CERTIFICATION OF APPROVAL

Flash Helper System

by

Mohd Rezan Bin Abd Hamid

A project dissertation submitted to the
Information System Programme,
Universiti Teknologi PETRONAS
in partial fulfillment of the requirement for the
BACHELOR OF TECHNOLOGY (Hons)
(BUSINESS INFORMATION SYSTEM)

Approved by,

(Mr. Yew Kwang Hooi)

UNIVERSITI TEKNOLOGI PETRONAS

g. 0 TRONOH, PERAK
1%
N JULY 2007
30040

: M Gad

o] PUSAT SUMBER MAKLUMAT

UNIVERSITI TEKNGLOGI PETRORAS

- &16- 'U'\eg‘,g
, UNIVERSITI TEKNOLDGI PETRONAS
- Hel ey glﬂ P Information Resource Center

|

|

i

IPB209022



CERTIFICATION OF ORIGINALITY

This is to certify that [ am responsible for the work submitted in this project, that the
original work is my own except as specified in the references and acknowledgements,
and that the original work contained herein have not been undertaken or done by

unspecified sources or persons.

s

MOHD REZAN BIN ABD HAMID




ABSTRACT

The- Visit Malaysia Year (VMY 2007) campaign will coincide with the golden
anniversary_'of Malaysia’s independence of 50" independence and will showcase
Malaysia as a uniQue destination place with many things to offers to travelers from other
countries. With VMY 2007, tourism becomes important to our country and e-tourism
will play a great role in the industry, An interactive system within e- tourism would be
one way of attracting users and possible tourist to MaIaysia. Animated avatar or virtual
character made out from Flash system will greatly improve the attractiveness and
products of a tourism website thus enrich user’s experiences which is the main thing in
attracting the users to continue browsing and using the. wébpage. The objective of this
system is to improve the interactivity between users and the websites through the system
which is represented with animated character build from Flash system. This system will
help users find what they search and give a quotation of their finding and choosing.
With prototyping methodology used in its development, it is hoped that the system can
provide more to the tourism industry by giving good results and interactivity that users

really need.
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CHAPTER 1

INTRODUCTION

1.1 Background

With the significances of our 50" year of Independence, Malaysia is pfomoting its
tourism campaign which is Visit Malaysia 2007. Tourism becomes important to
Malaysia as it can gencrate foreign exchanges, business opportunities and local
employments. With such events, e-tourism will play a great role in the industry to attract
tourist and companies to Malaysia. The nation surely got many interesting place,
traditions, and heritage but tourist may know little of it. They also don’t how to get
around in the country and there were not many websites or portals that were interactive
enough and really helpful in providing information to these possible tourists of

Malaysia.

As a result, many websites promotes tourism in Malaysia but lack the main thing on
how to attract this people. An interactive animated system will be something new within
this field and it would surely enrich the user’s experiences and improve the productivity
of the websites. This project is intended to create new user’s experience of navigating
and browsing the websites through an animated character which can be an intelligent

system that can attract users to keep navigating the webpage.



1.2 Problem Statement

Visit Malaysia 2007

This event and campaign requires great promotions and good designed websites to
attract users or the tourist to Malaysia. And what they lacks now is a new and good
websites that have elements such as good web design or system, advertisement,
promotions and other alternative ways to gain the attention of these users the possible

tourist going to spend their vacation in Malaysia.

Lack of Interactive System

For the moment, there were few Malaysian tourism websites that can really gain the
attention or attract us.ers to its webpage. Current websites lack systems or programs that
can give interactions to users. Some websites have simple flash advertisement or
banners to promote events and festivals but no such system that act independently from

the websites exists.

Simple Flash

With many websites of Malaysian tourism, they were only few uses flashes program and
simple flash to advertise and promote the websites. They were no flash program that can
give interaction to users while they were navigating the webpage. What they lack is a
flash system with good functions that can get input from users and have Action Scripts

that act as a tool for this task,



1.3 Obiectives and Scope of Study

Set up a flash avatar system in a Malaysian tourism website.
Build a flash system what can connect with tourism websites. The system will play a
great role in attracting users and giving new users experiences that other websites can’t

give, such as interactivity and great user’s experiences.

Advice, plan vacation and out with a quotation of users choosing.

