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President’s Note

The yuzetting of the Act Technoloyists dand
Technicians 2015 or Act 768 led to the launch
of Mdlaysia Board of Technoloyists or MBOT us
a functional professional body to recoyhize
technoloyists und techniciuns us un elevated und
developed profession.

To dute, MBOT hus received more than 13,000
applications  from reluted technology and
technical professionals under MBOT's jurisdiction.
From these figure, MBOT hus recognhized 3864
Professionul Technoloyists (Ts.) und 282 Certified
Techniciuns (Tc.) through fast-fracked programand
series of online aund on-site Professional Assessments
since December 2018. With the support and
cooperation of TEP members, MBOT munuyed
to uppoint more competent technoloyists und
techniciuns who dre uble to contfribute to the
industry and educationdl institutions.

In September 2018, MBOT held MOU sighiny
ceremony with 22 related Technical Expert Panels
(TEP) withessed by Deputy Minister of MESTECC YB
Isnardissuh Muhirah Mdijilis. This signifies symbiotic
colluboration in developing the related technology
und fechnicul fields towards uplifting the status of
technoloyists und fechnicians in Malaysia, One of
the colluboration will be highlighted in this edition.

Art Design and Credtfive Multimedia Technology
(AM) is one of the interesting technoloyy thut
involves the process, tfechniyue und dpplicution
of technoloyy to produce credtive content. The

reluted key dareus dre animation, cyi, credtivity,

design, entertainment, content, inferactive and
gumes development which has been ugreed
defined with our TER Creutive Content Industry
Guild Mulaysiu (CCIG).

CCIG plays its vital roles us the reference and
resource center for credtive industry pructitioners
in various industry specidlizations. Other thun CCIG,
Multimedia University (MMU) is dlso MBOT’s TEP in
contributing professionul graduutes towards this
field.MMUisknown us one of the best universities that
froduced tulented und well-rounded yraduutes

Tan Sri Dato” Academician (Dr)
Ts. Hj. Ahmud Zduidee bin Laidin FASc

us they were exposed by lutest technoloyy und
various hands-on experiences in art creutive field.

On top of thut, MBOT hus implemented various
fromotional progrums to increuse the number
of reyistration und to ruise awareness on the
importance of recoynizing und beihy recoyhized
us fechholoyists and fechnicians. Our promotiond
activities have been uccelerated und expunded
to both ygovernment und private sectors. On
another hote, MBOT is planning for more MoU
signing with the industry players in order to enuble
future colluboration and dlso udopt more diverse
und wide-runging tulent pool from the technoloyy
industry.

Lustly, | would like to express my deepest grutitude
to everyone for the devotion to the yrowth and
success of MBOT. We ure committed to leuve u biy
impuct to the country’s well-beiny. | um confident
that we will be dable to withess more esculating
progress of MBOT und technology field.
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s Act2015 (Act
& /68),un uct to provide for the establishment of Malaysia Bourd Technologists (MBOT), in

e The Parliaument of Mulaysia hus enacted the Technoloyists and Technici

L .';

., line with other professionul bodies in Malaysiu.
o MBOT isresponsible for the reyistration of graduute technoloyists and quulified tfechniciuns /
us well us to recoynise professiondl technoloyists und certified techniciuns.
° MBOT promotes educdation and professiondl fraining in related technoloyy und technical = "-:-
fields. e A A

e MBOT recoygnises technologicul careers und empowering technicul und vocuationdl

educdution und training (TVET). g

o MBOT will strive to be signatory to international accords in the field of technology und

techhicul to ensure the technoloyists und fechnicians produced in the country meet
infernational standards und ability to compete globdilly.

@
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VISION

To be u world cluss
professional body
for technoloyists
und techniciuns.

\ J
" )
MISSION

To elevute the stunding,
visibility and recoynition
of technoloyists
und techniciuns.

REGISTER?

