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Abstract. In the era of evolving technology, the generation who was born in
1995 onwards or known as Gen Z in Malaysia are becoming less interested in
knowing and learning about Malay Historical Figures. Currently, the medium or
tool applied in learning about Malay Historical Figures is only by using
textbook as reference in the classroom. Looking at this scenario, this project
attempts to attract their interest in learning historical information, especially
about Malay Figure by converting the text or image information into an
interactive learning method. The approach for this project is by implementing
an augmented reality technology where the interactive fighting game has been
embedded. The objectives of this study are to identify the requirements, design
and develop Augmented Reality mobile learning application about
Malay
Historical Figures with the commercial name of ARMyPat (Augmented Reality
based in Learning about Malay Patriots). This application prototype will be
compatible for the Android platform mobile devices and the target user for this
application are students aged between 10-15 years old who learn the historical
subject at school. The project methodology is ADDIE model that covered
analyses, design, develop, implement, and evaluation phase since this
methodology is suitable for the interactive learning development process. The
students can obtain the information such as the summary of character, biodata,
heritage and contribution interactively. For 3D character model view, they can
learn and know the attraction of the martial art which is Silat. Therefore, they
can learn a few movements of the Silat martial art. The last part is an interactive
fighting game whereby it can bring the students to the fighting action in real
environment and encourage them to know about the heroism characters of that
Malay Historical Figure. In the end, this application is to encourage young
generation patriotism spirits towards Historical Figure in Malaysia by utilizing
augmented reality technology.
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Introduction

Malay historical figure is famous and very important people. They have significant
contribution to the country. In education, the students will learn about Malay Figures
such as Tun Mahathir, Tun Hussein Onn and Tun Abdul Razak especially in the
historical subject. Some of them struggled to get independence and make efforts to
ensure that our country is peaceful. Many people wonder why everyone must know
the contribution of Malay Figure. The reason is to create patriotic spirit among the
citizen [1]. Hang Tuah is a very popular and legendary warrior in Malacca. He is the
most illustrious Malay historical hero and leader of a closely-knit band of Melaka’s
finest warriors - Hang Kasturi, Hang Lekiu, Hang Lekir and Hang Jebat. He was
considered as one of the greatest silat masters and more powerful than the other
warriors at that time. Nowadays, Hang Tuah’s legend is still popular in Malaysia.
According to Jamil [2], Hang Tuah’s story is true and known as a symbol of glory
during the reign of Malacca sultanate. He stated that whether it is in the form of
manuscript or historical record, the life story of Hang Tuah is the most valuable
legacy for today’s generation and future. However, the rest four close friends of Hang
Tuah are not widely known and receive less popularity as compared to Hang Tuah.
In the school’s history learning environment, the current method used by the
teachers is by using textbooks which is an unattractive way of learning as it is a oneway learning approach. The content and learning process are supposed to be more
interesting for education by including the combination of audio, video, games or other
interactive media to attract students to learn history. The idea to combine education
with entertainment, or popularly known as edutainment has been used before.
Therefore, to visualize the historical content, the use of Augmented Reality
application is used as one of the methods to attract students to learn interactively. This
effort is in line with the Malaysia government agenda towards education 4.0 where an
immersive technology has been embedded in the teaching and learning process.
Augmented reality can help the user to interact with real and virtual environment with
a tangible interface that consists of combination of words, specific information and
3D models [3]. This technique can deliver the information by using many kinds of
multimedia elements. The user will interact with visual object in a real environment.
Therefore, it will increase the understanding of the user and at the same time improve
the learning process. Billinghurst [3] stated that by learning using Augmented Reality,
especially for history subjects, it can offer vivid information and character’s emotion
compared to traditional ways. By traditional method, the historical situation of figure
can only be described by words, images and oral report [4]. Learning Malay
Historical Figure using Augmented Reality mobile application is believed to be the
way to attract the young generation to learn about it. Apart from that, in Venice, Italy,
there is an Augmented Reality application game called VeGame which guide the user
in learning about the historical places such as churches, monuments and etcetera in
giving a new experience to the tourist [5]. It is one of the Augmented Reality
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applications that expose on the historical information. In London, England, there is
also an augmented reality application called Shakespeare’s Globe 360 by Sam
Wanamaker, which had a vision to provide theater to all children. This mobile app
carries out primary purpose of theatre by bringing history to life. Learning about the
performing arts, alongside its history will provide new depth to the content of both
arts and English classes. AR lets students explore the theatre and feel the atmosphere
of it. AR supports education in a way that was previously impossible. For instance,
adding a virtual reality headset to this app will take the experience to another level, by
bringing the user inside this historic theatre [6].
Malaysia has many historical figures, but most of today's generation is less
sensitive about the matter because they were born after independence and do not
understand the importance to know about historical figures [7]. Nowadays, young
generation in Malaysia is less interested to read or know about the country’s historical
figures. They only learn about historical figures at school during History subject.
Talin [8] stated in her study that History is not a popular subject in schools as students
complained that the subject is not interesting as they must memorize a lot of facts.
However, to prevent this situation from happening which may cause the younger
generations to forget the contribution of historical figures in Malaysia; historical
figures need to be presented in a form that can attract students to learn about it. The
idea of this study is to convert the historical figure's information into interactive form
of knowledge sharing by using Augmented Reality. It is a known fact that the younger
generation nowadays is addicted to use digital device such as computer, and mobile
phone. Despite the situation, learning through mobile application has not been
productively promoted as an alternative learning method because the education
system is still confined to the conventional way of learning through media such as
newspaper and television [9].
Learning approach using mobile applications is still not very popular in the school
environment in Malaysia. Learning approach is still based on the traditional method
of learning-centered class which is mostly geared towards examinations. As the
technology advances, the students will feel frustrated since there are so many
entertainment alternatives out there which are more interesting than learning
traditional method [10]. Some previous studies proved that most teachers are still
using the traditional way of teaching the subject in the classroom [11] [12]. However,
since most students now were born in the digitalized age, naturally they will be more
motivated when learning using technologies’ application such as Augmented Reality
[13] [14]. Therefore, the intention of this project is to use Augmented Reality that can
effectively attract students to learn about historical figures in Malaysia.