The flash system will gradually help users plan their holiday in Malaysia by providing
search option from the websites and come out with a list of their choosing in a quotation.
Imagine a flash system’s that can help users to carefully plan their holiday and give

them information on what they want,

Flash program that was different than others,

This system can provide users the information as they are searching for contents and
interesting places in the websites. It also has different animation when doing task as
searching or giving the users quotations. This system can receive users input, search it
from the websites and provide links to possible result of the search. It also will play
different animation occasionally when idle or giving quotations and popping out a new

menu of promotions from the websites based on its algorithm.



CHAPTER 2

LITERATURE REVIEW

2.1 Understanding Flash applications

Since its introduction in 1996, Flash technology has become a popular method for
adding animation and interactivity to web pages; several software products, systems, and
devices are able to create or display Flash. Flash is commonly used to create animation,
advertisements, various web-page components, to integrate video into web pages, and
more recently, to develop rich Internet applications. Macromedia Flash is a suitable
program that can be used in developing the system within a website. A Flash application
is a Web application that uses Flash to collect user information, send that information to

a server to process, and display the results. [1]

Having defined the architecture of the purchaser and seller agents, as well as their
cooperation and communication protocols, this section focuses on the multiple criteria
decision making process per se. This process takes place in the decision making module
of the purchaser agent. The tool implemented for the automation of this process is an

extension of the work presented in [2].

From the literature review, the agent can make a decision making based on what it
learns from the user’s preferences and previous actions. This concept can be
implemented in the flash agent where the agent learns and make decisions to give users
a menu of questions and alternatives such as other animations based on the users input

and preferences in previous options selected.



2.2 Action Scripts

Actionscript is a script language used in Macromedia Flash@ programming [1], [2].
Actionscript can be used in order to control objects from Flash movies, to create
navigation tools with interactive elements, and to extend the abilities offered by Flash in
creating high quality interactive movies and web applications. ActionScript provides
new features for the design of interactive Internet sites, integrating multimedia and real

time facilities (games, completion forms, reviews, chat, etc.) [3]

2.2,1 Connecting Flash to the Internet
XML can be used to convey information from Flash to the internet. Its simple syntax
resembles HTML in that it employs tags, attributes and values. Without XML, one could

send chunks of data to a server, but the server probably wouldn’t know what to do with
the chunks, [4]

myString = “<MyFriends><Name Gender=\"female™\>Kelly</Name></MyFriends>";

myXML = new XML (mystring);

The above ActionScript creates the XMI, document as a string and then converts it ato
an actual XML object called myXML. This object can then be sent to the server using

the send-related methods,



2.3 Intelligent Agents

In computer science, an intelligent agent (IA) is a software agent that assists users and
will act on their behalf, in performing non-repetitive computer-related tasks. An agent in
the sense of the word is like an insurance agent or travel agent. While the working of
software agents used for operator assistance or data mining (sometimes referred to as

bots) is often based on fixed pre-programmed rules, "intelligent" in this context is often

taken to imply the ability to adapt and learn. [5]
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2.3.1 Software Agents

In the end, the system may and will be using a software agent or intelligent agents in it.
This agent will act as another system in the main planner system where this is the main
goals and functionality of the system. A single agent will be implemented first and later
multi agents when the system itself is bigger and getting complicated. This agent will act

as a planner in the system and it will adapt and learn from the user’s feedback.

In computer science, a software agent is a piece of software that acts for a user or other
program in a relationship of agency M. Such "action on behalf of" implies the authority
to decide when (and if) action is appropriate. The idea is that agents are not strictly

invoked for a task, but activate themselves.
Capabilities of intelligent agents include:
s+ ability to adapt

Adaptation implies sensing the environment and reconfiguring in response. This
can be achieved through the choice of alternative problem-solving-rules or
algorithms, or through the discovery of problem solving strategies. Adaptation
may also include other aspects of an agent's internal construction, such as

recruiting processor Or storage resources.
o ability to learn

Learning may proceed through trial-and-error, and then it implies a capability of
introspection and analysis of behavior and success. Alternatively, learning may
proceed by example and generalization, and then it implies a capacity to abstract

and generalize.



Agent: An agent records data from user behaviors on clicking and reading on the web
sites. Then it analyzes users’ interests, and gives rewards and/or penalties. A software

agent acts on behalf of a user or other program.