\/ Professional Technologists
Graduate Technoloyists with practicual
experience us stipuluted by the Bourd

\_ J

\/ Graduate Technologists

Holds u buchelor’s deyree recoynised
by the Bourd

OBJECTIVE

To increuse the pool of skilled
workforce reyuired to uttduin
du high income economy,
and to protect public sufety
and hedlth,

\

\/ Certified Technician
Quullified Techniciun with practicual
experience us stipuluted by the Bourd

\/ Qualified Technician
Holds u certified udlification
recoyhised by the Bourd
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e-DiVo (Ethnographic Digital Visual Orguniser)
is an artistic aund a ygraphicdl approuch in
documenting visudl information pertaining
to Socidl Scienhce reseurch. It is a system
developed using Adobe InDesign und
published in u Flush format as un improvised
and systematic way of digitdlly organising
visudls relating to ethnoygraphic and culturdl

Front Cover

objects. It is designed to systemuticdlly
orgunise the collection of multi-assorted datu
(drawinys, sketches, textual record and visudil
imuyes) und respond to previous problems
encountered by resedurchers in reconfiguriny
collected visual duta on cultural objects
ussociuted to the "Ring Ladies” of the Biduyuh
Embhan community.
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Interactive Infographic



Top view of Butuh Rituhy, Pa’ Lungdn

The credution of e-DIVO dllows for more reliuble
und eusy storuye, uccessible record, simple
information retrieval, and puinless upduting.
It is an interactive infographic system that
enubles users to share, collect, and compile
information. Through this user-friendly and
infeructive system, the process of urchiving
und retrieving detdils on visual information is
more orgunised und efficient. In addition, it
is dlso relatively straight-forward to produce
using other software such ds Microsoft
PowerPoint or uny web-bused designs. In this
context, the system is devised to specify the
precise purts of the body of the "Ring Lady”.
Allimuges und sources yuthered und utilised
are the outcome of u field reseurch on the
"Ring Ludies” of the Embhan community at
Kumpuny Sembun, Puduwan, The system is
origindlly creuted by improvising the stutic
nuture of current infoyruphic posters.

An exhibition entitled " Megyulith Cultures of the
Kelubit Highlands through Space and Time’
wus curated by resedarchers from UNIMAS und
the Rurum Kelubit Sarawdak in conjunction
with the 12th Pesta Nukenhen (Food Festival)
ut the Teripun Museum, Burio. The muin dim of
the exhibition is to highlight the outstunding
feutures of the Kelubit Highlands, which

Butuh Ritunyg, Pu’ Luhgdn

is U monumentul lundscupe comprising
stunning stone monhuments und topoyraphy
modifications. Apart from sharing resedrch
findings with the locdal community, the
reseurchers sought to test some hypotheses
by acquiring input from the local populuce
us well us visitors.

An importunt feuture of the exhibition is the
use of both Augmented Redlity and Virtudil
Redlity, whereby luyers of multimedia content
such us videos, unimuted graphics and sound
dreembeddedtoenhunce users’experience.
The use of Informution und Communication
Technoloygy (ICT) is un dlternative upprouch
in anthropology und cultural studies to deliver
uccurute perception of the representution
of culturdl practices und well-documented
heritage. Subsequently, the exhibition hus
successfully  estublished o  knowledye
exchunyge plutform between reseurchers
and the public ut large.

This research waus supported by the
Dayak Chair Grant, Institute of Borheo
Studlies, Universiti Malaysia  Sarawak  (FO3/
DRC/1457/2016) und the Ministry of Higher
Educuation Mdalaysia, Fundamental Resedrch
Grant Scheme (FO3/FRGS/1500/2016).

Artist sketches on site of four different site views



Kennheth Feinstein

Programme Leuder, MA Visual ComMuhicution & Media Studies

Centre for Reseurch-Credution in Digital Mediu
Suhway University

Everyone is interested in our new developinyg
media landscaupe. What will we beinhy seeiny
and what will we be experiencing in the
next few yeurs? Whut we do know is that us
technoloyies chunge we need to be ut the
forefront so that we can help guide where
our future lies. So, how do we dt Sunway
University look at the future and how do we
plan to help yuide it?

In the School of Arts, we dre involved in
teaching the next generation of filmmakers,
desighers and media writers onh how fo
be focused on hew ways of storytelling
in an ever-chunying landscupe. Our
programmes give our students conceptual

E B —_—
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and storytelling skills to be Malaysia’s next
generation of storytellers. Mediu writing
is o mujor purt of the curriculum. Be it
advertising or filmmaking, students learn
to unulyse und creute stories. They ure
usked to conceive nurrutives in u variety
of contexts. It does not mautter if it is fiction,
reportauge or advertising, they dare taught
how different narrative and technical
structures yive meuniny. This culminutes
in the credtion of originul music, sound
recordinyg, multimedia events und films.
We dre yiving them the technicul und
conceptuul skills to yo out into the world
of work und creute u future that we still
cunnot conceive of yet.