2

Literature Review

Augmented Reality (AR) is a new technology that integrates the digital information of
the real environment to the user [15]. Usually user only sees the information directly
from the book and paper. Nowadays, the technology that view the elements of a
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physical or real environment are augmented by computer generated sensory input
video, sound and image. The objective of Augmented Reality is to capture the
meaning and information of the place or real object.
The tremendous importance of AR technology is proven by various investments made
all over the world to explore the usage AR. For instance, AR offers engaging
entertainment, particularly in the media. It allows designers with the opportunity to
develop new kinds of appealing entertainment that offers more emotional and intimate
characters. AR technology also assists in facilitating the development of better
buildings. In the same manner that AR is transforming the entertainment and media
industry, it is also influencing the construction environment. AR shows tremendous
potential in benefiting the education and learning environment while applications in
other areas such as the medical environment are also feasible [16]. In the gaming
environment, AR is showing remarkable potential. It is facilitated in the integration of
audio and visual material that provides the user feelings as though they are in the real
environment. Compared to virtual reality that demands confined space or separate
area to develop immersive environment, AR utilizes the real environment and
establishes its own playing field. Virtual reality demands the usage of specific VR
headsets while just certain AR systems need them. For the AR games, they expand
the playing field on the real world’s diversity to ensure that the game remains
interesting [17]. Currently in school, traditional ways in education are still used. The
students must follow all the knowledge and learning instruction arranged by the
teacher face-to-face [18]. Moreover, the learning process still uses paper. This method
of learning does not share dynamic information such as motion or movement.
Although the conventional method is very useful, there are rooms for improvement to
spark the interest in learning. Since technology begins to grow, the combination of
technology has affected the learning system. The use of technology in learning and
teaching provides the attraction to develop an engaging, authentic, realistic and
extremely fun learning environment [19]. It is also found that the student engagement
and understanding of the content increase when learning using technology. Therefore,
many technology applications have been combined with education such as the use of
computer, multimedia, internet, mobile devices, virtual reality and augmented reality.
The increase in usage of mobile devices has led to the introduction of Augmented
Reality application for mobile learning.
Mobile AR offers educators and designers with new ways of developing the situation
and improving the context of the mobile learner. One of the major concerns about AR
is that the augmenting encounters in real-world settings regardless of the location of
the learner. Technologies used in AR have the capacity to leverage on location,
experience, situation, or environment to entirely new avenues of understanding and
meaning. AR games are significantly altering people’s ways of learning while using
mobile devices. When considering a mobile learning game, it is crucial to emphasize
on several major aspects unique to mobile augmented reality. Utilization of
information that support the learning process using the AR is done by merging mobile
together with AR facilities. These comprise of the user’s mobility, the geographical
position of the user, physical environment for engagement in learning, and linkages
between informal and formal learning. Furthermore, in the event of mobile learning
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games using AR, emphasizing on the “interaction modes” is essential since the modes
interact with each other to offer learners passive overlaps of information based on
their gestures, physical location, or movements. AR games can also involve the
learners in investigative mode for the purpose of discovering or solving a problem
[20].
Nowadays, education field had used Augmented Reality technology for the end user.
Furthermore, many people use smart phones that include this technology. The reason
why this technology had been used for educational purpose is because the features
available in Augmented Reality can make the students easy to understand during the
learning process and become more fun. Most of Augmented Reality application
currently focuses on personalization area that need the agent approach to create the
