasan Tropika Berdasarkan
Empat Faktor Nilai Rekabentuk

N. H Ramle & R. Abdullah

Pelaksanaan PBS Guru-Guru PSV Hilir Perak Dalam Pengajaran dan
Pembelajaran Berasaskan Estetik

Lee Hoi Yeh, Dr. Mohd Zahuri Khairani
Permata Yang Hilang: Pembelajaran Penulisan Seni Khat Dan Jawi

Ainun Jariah Yaacob, Ahmad Rajaei Awang, Mohd Fadil Sulaiman, Mohd.Yazid Misdi

236

244

274

291

304

317

326

333

343

352

367



36

37

38

39

40

41

42

43

44

45

Persona Komunikasi Tipografi di dalam Artifak Kartografi
Wan Juria Emeih Wahed & RidzuanHussin

The ‘Me-Too’ Phenomenon in Packaging Design: A Case Study of
Malaysian Retail Products

Anith Liyana Amin Nudin, Mohd Amin Mohd Noh, Wan Nur Khalisah Shamsudin,
Izwan Abdul Ghafar, Norsharina Samsuri, Nik Narimah Nik Abdullah and Fatrisha
Mohamed Yussof

Interaction Design in Collaborative Augmented Reality (AR) Story-
book for Children

Lili Eliana Mohd Radzuan, Wan Nur Khalisah Shamsudin, Siti Nurlzaura Razis ,
Azahar Harun and Mohamed Razeef Abd Razak

Analisis Proses Penghasilan Lakaran Awal Dari Segi Penggunaan
Material, Idea dan Pengisian (Contents) Mengikut Bidang-Bidang yang
Terdapat di Fakulti Seni Lukis & Seni Reka, UiTM Melaka: Kajian Kes
Pameran Think Things Pada Tahun 2016

Salmah Ali, Hisammudin Ahmad, Haslinda Razak, Wan Nor Ayuni Wan Mohd Zain,
Norsharina Samsuri, Nurkhazilah Idris dan Muhammad Fitri Samsuddin

Corporate Rebranding Design of Oil and Gas Company in Malaysia:
Case Study of SMART Petrol

Amina Syarfina Abu Bakar, Azahar Harun, Mohamed Razeef Abd Razak

Apresiasi Karya Seni Catan ‘Siri Dungun’ Dalam Pendekatan
Etnomatematik

Rushana Bte Sulaiman @ Abd Rahim, Rushana Bte Sulaiman @ Abd Rahim

Aturan Pertiga (Rule Of Thirds) Sebagai Elemen Baru Dalam
Pembelajaran Komposisi Bagi Menghasilkan Karya Seni Catan

Shahariah Mohamed Roshdi, Hisammudin Ahmad, Mohd Haniff b. Mohd Khalid, Dr.
Abd. Rasid Ismail, Fazlina Mohd Radzi, Nur Hasliza Abdulah, Nurul Izza Ab. Aziz

Kempen Budi Bahasa Melalui Senireka Bentuk Pembungkusan
Produk SME

Farhanah Abu Sujak, Siti Raba’ah Abdul Razak, Nurul Akma Abdul Wahab, Nurin
Elani Makrai

Participatory Art Project To Develop The Creative Potential Of
Students Of Senior High School In Surakarta

Adam Wabhida

Pemikiran Visual Terhadap Permainan Ceper Berasaskan Sistem
Sosial Budaya

Zulpaimin bin Hamid, Prof. Madya Dr. Abdul Halim bin Hussain

380

392

403

410

423

434

449

461

470

479



46

47

48

49

50

51

52

53

54

55

56

Pengaruh Elemen Vegetal Dalam Seni Mushaf Nusantara

Nurul Huda Mohd Din, Syafril Amir Muhammad, Prof. Dr. D’zul Haimi Md Zain, Dr.
Mumtaz Mokhtar

Puppet Staging through Media Creation Workshop as the
Development of Character Building Model for the Marginal in
Bengawan Solo Riverbanks

Endang Widiyastuti

Rattan Furniture Design: A Comparison Study between Malaysia and
Indonesia Design Trend

Muhammad Muizzuddin Bin Darus, Dr. Ruwaidy Bin Mat Rasul, Abu Bakar Bin
Abdul Aziz, Nurhikma Binti Mat Yusof, Dr Deny Willy Junaidi

Seni sebagai Praktis Sosial: Garis Teori dan Amalan Dalam Seni Rupa
Kontemporari Malaysia

Diana Ibrahim, Mohd Yuszaidy Mohd Yusoff, and Yusmilayati Yunus
Struktur Reka Bentuk Mimbar Masjid Baru Terengganu

Noor Hafiza Ismail, Hamdzun Haron, Zuliskandar Ramli, Salina Abdul Manan & Azni
Hanim Hamzah

Tapak Warisan Arkeologi Lembah Bujang: Keunikan
Arkeopelancongan Di Negeri Kedah

Farhana Abdullah, Adnan Jusoh, Nasir Nayan & Zuliskandar Ramli

Study On Symbolism Of Malay Islamic Cultural Heritage In Malaysian
Visual Arts : Found In Syed Ahmad Jamal Artworks