The user interface agent provides a Web interface for the user to interact with the agent
and to help him or her perform data analysis and data mining activities. The user can
provide a general description of the problem at hand in terms of high-level goals and
objectives, or provide specific details about the data analysis or mining task to be
performed. The user interface agent is responsible for receiving user specifications and

delivering results. It also keeps track of user preferences. [2]

The data mining agent may contain specific algorithms implemented in-house, or it can
be the conduit to special purpose data mining products that may have been installed
within the environment. The interface module provides the interagent interface as well
as mechanisms to tie into other applications that perform data mining operations. In this
situation, the data mining agent provides an intelligent front end to the commercial data

mining products. [2]

As an alternative to the procedural program, a control system can be implemented using
agents. In an agent-based conirol system, each control loop or control rung is
implemented as a separate agent. Because the system now contains many small
programs, the code for each control can be assigned to the node that is closest to the
trigger event or feedback device. If the confrol sequence is distributed across several
nodes, it may make sense to allow the agent to move around the network, thus the

solution becomes a mobile agent based control system.



2.3.2 WebMate

WebMate utilizes TF-IDF method [7] with multiple vectors representation. The basic
idea of the algorithm is to represent each document as a vector in a vector space so that
documents with similar content have similar vector. Each dimension of the vector space
represents a word and its weight. The values of the vector elements for a document are
calculated as a combination of the statistics term frequency TF(ur, d) (the number of
times word zu occurs in document d> and document frequency DF(zu) (the number of

documents the word UJ occurs in at least once). From the document frequency the
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Figure 2.3.2.1 WebMate system architecture

mmverse document frequency ZDF(w) can be calculated. [6]



IDF(w) = log mﬂﬁiﬂ)

{D] is the total number of documents. The value d¥} of
an element in the vector is then caleulated as the product

d% = TP (w;, d) % IDF{w;)
Figure 2.3.2.2
We assume that a user has at most N domains of interest. Assume the initial profile set is
V, IV1 = 0; the predefined number of TF-IDF vectors in the profile set is N, the preset

number of elements of a vector is M. For each positive example (i.e. an HTML,

documents that the user has marked “I like It™), do:

; Ve . .
Sim(Vj, Vi) = M‘!’ hke{1,2,...,ni}

5. Combine the two vectors V7 and V,, with the greatest
simifarity..

isVid Ve (m)=ag Egg:)c(&im{m', V)

6. Sort the weights in the new vector ¥, in decreasing
order and keep the highest M elements.

Figure 2.3.2.3

10



We use the Trigger Pairs Model {13, 14]. If a word §
is significantly correlated with another word T, then (S, T)
is considered a “trigger pair”, with S being the trigger and
T the triggered word. When S occurs in the document, it
triggers T, causing its probability estimate to change. That
is, when we see the word S appearing at some point in a
text, we expect the word T to appear somewhere after S with
some confidence®. The mutual information (M) that con-
siders the words order is a measure of the correlation and
used to extract trigger pairs from large corpus. The mutual
information is given by the following formula:

MI(s, 8} = P(s,t)log W—-—-

Figure 2.3.2.4

Single keywords are usually ambiguous, or too general, Moreover, they can occur in
vast quantities of documents, thus making the search return hundreds of hits, most of
which arc irrelevant to the intended user query. Giving additional keywords can refine
search providing considerable improvement in the retrieval results. Good refinement

words must have meanings that help disambiguate or make more specific the original

search word. |6}
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2.3.3 Intelligent Agent
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The communication module of a purchaser agent is responsible for the agent’s
interaction with its environment, that is the seller agents and the human user it assists, It
sends and receives messages, while internally interacts with the coordination module. Its
functionality is as follows: an internal receiver transforms each internally queued
message (produced by the coordination module) to an inter-agent message and, in the
sequel, stores it to the outgoing messages queue. In the case of selective communication,
it also adds the receiving agents’ addresses. An external re¢eiver handles the opposite
case, by transforming each external message received to an internal one and adding it to
the incoming messages queue. Finally, a message transmitter monitors the incoming and
outgoing queues, sending the queued messages 1o its coordination module, to another

agent or to its human user, accordingly. [7]
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The architecture of a seller agent is similar to that of a purchaser (Figure 2). The
communication module has exactly the same functionality with the homonymous
module of the purchaser agent. The coordination module is responsible for the
cooperation between (i) the seller and the purchaser agents, and (ii) the seller and its
merchant. A selling coordinator manages the exchange of the related messages (see next
section). The selling database keeps records of the products specification, and potential
or regular customers (based on the history of previous transactions) to be informed about
the release of a new or promoted product. Merchants may update the related databases

of their software agents at any time. {7]
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Figure 2: Architecture of a seller agent.
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Having defined the architecture of the purchaser and seller agents, as well as their
cooperation and communication protocols, this section focuses on the multiple criteria
decision making process per se. This process takes place in the decision making module
of the purchaser agent. The tool implemented for the automation of this process is an

extension of the work presented in.