best learning experience. According to the Bower et al. [21], learning through
Augmented Reality can increase motivation to the learner because it is realistic, fun
and interesting. AR has the capability to display the information in various forms of
media and above virtual real-world environments. It also helps to improve the student
thinking capabilities, problem solving and communication skills. This is due to the
reason that the Augmented Reality can do impressive hybrid-learning [22]. Students
who have problems to visualize in any learning concepts can be helped using
Augmented Reality technique. The students will be able to see the 3D design like a
real situation. Besides that, Augmented Reality can increase the level of interaction
between the subject’s content with the students in terms of physical exploration [23].
By using this technology, the attraction towards learning among the students can be
increased. Mobile devices have great features, can be accessed anytime and
everywhere and at the same time can access the internet usage with affordable price
[24]. Smartphones, tablets and wearables are examples of mobile devices that have
the capability in computer vision, cloud computing based on mobile and cooperative
in networking which allow the science fiction to be transformed into a reality vision
using Mobile Augmented Reality (MAR). Even though the mobile devices have some
constraint compared to traditional computer, their systems have many sensors that are
very useful to develop MAR applications. The intensive parts execution process can
also be assisted by the remote server. The technology in mobile devices had been
improved such as the built-in camera, mobile cloud computing, resources for
computer and sensors. This is the reason why AR has very high potential usage and
development in mobile devices. Since the rapid growth between human computer
interaction, computer vision and mobile cloud computing, the user can feel the new
experience of interaction and get the information in various ways using the mobile
devices. Currently, Mobile Augmented Reality (MAR) had been used in many fields
such as entertainment and advertisement, tourism and navigation, assembly and
maintenance and lastly for education and training. The Figure 1 below shows the
existing application using Augmented Reality in mobile devices.
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Fig 1. The existing application that using Augmented Reality in mobile [24].

Augmented reality has been used on desktop computing. Some of Augmented
Reality applications use the components of website infrastructure, but not every part
can be used to develop Augmented Reality applications. AR is a system that enhances
the user’s view in real-time by using generated image or other inputs by the events
with the specification of AR. By using the most popular product for AR such as
Oculus Rift and Google Cardboard, it usually makes the content of AR application
more interactive and improves the user experience. Previous studies also discussed
about the usage of Augmented Reality on web technology. For example, as an open
source, Argon Augmented Reality web browser tries to combine the existing
technology for web development. The Argon apps have commercialized the
Augmented Reality mobile application to the compatible mobile devices. The Figure
2 shows the browser architecture that includes a framework called “Augmented
Reality Framework” (AREF), whereby this is the framework that has been referred in
developing the application. Modules in the framework are illustrated below.

Fig 2. Extended Browser Architecture with AR, CSS and JS [25].

Even though there are many significant benefits in using Augmented Reality
during learning activity, there are some issues that need to pay attention on. Research
had shown that some student do not know and have lack of information about this
technology. As a way to reduce the problem, the students were given some
instructions as exposure before they use Augmented Reality technology. Another
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reason is it was difficult for the user to find the 3D for virtual contents of Augmented
Reality on their mobile device because of the screen limitation [26].
The Integrated Curriculum for Secondary School (ICSS) announced that History is
the core subject for the lower secondary and upper secondary in Malaysian schools.
This subject has been included in class timetable. For Sijil Pelajaran Malaysia (SPM)
level, the Ministry of Education stated that History subject is one of the compulsory
subjects for the students to pass. History is considered as an important subject because
according to Johdi et al. [27], learning History subjects can improve the students’
understanding of human being in order to make critical judgement to prepare an
individual to handle any problems.