Nurkhazilah Idris, Liza Marziana Mohammad Noh, Shaliza Dasuki, Fatrisha Mohd
Yussof, Fazlina Mohd Radzi, Musaddiq Muhamad Khalil

Temporary Evacuation and Relief Centre Design Management in
Malaysia: an Overview

Dr Ruwaidy Bin Mat Rasul, Muhammad Muizzuddin Bin Darus, Abu Bakar Bin Abdul
Aziz

The Cotton Cloth Qur’an binding of the East Coast of the Malay
Peninsula

Ros Mahwati Ahmad Zakaria

The Roles of Interactive Multimedia Learning Android-based
Application for Primary Schools Teachers

Tjahjo Prabowo, Mohamad Suhartob, Mulyanto, Nadia Sigi Prameswari

The Status Quo of Malaysian Printmaking

Siti Safura Zahari, Nur Fatiyah Roslan, Nurin Elani Makrai, Nor Arseha Karimon,
Mohd Fawazie Arshad and Romli Mahmud

493

509

520

529

541

549

558

569

577

585

592



Interaction Design in Collaborative Augmented Reality (AR)
Storybook for Children

Lili Eliana Mohd Radzuan', Wan Nur Khalisah Shamsudin?, Siti Nurlzaura
Razis® , Azahar Harun*,
Mohamed Razeef Abd Razak®

"*Department of Graphic Design, Faculty of Art and Design, Universiti Teknologi
MARA, 42300 Puncak Alam, Selangor Darul Ehsan, Malaysia

"2Department of Graphic Design, Faculty of Art and Design, Universiti Teknologi
MARA, 78000 Alor Gajah, Melaka, Malaysia

3Department of Visual Culture Studies, Universiti Teknologi MARA, 42300
Puncak Alam, Selangor Darul Ehsan, Malaysia

*corresponding author: eliana516@puncakalam.uitm.edu.my

Abstract— The study is to review some aspects within the field of human
computer interaction (HCI) to be incorporated in the development of
collaborative augmented reality applications with children’s storybook.
. The content analysis method was used to explore various theories and
principles related to HCI. Thus, the review analysis and findings able to
provide clear direction for future research and to contribute to the body of
knowledge in this area.

Author Keywords: augmented reality; malaysian children learning; human
computer interaction

1. INTRODUCTION

The vast development of technology today encourages children to spend more
time on digital gadget at early childhood stage. More than half of population in
Malaysia owns a smart phone which shows the high accessibility to download
applications and games easily. Due to that, digital gadget is often used by the
children to play games. Thus, reading session time has lessened.

“Itis dry, itis boring, and what will we need it for?” are what the children nowadays
think about reading book, especially on history and literature. They do not find
enough fun and motivation to continue reading. Both adults and children, the
digital gadget has overtaken their interest in reading book as everything can be
accessed through the mobile devices or computers.
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However, parents should also consider book reading activities among their
children and instil the reading habit at the early stage. A study indicates that
early stage of reading procurement have shown that the home environment
and support from adults is essential to develop literacy improvement (Neuman,
1996). Thus, by bringing interactive elements into published materials such
as storybooks or creating new digital materials that fused with publications are
innovative ways to engage the readers. (Uzzan, 2010)

The positive part about development of the digital technology is the presentation
of information covers the combination of various media such text, graphics,
sound, animation and video. It is cost effective as the applications is easy to be
developed and accessed. Educators, parents, and students are convinced that
multimedia is useful in the teaching and learning process. (Lawrence, 1998) In
addition, the high level of interactivity made children learns better through the
interactions with the application.

Augmented reality (AR) is one of the emerging digital technologies that is getting
attention by the Malaysian users. Itis applied to help experience our surroundings
in new means and also enhanced our perception through the multi senses. In
mobile augmented reality (AR), users observed real image from the camera on
their mobile phone and the view that they see is enhanced by the embedded
three-dimensional virtual objects. The real object captured through camera is
actual environment and the three dimensional images on the camera is called
augmented reality. (Fatin Norsyafawati et al., 2016)

The objective of this study is to review some aspects within the field of human
computer interaction (HCI) to be incorporated in the development of collaborative
augmented reality applications with children’s storybook.

2. METHODS

For the purpose of this preliminary study, the classical content analysis method
was used to explore and analyze several related literature in order to achieve
the objectives of the study. The exploratory started by analyzing the contents
of documentary material such as books and research articles. The research
includes content from other verbal material like videos, interviews, and forum.
The research focuses on finding design preferences suitable for AR storybook
for children.

3. CONTENT ANALYSIS RESULTS AND DISCUSSION

The content analysis based on diverse related theories and literatures show
several significant findings that potentially meets the objectives of this study.

3.1 Children Development and Visual Design

3rd ISME International Colloquium 2016



Lawrence (1998) stated that the study of the user interface design relates to the
intention of how does the application able to maximize the learning success of the
user when using the applications. Furthermore, the combination of visuals such
as type and images, animation and sounds in games or applications provide the
high level of user interactivity which enhance children’s learning in an enjoyable
environment.