; i = : = — ;- “* ==
ey’ SUNWAY UNIVERCITY §




SEARCH-CREATION PRO

As much us we look forward to the future, we
are dlso interested in how hew mediu und
hew technoloygy cun be used to preserve our
culturdl heritage. At the Centre for Reseurch-
Creution in Digital Media (CRCDM), we dure
finding waysto use Virtual Redlity, Augmented
Redlity, 360° video, multiscreen video und
exhibition desigh to document und preserve
our rapidly disuppedring history and legacy.
The centre is un internationdl leader in the
field of digital heritage and hosted the 22nd
Virtual Systems & Multi Media conference in
2016. Of lute, we creuted projects to record
the work of the Hainanese bouat builders of
Pulau Pangkor aund the folk tales of the Mah
Meri and Ibun.,

e i TECHIES | 9
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With the story of Mr Goh, the Huinaunese
master boatbuilder, we followed his feum ds
they worked on u hew bout from scratch.
We pluced 360° cumerus in the middle of u
bout us it wus being worked on. The viewer
is placed ut the centre of the stuyge so that
it can have u look- auround view. We used
g drohe to get geridl views of the bodatyard
and the oceun. While in the AR for the
publication we embedded interviews with
Mr Goh. We dlso have u slideshow of the
blessing ceremony for a hew bout and a 3D
model of the bout that you can interact with,
henhce giving Mr Goh and his team their own
voice to tell their own story.
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Our Mualaysiun folktale project is inspired by
the carvers of the Muh Meri and the lban
weuvers of Surawuk. We recorded interviews
with the master craftspeople and took the
tdles relating to the origins of different crufts
aund then unimuated them intfo multiscreen
videos. Alony with this we mude AR versions
of the dnimation for our daccompdanying
publications and they made versions of their

:iln
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work for us. All of this gives viewers a more
personul experience than cun be found in
u book or looking at items behind < display
cuse. The technology dllows the viewer to
become puart of the world before him/her
aund becomes involved in it as well. All of this
is done so that the fradifional stories and
ephemerdl herituge do hot disappedar with
industrial development.

1

X




As we continue on in the fields of digitul
heritage und new mediu narrative, part of
our mission is found in our hew Musters in
Visual Communicution & Media Studies.
It specifically focuses on how we use
technoloygy to find credtive hew ways of
teling informed und compelling stories.
The Musters students work directly with the

" TECHES | 1

professors und reseurchers ut the CRCDM
and tuke advantage of the centre’s
commitment towards using hew forms of
technology. Here dt Sunway we feel that
using technoloyy is the best way to help us
understand edch other and help make
better world.



Culturdl
Herifage
Storytelling on

Virtual

Reality

Framework

Jazmi lzwan Jamal & Siti Nordisyah Abd Ruhman
Akudemi Seni Budaya dun Warisan Kebungsaan (ASWARA)

Infroduction

Wide avdilability of the Internet fits very well in

culturdl institutions like mMuseums, universities,

and libraries. Collecting, preserving dand
presenting exhibits from the redl world
tfo public or professional audiences cun
how be done through immersive digitdl
storytelling, which is u way to convey virtual
representation of almost any kind of exhibit or
historicul experience to uny intferested user.

To date, many have experimented empirical
ways fo compurtmentdlise danhd fresent
Mmultiple information in real time. Users’memory
retention is gredtly enhaunced when a digitdl
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artifuct with cuptions aund connotations
give instunt feedbuck. Virtuadl redlity offers
intferactive content organisation, where digital
depiction replaces tungible redlity.

The development of virtual redlity has
increused its rangye of practice while
advancing the urt of constructing immersive
worlds. However, the development of
interactivity, which is the process with which
users uct upon und even Mmodify virtudl
worlds, is relatively unexplored. Still, as the
plethora of inteructive systems of dll kinds
indicates, our formerly immersive culture
is how more concerned with interactivity.
Indeed, in every hew dpplication directed
to the public, from computer gumes to




educutionul software, interactivity is widely
advertised for its recreutional potential und
its significance for leurning und explorution.
This is even more prominent in the cuse of
virtual redlity since interactivity is largely
seen us one of the mMmedium’s essentiul
properties.