3

Research Methodology

The research methodology is described as a logical way to solve a task. The discipline
is to research what type of methodology to be chosen. It consists of the process to
explain, define and forecast about their task and it is called research methodology. By
doing the research methodology, researchers can gain knowledge and describe the
task strategy of the project [28]. The methodology used for this research is ADDIE
model. The acronym of “ADDIE” was described by [29], in his book “A Handbook of
Instruction and Training Program Design” as the generic Design Model of Analyse,
Design, Development, Implementation, and Evaluation (ADDIE).

Fig 3. ADDIE model [29]

For this application, ADDIE methodology is found suitable because it is an interactive
learning application. The step by step process methodology during the development is
very important especially during certain stage when problems occur. By using
ADDIE method, this research could access the previous phase and repeat the process
again when problems happened during the research process. According to Linda [30],
the ADDIE methodology process is an effective and efficient design for teaching
which helps with instructional design. Analyzing learners’ problem and needs,
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designing the instructional design which includes activities and material are the
components of the instructional design.
i) Analysis Phase
Firstly, the details related to the project such as problems need to be identified. At
this phase the analysis resources must be not less than five years back to make sure
it's up to date, and can be accepted to be applied in the current year. The problem
statement in this project is that the young generation is less interested to know about
national figures in Malaysia. After the problem had been defined, next step is to make
sure the best method to provide solution for the problem. To find the best method, the
target user had to be identified. As the project was meant for students who learn the
History subject in their schools, the method used for this study is AR. Along the
process of researching the resources, objective and scope are used to ensure the that
resources relate to the topic. The resources taken from numerous sites, journals and
books were then compared to gain better results.
Table 1. Summary for analysis phase
Research Objective

Phase

To identify
requirements for
augmented reality,
mobile learning
application about
Malay Historical
Figures

Analysis

Activity
 Identify the problem statement
 Identify the objective
 Identify user requirement
 Identify the projects significant
 Define functional and nonfunctional requirement

Technique
Conducting
observation on
previous similar
system that focus on
historical figures
Read from article,
journals and previous
re-search.
Produce Gantt chart

Deliverable
List of problem statement
List of objectives
List of user requirement
List of project significant

 Estimated project planning

Produce project
schedule tools using
Microsoft Project

Gantt chart

Fig 4. Brief description of Project Analysis

ii) Design Phase
After the completion of the analysis phase, the next step is the design phase which
is needed in order to develop this application. In design phase, the use case diagram
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was first designed using Microsoft Visio. Use case diagram or usually referred as
behavior diagram, was used to list all set of actions performed by the system’s user.
After that, the design for prototype using paper sketching was made for system
interface to show the activities and process. The purpose for prototyping process is to
make sure that the development phases run easily. The design was derived from the
analysis that had been done to develop this application. Besides that, the activities for
application design flowchart and storyboard were also covered in this phase. This
project application has three components which are the main activities for this project.
Firstly, the information on Malay figure was explained at information part. It
contained a navigation button to attract the student’s interest to learn. The second one
was interactive game for the students. Because the nature of students like to play
games, the game was designed based on fighting scenes to increase the understanding
and help the user to think fast which will activate their brain to act fast based on the
fighting necessity in the game. Last but not least is the usage of Augmented Reality
technology which was included in the information and fighting game. The users need
to focus their phone camera to the picture of Malay figure on the paper and then the
animation of character plus the information will appear on the phone screen. This
system used fighting game as way to attract students to know about Malay figure
using interactive games.
Table 2. Summary for design phase
Research Objective

To design augmented
reality, mobile
learning application
about Malay
Historical figures

Phase

Design

Activity
 Design use case diagram
 Design storyboard
 Design 3D character model with
an animation
 Design interface and button
 Producing the flow of
application design

Technique
 Microsoft Visio which provides tools
to design use case diagram
 Using JustInMind software
 Using Blender software
 Using Unity 3D software
 Using Microsoft PowerPoint

Deliverable
Use case diagram
Storyboard prototyping
3D character model with
an animation
Menu, game,
information, interface
and button
Application design flow

