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SYNOPSIS 

 

Mersing district in Johor offers numerous gorgeous and magnificent islands to explore. 

However, because of a lack of international marketing and promotion, few people are 

aware of the beauty of the Mersing Islands. Nowadays, The trend of advertising the 

tourism sector has switched to the usage of virtual reality technology in step with the 

advancement of the digital world. Because the current trend among international 

tourists is to use VR technology to explore a destination before making a decision, we 

are taking the initiative to use the latest technology by creating a VR Tour Mersing 

Island hopping, to provide a real experience of exploring the beauty of the islands in 

Mersing and attracting their attention to visit Mersing.  

Our first goal is to increase the economic activity of rural communities in Mersing by 

producing a simulation of touring Mersing's islands using virtual reality technology to 

pique the curiosity of tourists visiting the area.The second is to assist the government 

in implementing the policy of rural development through the EK1 strategy 1.3 step 

1, which is to implement innovative elements in tourism practices. The third is 

implementing SDG 8 goal 8.9 by 2030 promoting sustainable tourism that creates jobs 

and promotes local culture and products as part of the united nation campaign.  

Our product has been on the market and has met Technology Readiness Level TRL 

9. Tourists from all over the world will be eager to visit Mersing because of the VR tour 

video simulation, which delivers an incredible exploration experience. As a result, our 

enterprise contributes to the local economy when tourists visit. This allows local 

entrepreneurs to create money while also providing various job opportunities for locals.  

We have also received support and encouragement from stakeholders and academics 

on this initiative, namely: IT Expert from UTM, Johor State Tourism Exco, and director 

of Motac Johor. We have also registered with the Intellectual Property of Malaysia, 

which is an agency responsible for the development and management of the 

intellectual property system in Malaysia. 

 

Key word : VR, Virtual Reality, Digital Entrepreneur 
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1.0 Introduction 

Maktab Rendah Sains MARA Mersing is a full-fledged residential school under the 

MRSM institution, which was managed by MARA. It was located in Mersing, Johor in 

2001. The establishment of MRSM Mersing is in line with the nation’s aspirations to 

provide access to education in  secondary schools  in science and technology to 

students who have high academic and intellectual abilities to develop their potentials.  

 

2.0 Problem Statement 

Mersing district in Johor offers numerous gorgeous and magnificent islands to explore. 

However, because of a lack of international marketing and promotion, few people are 

aware of the beauty of the Mersing Islands. Nowadays, the trend of advertising the 

tourism sector has switched to the usage of virtual reality technology in step with the 

advancement of the digital world.  

According to data from Allied Market Research, In 2020, the global virtual tour 

market was estimated to be worth $448.10 million, and it is expected to reach $6.5 

billion by 2030, growing at a CAGR of 31% between 2021 and 2030.  

Because the current trend among international tourists is to use VR technology 

to explore a destination before making a decision, we are taking the initiative to use 

the latest technology by creating a VR Tour Mersing Island hopping, to provide a real 

experience of exploring the beauty of the islands in Mersing and attracting their 

attention to visit Mersing.   

Nowadays, a virtual tour has grown popular among attraction managers, 

because it typically requires only little financial investment, provides visitors with a 

variety of tools to assist in learning, and enables attractions’ intangible and tangible 

qualities to be communicated (El-Said & Aziz, 2022).  

While in Malaysia, some industry players are already integrating virtual 

technologies into their businesses, such  as  through  live  virtual  excursions  with  real  

tour  guides  and  recorded segments for destinations such as Melaka and Kuala 

Lumpur (Goh, 2020). Besides, there are also some licensed tours that offer virtual 

experiences by exploring the city of Kuala Lumpur on foot (Klonfoot.com, 2020). 

Furthermore, with the virtual technologies available today, it is also not surprising to 

see a virtual safari experience, which is offered by the Bornean Sun Bear Conservation 

Centre in Sandakan, Sabah (Goh, 2020).  
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2.1 Objective 

 

1. Our first goal is to increase the economic activity of rural communities in 

Mersing by producing a simulation of touring Mersing's islands using virtual 

reality technology to pique the curiosity of tourists visiting the area. 

2. The second is to assist the government in implementing the policy of rural 

development through the EK1 strategy 1.3 step 1, which is to implement 

innovative elements in tourism practices.  

3. The third is implementing SDG 8 goal 8.9 by 2030 promoting sustainable 

tourism that creates jobs and promotes local culture and products as part of the 

united nation campaign.  
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3.0 Innovation Made (Methodology) 
 

A) Originality 
 
Here's the methodology we used to build this project 
 

 
 
 

We started with the production session, editing, testing, and marketing process. For 

the production session, we have determined the best point of interest in the five 

Mersing islands. Then, we use the insta x3 360 camera for video recording.  

For editing process, first, we import the video to Insta360 apps for sorting and 

trimming. Next, we export the 360 video in Adob Premiere Pro for stitching, colour 

enhancement, insert voiceover, and logo. Then, we export the video on youtube as a 

VR video with privacy setting. Customers can purchase VR videos through our website 

www.mersingisland.com and it is recommended to watch using a VR set or 

smartphone with an OLED display screen. 

 

http://www.mersingisland.com/
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B)  Impact 

 

This project has been in the market for 9 months, and we have got various customers 

from home and abroad. Tourists from all over the world will be eager to visit Mersing 

because of the VR tour video simulation, which delivers an incredible exploration 

experience. As a result, our enterprise contributes to the local economy when tourists 

visit. This allows boat entrepreneurs, chalet entrepreneurs, transportation service 

providers, food and retail entrepreneurs to create money while also providing various 

job opportunities for locals.  

 

 

4.0 Innovation Status 

Our product has been on the market and has met Technology Readiness Level TRL 

9. Customers can purchase VR videos through our website www.mersingisland.com 

and it is recommended to watch using a VR set or smartphone with an OLED display 

screen. 

 

5.0 Commercialization 

A) Marketing Method 

This project has been in the market for 9 months, and we have got various customers 

from home and abroad. We advertise the video in VR Community and our own forum 

and website. Interested customers can buy with only RM10 through our website, 

www.mersingisland.com . We also provide physical packages in collaboration with 

local entrepreneurs. Customers can also book physical packages through our website. 

All transactions is using our school cooperative account. 

The chart below shows the number of visitors to our VR tour site 

www.mersingisland.com  from September 2023 to May 2024. This shows our project 

has great potential in bringing tourists from European countries to the Mersing. 

 

http://www.mersingisland.com/
http://www.mersingisland.com/
http://www.mersingisland.com/
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B) Sustainability 

 

1. We are implementing SDG 8 goal 8.9 by 2030 promoting sustainable tourism 

that creates jobs and promotes local culture and products as part of the united 

nation campaign. 

2. Our project makes tourists aware of the effects of marine pollution based on 

SDG 14.1 targets. We are running an awareness campaign for our customers 

related to SDG 14 : Life Below Water by showing a campaign video before the 

VR Tour starts 
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