Narrative
in Virtual Reality

Narrative is understood us the way through

which experiences ure interpreted, shared,
it simply,

storied und re-storied. To put
nharrative sheds light on the process of
Mmaking sehse of experience by re-examining
ussumptions und cominy to hew redlisution
of medanings. This Meadns virtual redlity is G
dynumic experience where senhse-muking
is un ohyoiny process informed by harrative
learning, whereby objects, artifucts dand
their relationships to places und people are
interpreted.

When working with stories ds du resource
for experience interpretation, narrative
theory helps to better understand ledrning.
Narrative is o fundumental coynitive
tfool that endbles the process of deriving
meuning from  experience, whereus
storytelling is a way fo expluin coynitive

processes. Coynitive processes comprise
knowledye ucquisition, reusoning, problem
solving und new knowledyge generation.
These coynitive processes ure found not
only in the content of the stories but dlso
in the way stories dre told und orgunised.
Stories cun bring to the fore situuted
learning, and with multimedia devices, they
cun bring forth the appropriate and fittiny
context.

Immersive Experience
in Storytelling

ImmMmersion is influenced by Many experientidi
und environmental factors. For instance, the
size of the touch-screen,the player’s expertise,
and his/her perception of time dffect the way
the experience is comprehended. To udd,
there are u myriud of other uspects such
us ygraphicual fidelity, task fidelity, uffective
attention, ambient punorama, shared and
colluborative environment, user inferfuce,
vibro-tactile feedbuck, and many more. One
way to medsure immersion is to duscertdin
if a user's psycholoyicul, physioloygicul or
nheuroloyical states are mupped onto the
structure of the story.

Studies huve been curried out fo look
intfo physioloyicul arousul and emotionul



links, the neurdal correlates of emotiondl
processing, the psycholoyicul construction
of emotion, coynition und behavior, und
the heurdal correlates of drousal. These
have successfully estublished a coherent
eco-system of interrelated concepts und
their meusurements in physiology, emotion,
coyhition, heuropsychology und behavior.
They provide hints on how mMmeusureuble
purameters such us physioloyicul,
heuropsycholoygicul and behavioral data
cun be leveruyged to infer the emotionul und
coynitive states of un immersive experience.
As such, u series of experiential gqudlities in
storytelling have been developed, which
could serve us metrics for medsuring the
guality of immersive experiences. One such
Meusuring tool comprises u conceptudl
stfructure of experiential  qudlities in
digital storytelling, where 13 uspects are
involved - namely, usdbility of system,
correspondence with system performunce
aund owh expectdations, presence, character
believability, effectance, autonomy, curiosity,
suspense, flow, wdesthetfic pleusanthess,
enjoyment, emotionul state and role of
identification.

Figure 1 shows a framework that can be
used to meusure the qudlity of immersive
experience in storytelling.Three types of dutu
are fed into the system: humun factor,system
factor, und design factor. Humun factor
includes physioloyicul, heuropsycholoyicul
und behavioral meusurements, which can
then infer the cognhitive aund emotional

l Haptic fecdback

[ Graphical fidelity

| Screen Size

[ Quality of Service

| Others

- e P =
| Cognitive and Emotional | [ Degree of Delight | t:p-rl.ﬂli.lﬂ.ulllﬂl
Processing or Annoyance Storytelling
-9 L

Figure 1. Quuility of Immersive Experience
in Storytelling

processing of the participunts. System factor
suygyests the user’s optimal requirements of
the system, which may include, but are hot
limited to,haptic feedbuck,graphical fidelity,
screen size und most important of all, yudality
of service. These system configurations
cun leud to the deyree of delight or
aunhoydnce of the end user. Design factors
are storytelling tactics that include narrative,
inferactivity, spdatidlity, challenge, anhd many
more. These dutu cun be obtuined through
qudlitative reseurch methods such us
ethnoygraphic study, inferviews, subjective
reporting, yuestionnuires, etc. All three
uspects constitute un operuble framework
for medsuring the qudlity of immersive
experience in storytelling.