This part describes the flow of the application prototype; Figure 5 shows the
application design flow. Firstly, after user click the icon of the application, the home
page will appear. The home page contains two buttons which are for navigating to the
game section and learning section. At learning section, users can select any Malay
figure that they want to know. To play the game, the user can click the game button at
the game section page.
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Fig. 5 ARMyF Application design flow

iii) Development
After the analysis and design phase completed, the results were used as guidelines
to proceed to development phase. In this phase, software and hardware were both
needed to build the project using Augmented Reality. The technique used for this
development was marker techniques to display the virtual information directly to the
user using mobile devices. The types of coding used to build this application were C#
and Java. The most important part is to develop the main functionalities of the
application.
Table 3. Summary of development Phase
Research Objective

Phase

Activity
 Develop the project using
augmented reality and game

To develop augmented
reality, mobile learning Development
application
 Development of augmented
reality application

Technique

 Use augmented reality marker
techniques to display the
virtual information directly to
the user using mobile devices
 Use unity 3D to develop the
augmented reality game
 Before and Unity 3D software
to create mobile applications
that using augmented reality

Deliverable
Marker-based augmented
reality application
3D game augmented
reality fighting game

Augmented reality,
mobile learning
application about Malay
historical figures
(ARMyF)

Before getting started, there are a lot of matters that need to be considered for
Augmented Reality (AR) application such as to extend the functionality of a mobile
software offering. The truth is, there are many ways to approach the design and
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development of an AR app and the best approach depends on the requirements of the
project. It is always best to start with the end result in mind, establish the key
measures of success and ensure a mechanism by which to measure the performance of
the application that has been established. Measuring success can be tricky and
therefore having the right data and analysis is essential. To make it successful, there
are five steps or processes in the development of an augmented reality game as shown
in Figure 6.

Fig. 6 Augmented Reality Game Development Process

iv) Implementation
For implementation phase, after the development of the application is completed, it
needs to be installed and transferred to smartphone using Android Studio as a
platform to run it. Therefore, the user would be able to test the application and then
the responses were taken to make sure the application achieves the project objective.
v) Evaluate
Finally, the feedback and responds from the user was taken to improve the
application. To complete this evaluation process, a few students were selected to do
testing of the system. The results of the test and user feedback are very important in
order to improve this application.

Research Objective

Phase

To develop augmented
reality, mobile learning Implement
application about
Malay historical
Evaluate
figures

Table 4. Summary for implementation and evaluation phase
Activity
Technique

Transfer and install to

Using android studio
smartphone as a
platform

Feedback and responds

Select 5-10 students to
from the user is taken to
do the testing of the
improve the application
system

Deliverable
An application prototype
completed install
User feedback
Result of testing
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4

Analysis and Findings

This section discusses about discoveries of the entire stage which covered three
objectives that have been achieved which are; user requirements, design and
development of Learning Malay Historical Figure using augmented reality (ARMyF).
In this section, the point of convergence of the paper is shown. User requirements are
needed for any project, especially when developing mobile application projects. Use
case, functionality and non-functionality interact with the use cases. Below Figure 7
shows the use case diagram for the development of ARMyF.
Functional Requirements are a description of the facility or feature required for
development of a system or application. It deals with what the system should do or
provide for users. A use case diagram is used to describe the functional requirement.
Use case diagram is a depiction of a user's interaction and relationship within a
system or application. It contains use cases and role where use case is a list of
functionality that the user can perform actions whereas role is an actor.

Fig 7. Use-Case Diagram for ARMyF
Table 5. Functional Requirements for ARMYF Mobile
Function
Select Malay Figure

View 3D model and
animation
Play an interactive
game
Implement of
augmented reality

Description
Students can choose Malay figure that
they want to know about
Student can view 3D character model and
animation with an interactive sound
Student can play an interactive fighting game
and select which character they want to use
before starting the game
Student can watch information and play the
game by using augmented reality technology
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Table 6. Non-Functional Requirements for ARMYF
Characteristic
Availability

Description
Uptime less than 5 second

Performance

Good performance with minimum constraint

Flexibility

Capability to increase or extend the functionality

Portability

The ease to view on all necessary platform
High capability to maintain its performance over
time
Easy to be understood, learned and used by intended
user

Reliability
Usability

Several steps of the design process were done to develop this mobile application.
It started with producing a use case diagram, designing storyboard, 2D model, 3D
model and user interface design. All these processes used different type of tools
in order to complete, but the whole design are related to each other. Figure 8
shows the design phase processes in the development of the ARMyF.