Concerning the building of an offer by a seller agent, its inference mechanism gets as
input an offerReqMsg message, consults the selling database and the library of strategies
to retrieve the appropriate data and algorithms, respectively, and produces an
offerPropMsg message as output. The offer building strategy used in our scenario is
sketched in Figure 2.3.3.5.

bepgin
I. gt cffexrRegMag
2. scarch the sclling db for obiectType = purchases0b3
3. i not exists then exit,
efze for each cbjectType. cbiToBaScld found do
ifall offerRegqMeg. constraints are satisfied
1. ereate anew cfferPropMeg

iad tad

2. offerPropMeg. sender ¢ ageot IO
of FerPropMag , receiver o offerReqisy ., sendet
cfferPropMay. maglD « offerPropieg . meglD + 1;
offerPropMay  purchasell ¢ of £ erRegkeg. purchase ID:
of f erPropMey . purchaselby ¢ abjectType. objToBefold
3.3, search i cbiectType . obiToBeSold for eriteria and
assoetated features appenr in of ferReqtey . dese ripti on;
Jor cach match {er iterion & associated Eeature) found do

)

add in cfferPropMay. description a new ilom icr, £,
fv, imp) where, cr and £ comespond to the mateh found,
while £+ and imp the values of EeatureValue o impact,
respectively, of cbiTeBesold

end far

Figure 2.3.3.5 List of algorithm in offerReqMsg
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Figure 2.3.3.6 Personalization Travel Support System Structure

To perceive individual user’s interests, one has to study user’s behaviors by means of

the information from the Interface Web Site that records two categories of data. [8]

1. Web user profile includes user name, age, and sex.

2. Traveling Information includes identification number, duration, categories, trip lowest

price, trip highest price and destination country.
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Personalization Learner by Group Properties: System learns from all users in one group
to find the group interests of travel information by using given data on user ages and

genders.

Personalization Learner by User Behavior: Recorded data is analyzed with user
behaviors and the travel information in order to find the unique interest of each web

user. Reinforcement learning algorithm, called Q Learning is applied at this stage.

Q Learning is used to maximize a reward to the item on the list which is clicked and

award a penalty to the item that is not clicked, as shown below.

Q {8, 0 ¢ & [1' + ¥ max __O (&0, s s)] 4

Whereas max Q is defined as:
! if user clicks the provided trip information

-din if user doesn’t tlick the trip information on the web
site, where n is total number of trips per page

Hp trips information on the database which are not
recommended by the system, where p s the total
mumber of trips in the system

given a 15 the iaafnin.g rate valued at 0.2, and it is the
discount rate valued at 0.8

Figure 2.3.3.7 Learning Algorithm
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The ranking score 1s evaluated from the equation:

Qr = WiQt+WxpQxp+WmpQmp+WeQor WdQd

The first approach is learning by user behavior. The Qt, Qxp, Qmp, Qc and Qd are
calculated by using input data from user transactions on surfing PTS web sites and Q
learning equation. Wt, Wxp, Wmp, Wc, and Wd are weights of each feature obtained
from learning. After that the total score (Qr) is the summation of Qt, Qxp, Qmp, Qc and
Qd mnuitiply their corresponded weights. Next Qr score from each trip is ranked in
descending order. The five maximum Qr scores are selected and recommended for trips

to the users on PTS web sites,

For the second approach is learning by group property or clustering users by ages and
sex. The ranking of trip provided to users is depended on user profile and user behaviors
or web surfing transactions. In this approach users are clustered into group by using age
and gender. Then, the value of interesting trip in each group is calculated by using
user behavior or transaction on PTS web site. The process of trip ranking in this
approach is the same as the above paragraph. The recommended trips are shown in
Figure 3. Area number 1 which is in the middle of web page is the main box. Area

number 2 which is in the right hand sight is the recommended box. [8]

17



2.4 E-tourism

Tourism can generates income and foreign exchange for our country Malaysia. With this
year Malaysia’s 50™ Independence Day, Malaysia will be promoting its country
throughout the year with Visit Malaysia 2007. It promotes the country and attract tourist

to visit Malaysia. One way of doing this is promoting Malaysia through the internet.

To perceive individual user’s interests, one has to study user’s behaviors by means of
the information from the Inierface Web Site that records two categories of data.