Conclusion

In an immersive virtual redlity redlm, the key
factors of narrative ledarning ensure that
content is constructed for knowledye transfer
to be cuarried out accordingly. The constantly
evolving learning behaviour of digitdl
nutives hus pushed technoloyies to become
beyond what they were before. Virtual redlity
has gradudlly broken the intangible bdarrier
between the user und the screen - hence,
the existence of mixed redlity. Grey areus of
experimentation that blur the line between
virtudl redlity and mixed redlity cun be tested
in the neur future to enrich user experience
that is offen restricted by the buarrier of
u screen.
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Ahmad RSfivtohamed Eshay
President, Mu_lﬁmedia University

The Mudluysian government hus
recognised that the credtive
industry (CI) is an increusingly
“important sector, not just from d
revenue standpoint, but dlso in
contributing towards the buildiny

of the country’s culturdal identity,

us well us in increusing its quulity
of life.

Due to this coghizunce, the Maluysiu
Credative Industry Policy (i.e. Dasar Industry

Kreutif Negura or DIKN) hus outlined Cl
info three key domuins — (1) Creudtive
Multimedia  (representing Advertising,
Animation, Film and TV, Games und Virtual
World, Music Recording, Publishing and
Radio); (2) Arts and Culture (representing
craft, fashion and fextile, performing
arts and visuul arts); and (3) Heritauye
(representing cultural heritage). This policy
clearly highlights that taulent development,
government policies, funding, marketing,
tfechnology, as well ds reseurch and
commercidlisation are muajor factors in G
successful ClI.

TECHIES | 1S
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This delinedtion, dlony with the resulting
streamlining of efforts, has enubled
tremendous yrowth in content credtion over
the pust few yeurs. Good content creution

demands o multi-disciplinary endeavour,

requires the support of different platforms,
strong Internet capubilities,aund good content
resolution. Fortundately, the convergenhce
of mulfimedia and telecommunications in
Mdalaysia has transformed the way content is
created, consumed and distributed. There is
an enormous growth in the range of mediu
through which credtive content is shared,
such ds video-on-demand, podcusting,
live streaminy, computer gumes und the
frovision of television services.

Malaysia is parficularly blessed in our
development of a ClI, since our nution is
deeply rooted in Arts and Culture, which
dates buck to the pre-7th century. In
addition, our ethnic cultures have been
enriched by our ancestral interactions with
traders and fravellers from afar, especidlly
the Portuguese dand Arabs. Some of the
resulting heritage that came about due to
these inferactions include gumelan, kuda
kepang and dikir barat,

The exchange isby ho medunslimited to distant
history.ln the edrly 1900s, we gdined g humber
of performing arts,such us the Chinese Opera
and Indiun folk dunces. Journeying through
the 20th century and 21st century,the credtion
of creutive content drustically changed, ds
the population embraced technology und
the attendant content. TV dramas, movies,
gumes, inferactive websites, and others are

dll consumed by the public, via avenues
such us sociul mediu, streaming services, und
digital content sharing services.

In todays’ world, to credate good content, a
solid understanding of Creutive Multimedia
is needed. Credtive Multimediu provides
the foundation for content design. The word
content is often referred to a substance that
will provide a distinct product. Multimedia
oh the other hand, can be described us u
medium that will enable diverse content
of audio-visudl images including graphics,
animation, sound and text, created in the
form of seumless digital media.

The combination of multimedia and
content brings dbout the inteyration of
arts and science. It dllows for the resolution
of problems that neither art nor science
could resolve by itself. The scientist (or
techhologist) heeds the insight of the artist;
the artist heeds the logic und technicdl
skills of the scientist. This in fact has paved
the way for u hew breed of specidlist, one
we could perhaps call the multimedia artist,
which brings together the relevant aspects
of both science und urt to create not just
superb content, but dlso hew works of art,
or even entirely hew genres of art,

From Design and
Content to Art

There is u phrase coined us ‘yood art is
inferpreted, good desigh is understood’. Art is
a diverse range of human activities in creating




art works that are presented in the form of
visual arts, performing arts, crafts, fashion and
textile. Generdlly, these works include the
production, the criticism, the study and the
dissemination of art,

The process of creating the work of art
typicdlly starts with an empty space for the
artist to express, explore und connect the
work with their audience. Desigh in nature
is un interdisciplinary activity that requires
u collective input from different skill sets of
professiondl, layman (clients) and specidlist.
In many ways, a good desigh is o mutter of
intfegration. It is a powerful tool and dllows
desighers to shape their products dand
environments in a way that may affect the
wellbeinyg of people in generdl, especidlly in
the globdl networked economies.

