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ABSTRACT

In this modem era, everyone tend to take less importance in general knowledge about
their surroundings. As for a great example, most of us do not know about the places of
wonders in this world and types of wonders that are available. To solve this, I-Globe
(Interactive Globe) which is an Android Application is developed for the aims to
serve as an interactive learning repository to users to experience about places of
wonders. It enables users to play a game of answering question that will ask them
about the wonder places and present the information on the wonder places to them
with the images of those places. This application is an application that focuses on
Wonders places which are 7 New Wonders of World and 7 New Wonders of Nature.
It is an educational application that has globe applications for user to find location of
those wonders places in world. With this application, user should be able to navigate
through the location of places of wonders in world. The main objective is to enable
people to enable people to have some historical and geographical knowledge
regarding these wonders using this mobile application and increase their interest in

this topic. Besides it provide a package of information gaining elements.



ABSTRAK

Dalam era moden ini, ramai antara kita memberi kepentingan dalam pengetahuan am
mengenai sekeliling mereka. Contohnya, kebanyakan daripada kita tidak tahu tentang
tempat-tempat keajaiban dalam dunia ini dan jenis keajaiban yang boleh didapati.
Untuk menyelesaikan ini, I- Globe ( Interactive Globe ) yang merupakan aplikasi
Android yang dibina untuk menjadi repositori pembelajaran interaktif kepada
pengguna untuk mengalami tentang tempat-tempat keajaiban. la membolehkan
pengguna untuk rmain permainan menjawab soalan tentang tempat-tempat keajaiban
dan member maklumat mengenai tempat-tempat tersebut bersertakan imej. Aplikasi
ini lebih memberi tumpuan kepada tempat keajaiban seperti 7 Keajaiban Baru Dunia
dan 7 Keajaiban Baru Alam. Ia adalah sebuah aplikasi pendidikan yang membolehkan
pengguna untuk mencari lokasi tempat-tempat keajaiban di dunia . Dengan aplikasi
ini, pengguna akan dapat mengemudi lokasi tempat-tempat keajaiban di dunia.
Objektif utama membina aplikasi ini adalah untuk membolehkan orang ramai untuk
mempunyai pengetahuan sejarah dan geografi mengenai keajaiban ini menggunakan
aplikasi mudah alih. Selain itu, ia akan memberikan satu pakej maklumat dengan

penyampaian menggunakan elemen-elemen yang menarik.
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CHAPTER 1 : INTRODUCTION

This chapter will give an overview on the I-Globe (Interactive Globe) Android
Application project. It will highlight the main elements such as introduction, problem
statement, objectives, scope, expected outcome, significance and the methodology
that will be used in developing the project as well as the project plan and the

estimated schedule for its completion.

1.1 Background Studies

Currently, existing globes are the globes that we can zoom out and zoom in to
find our places, or type in the places and get the direction from current places via help
of GPS (Global Positioning System). But the existing globe applications are not
focusing in a small scope or topic which will be beneficial to user. According to
Natalia Marmasse and Chris Schmandt (2000), application knows its latitude and
longitude from the satellite-based Global Positioning System (GPS). But coordinates
must be translated into positions that are relevant to the user, and these obviously vary
greatly from person to person. The existing globe applications are for the use of
finding people and places. If referred to wonders in our world, we have a lot of
wonder places, but they are not known by people due to less emphasize on the topics.
Therefore most of them do not know the history background or the wonder places in
this world. To encourage everyone on the places of wonders in world, an android-

based application on educational platform that capitalizes on the Android Technology

is proposed.