1. Web user profile includes user name, age, and sex.

2. Traveling Information includes identification number, duration, categories, trip lowest

price, trip highest price and destination country. [8]

WWF Malaysia estimates that Malaysia gains RM655 million per year from ecotourism.
This figure is rather small compared to the estimated RM24 billion tourism brings into
the economy (in 2001). As indicated in Table 1, the number of international arrivals to
Malaysia showed a significant growth before reaching its first climax in 1990.
Malaysia, in 1990 also recorded 54% increase in tourist arrivals from the previous year

due to intense Visit Malaysia Year promoﬁonal blitz throughout the world. [9]

Year [Tourist Arrivals = 9 Growth.
1997 5210821 -12.9948
1998 5200000  F16.2752
1999 7931145+ 52,5221
2000 10221582 28.87896
2001 12775073 P4.98137

Source: Tourism Malaysia, 2002

Figure2.4.1: Table of Tourist Arrival in Malaysia
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CHAPTER 3

PROJECT METHODOLOGY

Prototyping Methodology:

In this chapter, the author going to discuss on what are the procedure and processes
involved during the development of Flash Helper System. Below, the author will be
discussing on how the project progress in various phases that each of it have its own
roles in shaping the project itself. Before that, the author has chosen to use the
Prototyping Methodology as the model for this projects development. By applying this
methodology, the author believes that this project will be progressing continuously and

there will be no long delays until it can be completed right on the scheduled time.

Analysis of
_Requirements
o ¥ |

“Identify Critical 5

_Homponents : i - o
I i Next Iteraton
-Fast Prototyping of '
- Critical Components
¥

¥
Product

Figure 3.1: The Prototyping Methodology
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3.1 Analysis

In this stage, the problem is defined and important criteria are generated for use in the
design stage. Research and analysis will be done to find the needs, desires and
capabilities of the end users, the customers or tourists. This was done through research
from the internet itself, reference from previous FYP projects, research from surveys on

websites and tourism.

Research and comparison are made with various tourism website in the internet. Some
of the websites are user friendly and some otherwise. Not many website have a flash
player or interface that can really interact with the user. A system that uses flash and can
interact with user, receive feedback from user and even plan their holiday is something

new that many tourism website lack of,

With the system implemented on the website, flash are highly used as a medium to get
the users feedback to the system. The following is the flow of information through
Flash:

» Flash receives user input through a custom Flash user interface.
» ActionScript formats the user input into data.

» The formatted data is sent to a Web server.

The following is the flow of information through the Web server:

» The Web server receives the data and passes it to an application server (for example,
JSP, Perl, ColdFusion, ASP, PHP).

»  The application server splits up and processes the data.
» The application server submits its results to the Web server.

» The Web server sends its results to the Flash movie in the browser.

20



The foliowing is the flow of information back in Fiash:

» Flash receives the formatted data.

» ActionScript reads the data and changes the movie based on the results.

FLASH
+ APP
BROWSER : SERVER
1. Bubmits formatted
reque st TTT———
uia browser
) ()
_ T,
4, Progesses response \ 2. Processes request &
vig ActionSeript returns formatted data
modifying Flash display S to web seruer
lEB
SERVER

3. Transmits formatted
data to client browser

3.1. 1 Gathering User Input

In applications with HTML interfaces, you use pre-built text fields and other form
elements to create forms. Form input is sent to the server page by page by pressing a
submit button. Flash provides épre-built text fields for you to use to create forms; other
elements, such as check boxes: and radio buttons, must be built, taken from a common
library, or downloaded from the Flash Exchange. Although this can make building
standard forms more time consuming, it gives you greater flexibility over layout design
and content flow. It also allows users to reuse common elements without re-
downloading them. In Flash you use ActionScript to develop form logic and process the

data that will be submitted to the server.

21



3.2 Design

In the design phase, first task needs to be completed is the system architectural design.
This includes developing the infrastructural design such as the system, hardware,
software specifications and the system architecture of the whole processes involve in the
system. The next thing that the author needs to work on during design phase is on the
system flow. System architecture is on how the system is going to function inside,
components that need to be included in the system and what methods will the system
work with. The interface design mainly will researched on how the user navigate and
use the system, how will it react with animations from users action and what are the
procedure and processes that the user would need to comply with. Sample of interface

design and system architecture will be discussed in chapter 4.