Fig 8. Design Phase Process

First step was to sketch the process flow of the application by using the storyboard.
The storyboard explained the short description about this system. It was developed in
the early planning for the design phase and used as a reference to develop the
complete application prototype. Next step was creating the application graphic. The
application graphic covered application background, game character, buttons and
icons. This was followed by the process of designing the 2D model of the character
where Adobe Photoshop was used as a tool for this activity. Next was to create the
3D model. The design was based on the same 2D character design, and then it was
converted into 3D character. In order to model the 3D character, this study used a
tool or software called Blender. After the 3D models had been created, the process to
animate the character was executed. As for the augmented reality function and to
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design the application interface, a tool called Unity 3D was used. Figure 9 and 10
show the process of creating and animating the 3D model.

Fig 9. The 3D model of the character

Fig 10. Putting the animation elements of the 3D model of the character

As for the user interface, there are three parts in this mobile application prototype.
First is a Malay Figure section which displays information about the Malay Figure
such as the summary of the character, the biodata and their contribution. Secondly is
the 3D character part which shows 3D character model with animation. The final one
is the game part where user can play interactive fighting game and use the 3D Malay
Historical Figure as the fighting character. Figure 14 shows the game animation flow
for all the processes involved at each character. The changes of states from one
process to another process are linked to each other to create the reaction during the
fighting game. Every fighting button such as kick, punch, walk forward and backward
were set at the animation flow as illustrated below (Refer Figure 11, 12, 13 and 14).
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Fig 11. Interface for home page of the application

Fig 12. Malay Figure section

Fig 13. Interface for the game section

Fig 14. Game animation flow
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In the development process, Unity 3D was used as the tools to develop the
application. All the completed process in previous stage namely; graphics, audio and
3D models were imported into this process. The next process was to search and edit
the audio. To create the best experience for the user, a couple of audio systems were
used. Internet browser was used as search engine and the audacity as tool to edit the
audio. The final process was to test and evaluate the application prototype. To make
sure the application runs smoothly, several tests and evaluations were completed
before the application was given to end-user.

Fig 15. The development process

5

Conclusion and Recommendation

There are many limitations that occurred during the development process. The main
issue was when gathering the information about historical figures. It was very difficult
to find storybooks about the historical figure so the researchers opted to use the
internet. After that, need to find the suitable part to convert the information into 3D
design and make it interactive to the user. Secondly, the process to design the 2D
character was quite complicated using Adobe Illustrator and then need to convert it
into 3D character modelling. This process needs a good skill to imagine the 2D
drawing and sketch it using the software. Lastly, the limitation was during the process
to create the augmented reality game. The game developed must be relevant to the
historical figure and gain interest from the user to know more about it. Even though
this project gives a lot of benefits to the user, there is room for improvements that
need to be done in the future to improve the application efficiency and effectiveness.
The further development of this application prototype needs to be continued after the
positive survey and result from the participants. To understand user requirement, the
prototype needs to involve expert person such as the teacher and academician. The
cooperation between these two groups can make this application more useful.
Secondly, better design, interactive animation and smooth model development can be
achieved with good computer specs and development skills. Clear audio sound can
deliver better understanding of user. With better design and development of the
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application, the user will become more attracted to use the application. Lastly, more
user testing is required to identify the weaknesses for this application prototype. The
numbers of participants especially students need to be increased, for example, select
one secondary school and focus on students from 13 – 15 years old. The main focus is
to attract the user’s attention about Malay Historical Figures. There are many
historical figures in Malaysia who can be used as the next development of the
application. Therefore, the students can learn History in school by downloading the
application on their mobile phones.
This application prototype exposed the user about Malay Historical Figure, which
may be forgotten in the next generation since there were born after the Independence
Day. The idea to develop an interactive learning version of Malay Historical Figure to
bring competitive advantages for the user to learn, remember and know about
historical person. The interactive element in this application is a 3D character model
with animation and another section is fighting game. Besides that, Augmented Reality
technology was used in this application. This technology enables the user to interact
with the application and view the 3D object in the real world using their smartphone
camera. The user can get the opportunity to know about how Augmented Reality
works in mobile application. The fighting game helps to gain user’s interest as
younger generation nowadays like to play games from their smartphone. The result of
this study showed that the application is efficient for the user, which proved that it is
successfully delivered and meet the objective.
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