The proposed application is I-Globe (Interactive Globe) Android Application.
I-Globe aims to serve as an interactive learning repository for users to experience.
This application enables users to play a game of question and answers about wonder
places geographically and present the information on the wonder places to them with
the images of those places. The types of wonders to be included are 7 New Nature
Wonders and 7 New Wonders of the World. The places in 7 New Nature Wonders
are Ha Long Bay, Iguazu Falls, Table Mountain, Puerto Princesa, Jejudo, Amazon

Rainforest and Komodo National Park. While the places in The 7 New Wonders of



the World are Chichen Itza (Mexico) - Mayan City, Christ Redeemer (Brazil) - Large
Statue, The Great Wall (China), Machu Picchu (Peru), Petra (Jordan)- Ancient City,
The Roman Colosseum (Italy), The Taj Mahal (India)..

This application is an application that focuses on location of the places of
wonders in world. There is no such application being developed. The application
existing are mostly casual puzzle game under the theme of national flags which test
player's memory ability. Besides, existing educational games also have globe
applications for player to find a city on the map on the world map, continent or a
single country. But there is no globe application that focuses on location of the places
of Wonders in world games. In addition, users also will be able to navigate through
the location of the places of Wonders in world. Therefore, by developing this
application, it will enable people or user to learn about new thing since not everyone

knows about on location of the places of Wonders in world.

1.2 Problem Statement

Nowadays, a lot of people do not know about the Wonders which refer to remarkable
constructions and natures. There is no encouragement on location of places of
wonders to people for their general knowledge. Most of them do not even have idea
what are the wonders in world. They do not have historical and geographical
knowledge regarding the places of wonders. In the world today, people are using
Smartphone everywhere. They are searching and getting information using the search
engines in their phone. But getting answers from search engines would not be
interactive. Besides, the presentation of information would not be interesting and it
will bore the user. According to Ashbrook and Starner systems using GPS to detect
location must have some method to determine which locations are significant, and

which may be ignored. Therefore this could be a solution for the problem.



1.3 Objectives

The objectives of this I-Globe Android Application are to:

a)

b)

d)

Design and develop an Interactive mobile-based 2D globe.

By using this application, users can interact with the globe and know more about
the location of the places of Wonders in world that allow a more interesting
learning about those places. This is done by tapping some parts from globe to get

the information about the place

Use different multimedia elements in presenting historical and geographical

information

Since everyone is using Smartphone with android OS, it is more applicable for
developer to develop this application in this platform. Besides, it is also easy and
more interactive for them to play in a mobile application rather than finding that
information one by one via a web-based search engine. The information is

presented using a combination of different multimedia elements such as images,

text, and videos.
Integrate database technology in mobile application

Users are able to do quizzes to test their understanding and knowledge. The quiz

is integrated with database to store the player name and score.

Adopt all the Ten Usability Heuristics for User Interface Design by Jakob

Nielsen

Conduct study on the user interface throughout the project. The user interface of
this application is build based on the Ten Usability Heuristics for User Interface

Design by Jakob Nielsen.



1.4 Methodologies

The methodology used is Rapid application development (RAD) which is an
incremental development process model that emphasizes an extremely short
development cycle. The RAD model is a high-speed adaptation of the linear
sequential model in which rapid development is achieved by using component-based
construction. The RAD approach encompasses the Planning Requirements. In this
phase, business requirements are gathered in this from users or customers. This phase
is the main focus of the project managers and stake holders. The group of users that
are going to use this system also identified.

Next phase is Analysis and Design. The requirements are analyzed for
validity and the possibility of requirements in the application to be developed during
this phase. User Requirement Specification (URS) document is created which
contains the guideline for the next phase of the model. Besides it also will help in how
the system will look like and its overall architecture.

After design, the next phase is Implementation of designed documents. In
this phase, the work is divided into modules and actual development is started. Since,
in this phase the code is produced so it is the main focus for the developer that
developed the behind work of this application. This is the longest phase of the

software development life cycle. In this case, coding and development are done in

Android programming platform.

The fourth phase after implementation or development is Testing. During this
phase, application will be tested against the requirements to make sure that the
product is actually solving the problem stated and gathered requirements during the
requirements gathering phase. During this phase, some tests are done on the
application such as unit testing, integration testing, system testing, and acceptance

testing.

