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Multimedia Interaktif
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Media digital telah sangat
mempengaruhi kehidupan
sehari-hari orang dalam
cara mereka terhubung,
berkolaborasi, dan
bekerja.
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Peluang di Bidang Multimedia Interaktif

Multimedia Interactive . Multimedia Database

e AR/VR/Motion
Capture/Gesture/Interactive
Map/Projection

e Dataset Game, Tourism, Culture,
Paintings, 3D Model

Games Technology Computer Aided Learning

e Gamification, Environmental
Model, Game Frameworks

e e-Learning systems, Long Life
Learning, Interactive Learning




Beberapa Contoh
Multimedia Intera

Latihan Fisik Untuk
Usia Lanjut
Menggunakan Kinect

Sistem Pengenalan
Gerakan Bahasa
Isyarat

Penelitian di Bidang

ctif

Prediksi Pola Sebaran Virtual Gamelan
lkan menggunakan

Data Satelit

Online Visual Novel

Framework




ACHMAD BASUKI Sistem Pengenalan Gerakan Bahasa Isyarat

Web: http://basuki.lecturer.pens.ac.id/
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Web: http://basuki.lecturer.pens.ac.id/
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Feature
Extraction
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* System

Sensor devices
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SIBI Gesture
Database Set
Creation

Sistem Pengenalan Gerakan Bahasa Isyarat

SIBI Dataset

SIBI Gesture

Detection
System
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SIBI Gesture
Interaction

Education
Game

Deaf people

Normal
people
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Web: http://basuki.lecturer.pens.ac.id/
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The process of changing hand motion based
on the pitchaxis
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Sign language translator using Leap Motion

Sistem Pengenalan Gerakan Bahasa Isyarat

Alphabet 80%
Number 88%
Word 68%
Total 79%

Sign language translator using Myo Armband

Alphabet 83%
Number 89%
Word 81%
Total 84%
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Web: http://basuki.lecturer.pens.ac.id/
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ACHMAD BASUKI

Web: http://basuki.lecturer.pens.ac.id/
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ACHMAD BASUKI

Web: http://basuki.lecturer.pens.ac.id/

OBSERVASI POLA SEBARAN IKAN DI SELAT MADURA
MENGGUNAKAN SEGEMENTASI CITRA SATELIT

Time Series
of Satellite
Data from
Landsat8

NDWI
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ce Values

Parameters

Sea Surface
Temperature

Salinity

Segmentation

Dataset
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Observation

Time Series
Observation

Chlorophyll

Parameter Overlay
and Segmentation
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Total
Suspended
Solid

CDOM

Turbidity PSK
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Distribution Analysis
and
Logistic Regression
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Visualization of
Potential Fish
Catching Area




CONTOH HASIL POLA SEBARAN IKAN DI SELAT
MADURA PADA TAHUN 2015
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Web: http://basuki.lecturer.pens.ac.id/

Sebaran Ikan di bulan Januari pada tahun 2015-2017

2015 2016 2017



ACHMAD BASUKI VIRTUAL GAMELAN

Web: http://basuki.lecturer.pens.ac.id/

Gamelan

We want to play gamelan
together with virtual
environment, interactive
devices and immersive
experiences.
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Each instrument has
different properties for

playing the music.
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Web: http://basuki.lecturer.pens.ac.id/

VIRTUAL GAMELAN

3D Model
of
Instrument

Javanese

Arrangement

Traditional Song Tone

v

Graphic, Layout and Sound

— KINECT >

Hand Gesture
Recognition
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Playing Virtual
Gamelan

Calibration




ACHMAD BASUKI VIRTUAL GAMELAN

Web: http://basuki.lecturer.pens.ac.id/

Select Traditional Song

V|rtuaI Gamelan “Saron” Virtual Gamelan “Bonang” Virtual Gamelan “Gender”
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Play together with different devices




ACHMAD BASUKI VISUAL NOVEL FRAMEWORKS

Web: http://basuki.lecturer.pens.ac.id/

VISUAL NOVEL FRAMEWORKS

How to convert the story into interactive media that useful for learning

0 Showing Background éﬁ_—;ﬁﬂﬂ ‘z‘ |E“g| |X|
Enter Story Text According to given Format #bg_bel.jpg | ATV X)
|, Ah, HelloSyhehe.pngSinormal.png 1 Iﬁ e -g‘ EJ Y [M‘ IXU

—

code instructions: #sou nd_VinOTheme- M p3 ; 7 : ; ;

#bg to add background command We|C0me$yhappypngSIhappypng 2

#sound to add sound / music command

#choice to add choice T, AT T T
use "' and write name before it to add dialog with actorname 3 L & Welcome % |E|'| | /\ ‘ [ V ‘ I X ‘ |
e.q. "Als:this is how fo use dialog” < s =

press enter / user breakline to add another command
anything written not following format will become a narration dialog

(ciearCode )| {(Add Story Code)

Cancel

Other VN
Framework
: Renpy
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Web: http://basuki.lecturer.pens.ac.id/
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Siang itu, Rudi bertemu Nana
di halaman sekolah.
Rudi menyapa, "Hai, Nana.”
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Hai, Nana
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ONLINE VISUAL NOVEL FRAMEWORK

Text
Mining

Otomatis

Seleksi
Background

Seleksi
Ekspresi
karakter

Seleksi
suara

Manual

Framework

Aset:
Background,
karakter, sound

Alur Skenario

Visual Novel

‘ untuk game

Game
Visual
Novel
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Margin kiri: nermal
Mm—g.in kanan: lebar
Jarak antar baris: lebor
Arah fulisan: menaik

Lebar tulisan: melebar

Kernir ingan dulisan: ‘I'QSCK
Bentuk Huruf: bulat
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Aplikasi untuk mendeteksi
karakter seseorang menggunakan
tulisan tangan

Contoh Produk di Google Play
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Dilengkapi dengan Audio Cerita dan Animasi Interakftif

Game KUBA (Kisah Utsman Bin Affan) Dengan
Convex Hull Agorithm untuk mendeteksi ruang

gambar



Latest Detection

Welcome, tia

Experiment Result
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Liked Products
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Liked Products
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Aplikasi untuk mengetahui produk fashion
apa saja yang disukai berdasarkan
perubahan ekspresi wajah

Virtual Tour 3D Candi Jago Malang
Sebagai Salah Satu Heritage Site



Neuromarketing & Psycho-affected

. Fast Motors automotive dealership showroom.
arson and your goal for today is to prepare a
e a new car. Here's your new client.

Our Research

Next Multimedia Project




Virtual Lightboard

* Lightboard membuat papan
seolah-olah ada di depan
guru atau pengajar,
sayangnya lightboard ini
membutuhkan seting yang
sulit dan biaya yang besar.

* Virtual Lightboard
memanfaat teknologi virtual
pada kamera, saat ini masih
dalam pengembangan.




Interactive Wall

8 ®
coochee

* Interactive wall adalah bagian dari
teknologi interactive projection
yang memungkinkan guru atau
siswa bisa berinteraksi dengan
dinding yang seolah menjadi
display dari materi pembelajaran.

@
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* Media ini sangat atraktif untuk
memungkinkan siswa aktif.