3.3 Implementation and Test

The proposal from the design stage was implemented into a low fidelity prototype, a
non-functional but representative model. The system will be made and implemented on
a single computer as a prototype. Here, a simple website related to tourism is made and
the flash helper system will be implemented into it. In this phase, testing will be
conducted to test the reliability of the system prototype. The testing will be focuses on
the coding error detection, animation scripts, layers of frames in flash, and implementing
functions into the flash system with actionscript coding. When the system has been
evaluated thoroughly and free from error, it will then be tested by selected usefs to
experience the system itself. This testing is vital to ensure that user satisfaction can be
achieved and any bug or error later can be fixed so that further improvemeni can be

made,

22



3.4 Development Tools

Hardware:
¢ Personal Computer
e Processor : Pentium III or higher
e Memory : 285 MB of RAM or higher
® Speaker

Software:
s Microsoft Windows XP
s Macromedia Dfearnweaver MX
» Macromedia Flash MX 2004
e Macromedia Flash Player
¢ Adobe Photoshop CS2
e MySQL
¢ PHP

Macromedia Flash MX 2004 has been the major tools in developing the system.
Macromedia Flash is a suitable program that can be used in developing the system
within a website. A Flash application is a Web application that uses Flash to collect user

information, send that information to a server to process, and display the results.
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CHAPTER 4

RESULT AND DISCUSSION

4.1 Svstem Architecture
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Flash Helper System Architecture
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Based on system architecture, the system will consist of 3 main functions. First task is
getting the users feedback. This function will get the users input from set of menus with
available options. From these choices, the system will search for user’s preferences and
gave come out with results. Meanwhile, the system will analyze user’s action and pop
up a new menu containing list of promotions or festivals available from the websites.
Throughout the entire process, the flash system will do different animations based on
users input. Lastly, the system will produce quotation or list of user’s previous choice so

that it cans advice or help them plan their holiday carefully.

Planner System

Store

h 4

Database
Websites Get input
Search
Accommodations
View
Result
- Search
Attractions
Search

Activities

Give

Quotation

Agents /
Planner

Use-Case Diagram
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4.2 Flow Chart

b h 4

Attraction Activities
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4.3 Project / Qutcome

1. 3

IS PULRALINE WO M W B R

%Fhappy T D|E‘coﬁtent _

u]te;lkmg; et

1: [P Layer2
|8 Layer1. o s f

Instance of; .- .channel

(Sncp ] [Trockas utton

|2phovER
on (release). {
gotpindStop ("talking™)

E‘Gtobal Functions
@ Timeline Contecl
@ goboardPlay

@ gotadndstop !
nextFrame ;Vlﬂ

Figure 4.3.1 Sample ActionScripts and Frames of animations.

Figure 4.2.1 shows early systems development and show layers of frames and

actionscript to do simple animation from the character.
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3] & Symbol Dafinition(s)
smiley heha
. hohaz

heteez

cortral:meny

El contraliserollbar?
controliscrollbare
@ control:find _style

[ﬂ@ enuview rwebli
L buttoniszroll up
button:serofl down
E} cantralisearch wine!
E@ allbuttons

{ Q actions 1 Fra
E| aclions i Fra

E] aclions ; Fra

-] butten

Figure 4.3.3 is showing an ActionScript codes that will show the number of links in the

menu platform in the system. The system then will calculated on how many links that

actions : Frame!,

El actions ¢ Frami’ 3

&

i

if

}
it

EPPYvE

n = Nwrber (n}+1;

P A —

J/ wait for encugh charsotso

inpu

11

(rot {/:cese _sensitive)) (

TN ¥ 3

T = LEXE;

if (Number (length(findit))>=Nunber (/:minimum search)) {
text = eval(”/:texc”™ add n):

to Lo,

call("convert to_lowercase™):

text

= output;

(Nunbar [length(findiv)) <=Humber (length (text))) (

m =

while {Nurker (m)<=Number((length(text)-length(findit))}} {

0:

m = Mwuaber () +1:
if (subkstring(text, m,
p = Nunmber{p}+1:

length(findiv) ) eq findit)

Figure 4.3.2: ActionSeripts coding

can be shown and sort it out.
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4.4 Interface Design

Active search . M.a;ﬁ;nl search

Figure 4.4.1: Main Interface of the Flash Helper System

In early development of the system, the above figure is the interface design for the
system. Consist of Menu platform, action button, and the animated character that
represent a smiley faces. It also has 2 methods of searching links, active and manual

search.
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Figure 4.4.2: Websites with Flash Helper System

Figure 4.4.2 shows the final product for Flash Helper System where it was implemented
on tourism websites. The system will act as a helper for users to search for keywords

from the list and will direct users to the webpage when users click on the results of the

search.