The last phase in this approach is Evaluation. It is based on customer
feedback, a plan is developed for the next increments, and modifications are made
accordingly. Often some of the features in the initial planning are removed from the
scope of a project in the planning or analysis phase. This process repeats till the

complete product is delivered.
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1.5 Scope

The application developed will enable end-users to interact with the Globe to
get information of the location of the places of wonders in world. However there are
some limitations in developing this system. This system is only designed for the
purpose of getting the location wonder places geographically since it is just focusing
on the gaining of historical and geographical knowledge. It is not like some other
globe application that allows users to zoom in and zoom out to get the clear picture of
places. It is mainly for the purpose of learning the geographical location of places.
There is no research or development on this type of application is introduced. The
scope of users for this application is for everyone around the world. There is no

restriction on the age or nationality in this application.

1.6 Significance of the Project

The significance of this project is that this application can contribute a great change
on the human thinking. This application is easily installed in android platform and can
be easy for users to use it. This is because this application will implemented after
installed in users android mobile. This application is also a main significant to learn
knowledge about location of the places of Wonders in world. In addition, this app will
also include the images of the places and some information or history about the places
for users to learn about them. Therefore, this is an information giving app which
contains gaming approach to make it more interesting and challenging for users.
Additionally, it will bridge up knowledge and expertise of individual in terms of

geographical due to their personal interacts with the globe.

1.7 Project Schedule

The project schedule is developed as the assumption timeline of project that will be
working on. The Gantt charts will be shown in Appendix. All the progress that will
be done throughout the first and second semester of the academic year of 2013/2014
will take 9 months approximately. Throughout this duration, both FYP 1 and FYP 2

will be conducted.



1.8 Expected Outcome

The expected outcome of this project is an android application that is capable to
present information, graphical visualization, and provide users with some general
knowledge about the places of wonders. The proposed application would serve as an
interactive and user-friendly android based application to the users. It would be a
better encouragement for user towards educating themselves in terms of their
historical and geographical knowledge. This application enables users to get
improved presentation of information about the wonders without bore the user and be
more involved within the application. Other than that, the users also can play a better

gaming that actually gives them some benefits.

1.9 Summary

This chapter generally describes the introduction of the project which talks about the
problems and solutions that are reasonable. The objectives and scope of the project
had been clearly stated. The following chapter after this discusses about the review
done on existing methods and application. Besides providing an overview of the
application to be developed that enlightens the reader on the limitations of existing

applications and how it can be improved. Discussions also had been done about the

software and the technology tools used for this project implementation.




CHAPTER 2 : LITERATURE REVIEW

This chapter includes the review of the existing application in the market that already
developed by others. Comparison is done in order to come up with a better and
enhanced proposed application. Literature review also explains to us why there is a
need of this new application and includes information about the existing applications

with its feature.

2.1 Reviews

The three similar systems to the I-Globe are reviewed based on their functionalities,

implementation tools and user interface.

2.1.1 Amazing Earth Application

Amazing Earth is a mobile based application. Amazing Earth provides a list of
spectacular places to view in Google Earth on your Android device. In order to apply
Amazing Earth, the user has to install Google Earth on their device because this
application depends on the Google Earth. If the device has a dual core, then the user
can enable the 3D layers in Google Earth. This Amazing Earth application depends on
the installation of Google Earth because it is just connecting to the Google Earth to
display the location. The view that is selected by user will be displayed through
Google Earth. User has to select the places from the spectacular places list where the
places are displayed in image icons which play a role as file that link to Google Earth.
Amazing Earth application is user friendly as it is just asking the users' to select a
place to be viewed with the help of Google Earth. As can be seen in Figure 2.1, the
user interface of Amazing Earth application is simple and understandable by user. The
application first display information about the application itself. In this, it shows that
Amazing Earth display places from the list using Google Earth on users Android
devices. It also displays that this app runs a web server on user's device at
http://localhost:8002/ to serve KMZ files to Google Earth and some other information

about the files, icon, and images.



