
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
IEEE Catalog Number: 
ISBN: 

CFP20GAM-POD 
978-1-7281-9245-1 

2020 IEEE Graphics and 
Multimedia (GAME 2020) 

Kota Kinabalu, Malaysia 
17 – 19 November 2020 



 

 

 

 
 
 
 
Copyright © 2020 by the Institute of Electrical and Electronics Engineers, Inc. 
All Rights Reserved 
 

Copyright and Reprint Permissions:  Abstracting is permitted with credit to the source.  

Libraries are permitted to photocopy beyond the limit of U.S. copyright law for private 

use of patrons those articles in this volume that carry a code at the bottom of the first 

page, provided the per-copy fee indicated in the code is paid through Copyright 

Clearance Center, 222 Rosewood Drive, Danvers, MA 01923.   

 

For other copying, reprint or republication permission, write to IEEE Copyrights 

Manager, IEEE Service Center, 445 Hoes Lane, Piscataway, NJ  08854.  All rights 

reserved.   

 

*** This is a print representation of what appears in the IEEE Digital 

Library.  Some format issues inherent in the e-media version may also 

appear in this print version.  
 

 

IEEE Catalog Number:   CFP20GAM-POD 

ISBN (Print-On-Demand):  978-1-7281-9245-1 

ISBN (Online):   978-1-7281-9244-4 

 

           

 
 
Additional Copies of This Publication Are Available From: 
 
Curran Associates, Inc 

57 Morehouse Lane 

Red Hook, NY  12571 USA 

Phone:  (845) 758-0400 

Fax:  (845) 758-2633 

E-mail: curran@proceedings.com 

Web:               www.proceedings.com 
 

 

 



TABLE OF CONTENTS 
 
 
 

ENRICHING MALAYSIAN CULTURAL AND FOLKLORE THROUGH MOBILE GAME 
LEARNING DEVELOPMENT: WAU & TOYOL ............................................................................................................ 1 

Mohd Fairuz Ali, Ng Perng Jeu, Chong Hwei Teeng 
 

DESIGN AND IMPLEMENTATION OF A VIRTUAL REALITY ESCAPE ROOM GAME ...................................... 7 
Samira Yeasmin, Layla Albabtain 

 

PERFORMANCE OPTIMIZATION FOR STANDALONE VIRTUAL REALITY HEADSETS .............................. 13 
Youssef S. S. Hosny, Mohammed A.-Megeed Salem, Ahmed Wahby 

 

A GAS TURBINE VIRTUAL REALITY APPLICATION MIGRATION TO MIXED REALITY: 
DEVELOPMENT EXPERIENCE ..................................................................................................................................... 19 

Hidayah Sulaiman, Azmi Mohd Yusof, Nazrita Ibrahim, Rubijesmin Abdul Latif 
 

GEMAR: GEOMETRY AUGMENTED REALITY APPLICATION FOR ELEMENTARY SCHOOL 
STUDENTS .......................................................................................................................................................................... 25 

 Lailatul Husniah, Yoga Budi Setya Nugraha, Ali Sofyan Kholimi, Umi Laili Yuhana, Eko Mulyanto Yuniarno, 

Mauridhi Hery Purnomo 
 

OPTIMAL PARAMETERS FOR MODIFIED BUTTERFLY INTERPOLATION SCHEME 
INSPIRED CONFIGURATIONS AS HOLE-FILLING METHOD IN 3D VOLUME 
RECONSTRUCTION ......................................................................................................................................................... 31 

Chan Vei Siang, Farhan Mohamed, Mohd Sharizal Sunar, Mohd. Yazid Idris, Ali Selamat, Ira Wirasari 
 

LOCATION-BASED MOBILE AUGMENTED REALITY APPLICATION FOR TOURISM .................................. 37 
Yoon Cheah, Oras Baker 

 

OPPONENT BEHAVIOR PREDICTION IN A MULTI-PLAYER GAME WITH IMPERFECT 
INFORMATION .................................................................................................................................................................. 43 

Tzu-Le Chang, Sugiyanto, Wei-Cheng Pan, Wen-Kai Tai, Chin-Chen Chang, Der-Lor Way 
 

USING AUGMENTED REALITY AND LOCATION-AWARENESS TO ENHANCE VISITOR 
EXPERIENCE: A CASE STUDY OF A THEME PARK APP ....................................................................................... 49 

Cheng Man Chan, Sian Lun Lau 
 

Author Index 