Amanda Nicole (2006) stated that the cartoon style is significantly effective in
motivating and helping children to understand instructions. lllustrations are able
to visualize complex idea into a simplified form. They play important roles in
stimulating children’s imagination and able to promote  conceptual change of
certain information.

Jean Piaget was one of the most influential researcher on child development
during the 20th century. Piaget’s theory is based on the idea that the developing
child builds cognitive structures through a process called adaptation from the
physical and mental stimuli. Assimilation and accommodation are two parts of the
adaptation process. It is a process where children construct their own knowledge
through experiences with the surroundings or with the given stimuli. His views
have influenced both psychological and educational research, as well as research
within the field of interaction design and children. (Eiksund, 2012)

3.2 Human Computer Interaction (HCI)

HCI (human-computer interaction) is the study of how people interact with
computers or digital presentation.Ubiquitous research discussed on criteria for
successful interaction between human and computer. Children learn better from
digital representation when they are designed in ways that are consistent with
their cognitive functions that are fused with research based principles.

The focus of this study is in the area of interaction design, where the main
concern is designing interactive systems that meet user experience and usability
goals. Thus, several theories and principles related to HCI are explored.

According to Mayer (2009) in cognitive theory in multimedia instruction, learners
tend to construct meaningful link between words and images and that they learn
more genuinely than they could have with words or pictures alone. The learner’s
task is to make sense of the presented material as an active participant,
ultimately constructing new knowledge. The theory s based on three main
assumptions, they are two separate channels respectively auditory and visual for
processing information, there is limited channel capacity for both channels and
learning is an active process of filtering, selecting, organizing, and integrating
information.
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The understanding of usability in HCI is crucial as it refers to the ease-of-use of
the application during the design process. Jakob Nielsen (2012) in his web article
entitled “Usabality 101: Introduction to Usability” explained five key components
in assessing usability in an interactive application. There are, “Learnability: How
easy is it for users to accomplish basic tasks the first time they encounter the
design? Efficiency: Once users have learned the design, how quickly can they
perform tasks? Memorability: When users return to the design after a period of
not using it, how easily can they reestablish proficiency? Errors: How many errors
do users make, how severe are these errors, and how easily can they recover
from the errors? Satisfaction: How pleasant is it to use the design?”

Schaeer (2014) pointed out that there are four inspection methods of usability;
which are Heuristic Evaluation which involved one or more evaluators who are
novice to the prototype design. They will evaluate according to the given standard
usability principles. Next is Cognitive Walk Through evaluation, this method is
used to inspect the interaction between the user and the interface through
some pre-defined tasks without having any prior training. Laboratory evaluation
method is done in controlled environment which mimics real life scenario where
the experimenter has full control of assignments of subjects, treatment and
manipulation of variables. In user-reporting method, users are spontaneously
involved. Itis less time consuming than the other categories which allow interviews
and questionnaires to take place.

3.3 Applying HCI in AR Storybook

There are abundance of research dealing with how children use AR storybooks,
Olaug Eiksund (2012) suggested that studies on AR storybook varied in regard of
technological implementation, choice of user interface, design of interactive parts
and degree of integration of AR into the children’s activities.

Designing AR storybooks that are intuitive, with standard quality of usability
and most importantly suitable for children, it is necessary to implement some of
the preferences of theories and principles discussed earlier. Beside looking at
children’s interaction with AR books, keeping the intrinsic value of the physical
values of the book is also essential. (Dunser et al.,2007)

3.4 AR Storybook Prototype Requirements
The process to develop the AR storybook prototype is based on the existing
application requirements. The prototype elements involved are the storybook,

the markers, the three dimensional objects and set of activities to utilize the
application.
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Image 1.1 Image 1.2

The storybook is designed to fit the children’s demographic in a way types of
images or illustrations are carefully selected. As discussed earlier, cartoon or
naive illustrations are potentially able to grab the children’s interest in reading
the book as they are more suitable with the simple language commonly used
in children storybook. Detail study on the story plot, characters design and
backgrounds are also considered for the reader’s satisfaction. (See Image 1.1
and Image 1.2)

Image 2

The markers are functioned as the spot where the virtual content is overlaid with
the real environment. The AR device will track and identify the markers to view the
virtual content regardless of any movement of the device such as rotating, tilting
or panning. In this case, the virtual content is the three dimensional objects. The
objects can be animated and embedded with sound.
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The sets of activities are the means for the children to use the AR device to
interact with the storybook. They are presented in a form of stimuli to encourage
learning process. The virtual content should be closely related with the story plot
and the illustrations provided in the storybook in order to create understanding of
the storyline.

4. CONCLUSION

The apparent potential of augmented reality application has been a driving force
to encourage designers, educators, and students to innovate such application
that is applicable in various fields. AR has brought a new dimension to learning
experience as it allows the users to actively participate in the process by
creating and interacting. The students are able to create their own application
through open source tools anywhere at anytime using the mobile devices. Further
studies within the field of human computer interaction on the features related
to augmented reality applications such as usability, design principles , cognitive
ability and user experience are equally important compared the studies on the AR
technical specifications and functionality.
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