30



CHAPTER S

CONCLUSION AND RECOMMENDATION

5.1 Conclusion

For the conclusion, this project requires more careful approach starting from designing
the interface until the program design phase. Issues, predicament and problems that arise
need to be overcome as soon as possible so that this project can progress continuously.
By giving more attention to the aspect of interaction between user and the system, the
author can make some improvement towards it so that the system can have better
interactivity and better animation in the future. With more research and time given, more
ideas and features can be included in Flash Helper System for future advancement and

development of the system.

In developing this system, Flash software proves that it can be a good tool in developing
flash systems, movies clips, animations and advertisement. ActionScript is a foundation
and super tool to create interactive movies, animation for Flash. In today’s world of e-
tourism, amimated or virtual character is a secret way on giving users the new

experiences they need and improve the productivity thus usability of the websites.

31



5.2 Recommendation

For future development, an Al features or artificial intelligent features can be
implemented in the system. With it, the system can give suggestion to users based on
their input on how to spend holidays in Malaysia. It can also suggest them interesting
place or spots that can attract tourist. With research and studies from the literature
review, an artificial intelligent can be made possible with the system, all it requires is

more time and dedication in finding and analysis on it.

This project has meet majors of its objectives and in the same time, if giving more time
surpasses the objectives itself. With more research and development time, more
animations and interactive ness can be added to the Flash system thus making it a Flash
system that can really attract users and give what they need, a new experiences that no

Flash systems and clips can give.
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Tabiel Tounsta i

ais in Ma!ay a 1981 2@01

Year Fis jvals

1981 2533104

1982 0774698 0.537469
1983 2926550 5.47274

11984 2947314 0.709504
1985 3109106 5.489473
1986 3217462 3.485118
1987 3358983 4.398529
1088 3623636 7.878062
1989 4846320 33.74191
1990 7445908 53.64045
1991 5847213 -21.4708
1992 6016200 2.890197
1993 6503860 8.105619
1994 7197229 10.66088
1995 7468749 3.772563
1996 7138452 -4,42239
1997 6210821 -12.9948
1998 5200000 -16.2752
1999 7931149 52.5221

2000 10221587 28.87896
2001 12775073 2498137

Source: Tourism Malaysia, 2002

Table of Tourist Arrivals in Malaysia




Than Guif-Koh Tao-
1 Koh Nang Yuan-

Churnphon 0.4100.1000.52210.00110.410/1 421

Rafting Kheg River-
72 [Kang Song Waterfall-

Pitsanulok 00010 41000.52210.100/0.410;1 398
3 Mo Koh Sonn 0.190:0.100,0.522/0. 1000 410/1.300
4 Dizcovery P‘attayaE

Package (3D2N) 0.001 6.43.040;522 0.00110.410:1.299
A Wonderful Thari "
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s Miae Sot Package 3

days 2 mights Eﬂ;ﬂﬂl 0.10000.522/0.001/0.41011.001
4 Loet Package 3 days 2

11ghits 10 001:0.100,0.522:0.0010.410;1.001
o Kanchanaburi  Night

Safan Tour 2 days  10.00130.100:0.522)0.00110.41011.00%
%9_ Kanchanaburi  Good

Health 2days 0.001:0.100:0.522/0.001/0.410:1.001
10 Rafiing Hin Peang,

Winery, Water £l gﬂ,ﬂﬂl 0.0010.52210.100 ﬁ.erm-aﬂ_g-%'

pRr

Above are table of the result using algorithm of a personalization learner by user

behavior with the equation of Figure 2.3.3.7 Learning Algorithm as the formula



o Map

Figure 1. The distribution of sampled websites
with interactive maps, non-interactive maps or no
maps.

El-Enrope, CA-Canada, AZ-AustraliaNew Zealand, AF-Afvica
Figure 3. Percentages of websites offering

sitemap and search.