The designer communicutes their messuge
and motivates the consumer to understand
the credtion. Some of the most powerful
design regularly interpreted in the form of
minimalist styles in which the dattention is put
through the size, positioning und spuce with
minimal use of colours.

This overview ygives an insight of Cl in the
context of Malaysia to lay down the proper
foundution of Creutive Multimedia, as well
as Art and Design, in order for the country
to remuin competitive and dynumic. It is
believed to be one of the most demanding
skills set heeded in the 21st Century due to
the dbility und power to chunge the way
we thinhk, work, produce, dact on, innovate
and do business.

‘ ‘ Mdlaysid is particularly
blessed in our
development of a
Cl,since our hation is
deeply rooted in Arts
and Culture, which
dutes buck to the
re-/7th century ’ ’
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Wan Muahtar Wan Salleh (MusterWan)

Muany people know what butikis. The yuestion
is, do they weur it? The difference between
butik und textile is hot very obvious. Ohe of
the ways to know is by exumining the design
on the fabric. If it is visible on both sides of
the fabric surface, the fabric is indeed batik.
On the other hand, if the pattern is visible
only on the printing side of the surfuce, it is
cuteyorised us textile, not butik.

Batik is a traditional Malay cultural handicraft
that goes buck in time. It hus been pussed
dowh from one genherution to unother and
it continues to this very day.

The bdatik industry in Mdlaysia has gone
through its own evolution process, which sees
the development und chunye in printing
and ftechnigues. Starting from the wooden
block to metdl, copper, stencil, hand-drawn,
und digitul-bused, the latest in line is the
cundle screen technigue. This evolution is u
process of butik mModernisation, in line with
the lutest advunces in technoloyy.

The modern butik proygresses not only
with time, techniques und upprouches, it
dlso progresses with motifs, desighs and
colours. Motifs und designs ure creuted und
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developed to bring out the unigyueness of
the theme. They dare crdfted with cost- and
time-saving preferences in Mind so ds to
facilitate the production process.

In spite of the use of Modernh production
approuches, batik Motifs are predominantly
of the flora and fauna variety — just like the
motifs founhd traditionally. However, one can
see the fusion of graphics, semi-graphics
aund yeometricul putterns with limited or
unlimited use of colours to produce d serene
and peuaceful visual effect on the fabric. One
cun find countless choices in the market with
these patterns and motifs.

The ylobudlisution era and vust progress in
technoloygy, coupled with the advent of hew
Mmediu, have great impact on the modern
batik. Institutions of higher learning and skills
institutions now offer numerous batik-related
courses, uccelerating its growth. This positive
development ensures the continuity of the
country’s heritage. It dlso spurs the industry
with young dnd dynumic talents having
hew ideus, hence ygiving birth to more hew
enterprises run by enthusiastic and energetic
individuals who will eventudlly bring the
trade to the next level.

The production of the modern butik through
Mmethods such as canting, rejisan lilin, sapudn
lilin and caundle stencil are Much simpler
compured to traditional batik -making
becuuse the process is orgunised uccording

to the finished product - be it a caftan, shirt,

blouse, robe, puluzzo, cardigun, kimono or
other types of clothing. However, the heed
for the use of muchineries is inevituble in

order to meet the high and fast market
demund.

Apurt from clothing, butik desighs dre dlso
used us wull decordations in hotels, offices,
and residences. They cun similarly be found
in souvenir items and various household
products. The desighs aure nhot limited to the
cohventiondl pucuk rebunyg and sulur only,
rather, it is entirely up to the desighers to
express their credtfive visions on the items
and fabrics.

The modern butik is how fransforming uguin
in terms of motifs, patterns/designs, and
colours, uccording to ethhic tastes and
suitability. Indians, Chinese and members
of interndationdul communities have shown
high interest in butik due fo its distinctive
und trendy putterns aund designs. Indeed,
the modern bdatik is how highly accepted
worldwide.

