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ABSTRACT

The Government of Malaysia has encourage the use of Information Technology
application among the public and private sector to enable both sector to compete and
provide better facilities to the nation. In the education sector, the Ministry of
Education had provided a module to teach children about computer at the age of six
in primary school. Most brick and mortar or physically located organizations also
have seeked alternatives to do business particularly via online. Malaysians have
adopted to online transactions with most of the government agencies via the Internet.
The Ministry of Unity, Culture, Arts and Heritage had developed a website which is
accessible to anyone and anywhere in the world who seeks information about
Malaysian culture and heritage. Bringing museum online is a new perspective in
exhibiting the cultural and heritage. Public authorities or private entities are the

bodies that have undertaken efforts to digitalize this important heritage.
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CHAPTER ONE

INTRODUCTION

1.0 Introduction

Information Technology changes rapidly. Nowadays, Information Technology
applications have brought alternatives for solutions in most circumstances that occur
in life. Information Technology can be implemented in most area such as education,
industrial, medical, social life, and others. The Government of Malaysia has asked
the public and private sector to implement technology as to enable the private and
public sector to compete and provide better facilities to Malaysian citizens. There is
thousands and more business transaction can be done via online. More over, most
brick and mortar or physically located organizations conduct their business

transaction via internet.

The Ministry of Unity, Culture, Arts and Heritage in Malaysia has developed a
website that can be accessed by anyone and anywhere in the world which seek
information about Malaysian culture. Bringing museum online is a new perspective
of exhibiting the cultural heritage. Public authorities or private entities are the bodies
that have undertaken efforts to digitalize this important heritage. Digital museum has
brought new alternatives of visiting physical museum. It is either for the purpose of
post-visit or pre-visit to the main physical location on the museum. This research
conducted as enhancement for the existing electronic museum that was developed by

Malaysian Government in 2003 (www.museum.gov.my).
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