Figure 1 and 3 shows research of websites that offers a search and sitemap functions and

have an percents of interactive and non-interactive maps.



begin
1. get of ferRegMag
2. search the selling db for objectTy
3. if not exasts then e,
else for each cbiectType . ob] ToBeSold found do
ifall of ferReoMag . constraints are satisfied
3.1. create & new offerProplag
3.2. cfferPropMay. sender + agent IT;
of ferPropiag.recelver +— offerRaegqMeg . sendex;
offerPropMey.megll «— offerProplag. megll + 1]
oEfarPropieg. purchageID +- offerRagMeg . purchass 1IN
of ferProplsg.pur -:hase.iﬁbj +— chjectType.objToBefald
3.3 search i obd ec tType . obiToBaSold for criteria amd
azzociated features appesr in offerRegieg. description;
for each match (oriterion & associated feature) found do
add in cfferPropMag.description A new itemy {or, £,
fv, imp} where, cr and £ comespond to the maich found,
while £v and 1mp the values of featureValue and impact,
respectively, of cb{TeBegold
end for
3.4 for each additional pair of criterion and feature (that not
exizts W of FerReqieg . description)
if the vespective impact 18 pro (positive)
add in offerPropMag. dezcription a new item (cr, £,
fw, imp) where, or and £ coyrespond the additional
mabch, while v and dmp the comesponding valaes of
featuraWValue and impact, respectively, of okd ToBafold
and if’
arial for

& = purchaselh]




3.3.zearch i obd ectTyps .objSold for
offarReciag.preferences;
for each Towud do
 if there exist arguments referring to it
add in offerPropMeg.preferences A new ttem (cxl,
impRel, or2, listOfirg) where orl, impRel amdcre
mmespmd to the match found, while 1iatohrg are links
referming to this preference of cbjTeBeB0l14d;
add i offerPropMag.argumsnts & new  item
{axgID, preE, just, imp)} where, argID, pref, Just
and inp the comesponding values of cld ToB=Cold

ened if
e for
3.6, for each additional preference of ok ToBeSold (that not exists
i _
offerRegiag. preferencea) do
if there exist argquments referning to flus preference
add m offerProptag . preferances & DEW ifem (exl,
impRel, or2, lisztGfirg) where, crl, dimpRel, or2
and 11istOfRrg the corresponding valuesg @f cbi ToBefold;
add i off erPr@pMag arguments @4 #EW  item
(argID, pref, just, imp whers, argID, pref, Just
and imp the comesponding values of ol ToBeSold
end if
end for
end if
end for
ana

‘Figure 6: An offer building strategy

Intelligent Agents Algorithm in offerReqMsg coding in Figure 2.3.3.5
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IDM Architecture, an intelligent agents system architecture.



HEYD JUuB

i Task Name - © “I'Durgtion [~ Stert | Fish " iPredecegSors™ | 1Sep8,07 - [Sep 23,07 - Ott-
o - [T TR O TR LR SsTTIMIJF LT TS |wlS
S Progress Report 15days| Mon 7130007 Frign7io7
2
El Research And Analysis M days| FriSA0RT| Fri %7/7
Research on System Requitement 17 days; FriSA007] Mon B30T
Firding of ariicle journal and surveys 15days’ Mon 8307}  Frismo?
Research Flesh and Action Script Odays: Tue BI28/10F,  Fri BTIO7
>
g8 _
-9 [ Design 12 days iIMon 910/07 | Tue 925107
a0 E Designing eatly interface 9 days | Mon 94007 Thu 952007
B ‘ E Cesigning systems- - - i . Bdays! Thu 9.'13.'13?!. Tue 872507
; T
14 ‘S B tmplemeritation 10 days ‘Mon ¥2407 | Fri 105107 T
i Design énd implementation of system #days | Mon 9E407| ThuSETAT
 Testing i Tl G days | Fri92enT| Foi 10507 15 g
Testing of system Sdays! FODBOT] Fr10MO7



L T
El @ Syrnbol Definition(s)

; @ smiley hehe
@ hohoz
{@] hehez

controltmenu
controhiscrallbarg
1}}@ coritraliscrallbarcor,
[ﬂ-@ contralifind_style |
@ Fnenu; view iweblink
@ bultonscroll up :
@ buttaniscroll down!

controlisearch winc

n =

o=

Numher (n

V+1:

fF walt for enough chayactsers

F e e e e e e s

if (Mumber (length(findit))>=Nudber {/iminimun search)) (
text = eval ("/:text” add n);
if (not (/icase _sensitive}) {

}

£ - - -

£ vnmvert our search list toe 1.,
Fl o e e e -

input = text;

call{"convert_to_loyergass"):

text

= gutput;

if  (Munber (length(findit) ) <=Number (length(text))} {

m =

while (Number (m)<=Nwnber({length{text)-length(findit))))

0;

w = Nunwber (m)+1;
if (subscring(text, m,
p = Nuwber(p)+1:

length(findit)) eq findit)

ActionScript coding that will shows list of links in the menu box

{

{