Modern bdatik designs have a huge potentidl
in the fashion world due to their unsurpussed
creutive content and high aduptability
with time and form. At the sume time, batik
maintdins its herituge vdlue, which ensures
its preservation in the future.,

The vast and dynamic gudlities that the batik
hus, ulonyside ufforduble prices, guuruntee
that its market will soar both locally and
internationally. This will in furn help elevate
further the country’s economy. As such, batik
enfrepreneurs must constantly pave new
horizons in finding More credtive strategies
and approaches as this industry promises a
huge potentidl in the globul market.
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When Toy Story was releaused in 1995 by Pixar
for Walt Disney Pictures, it marked the first
fedture-length computer-animated film. The
film had d large impact on the film industry
globdlly with its innovative computer
animation. Various industries were interested
in the technoloyy used for the film. Personul
computer makers, game developers,robotic
resedurchers aund software developers were
interested to develop the technoloyy further
following the euphoria of the film’s success.

With the evolution of internet und videos on
the internet, the 3d animution software und
posting of unimation works is o lonyer the
privy of estublished animation studios. More
und more youhy people ure uttructed to
learn 3d unimation und showcusing their

works on infernet platforms such as YouTube,

Facebook, Duily motion and others. Apurt
from animation technoloyy, computer
generated image (CGIl) ftechnology dlso
flourished with the releuse of the film “Lord
of The Rihys” in 2001. Since thenh, more und
more films ure beiny produced with CGl und

the technoloygy keeps on improving. Today,

with the udvancement of technoloygy,ulmost
dll films are being produced with CGl and it
has opened up hew opportunities for those
computer savvy millennidls o be involved in
creutive multimediu productions.

In Maluysia, Tun Mahuthir Muhummud, the
then Prime Minister, suw the potential of
Mdalaysia becoming the power house for dll
these technholoygies us early as year 2000.
The Multimedia Development Corpordtion
(MDEC) under the Ministry of Science
Technoloyy und Innovution (MOSTI) ut the
fime,wus tusked to speurhead the animation
industry in Malaysia and signhificunt budyet
wus dllocuted to ussist the local players to
jump start by yiving them ygrants for their
projects. Locul universities sturted offering
unimation aund visuadl effects courses und

their graduates were dble to find jobs in
the local market. Unfortunately, most of
the locul products produced at that fime
were hot uble fo muke un impuct due to
poor unimution yuality and storytelling. This
resulted in g humber of studios not dable to
sustdin their business.

However, in 2007, when Les Copuyue
Production Sdn Bhd (LCP) releused their
fumous series “Upin und Ipin” und followed
by their successful film in 2009, “Genhy:
Pengembaraan Bermula”, it munaged
to excite the locul industries. LCP hus led
the way in mMauximizing the vdlues of their
Intellectual Properties (IP) ih yenerating
Mmultiple streams of income to propuyute
their business. The key to their success ure
creuting the right content for the target
market, proper management of their IP
aund keepiny ubreust with technoloyies in
creuting their product.

Technoloyies in multimediu dare chunyiny
at a very fast pace; from softwdre, camera
und even plutforms to exhibit their credutivity.
The business model for credutive industries
dre dlso chunyginyg. Gone dre the days when
television stations were the only platform
to sell their product. Sociul mediu ure how
beiny used extensively to yenerute income.
The onus is on the creutors to use the
technoloyies to their udvuntage in creuting
their products.

Technoloyies ulone do hot guuruntee thut
we cun produce u murketuble product.The
younhger genherdtions put more emphdusis on
tfechnoloyies rather than contents. Time und
fime agudin, it has been proven that content
is the king to uny multimediu product.
Good content with good technoloyies will
compliments euch other. Therefore,d lot of R
& D needs to be done first before emburking
in any commercidl product.
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Competition 2018

Elenu Muzlan
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Kuala Lumpur, 1- 4 October 2018 - Using  Competition 2018. The competition wus
Robot Wars us a concept hus driven u orgunised by the Nuatfionul Science Centre
number of forward-looking communities to und My Robotsz Enterprise, with the theme,
purticipute in the Nutionul Robot Combut “Resist or Surrender”.

ROBOT TEMPUR

MALAYSIA

i csin 2018
JOHAN § TENPATR AL 50
ieaon NAIB JOHAN R . S eRTANDINGAN PORD “ F
PERTANDING AN HOBOT TEMPUR MALAYSIA 2015 s} RNGST SAHA
PRI TIGA RIBL RENGIT SAHRIA AM3.000 gg Y
o,

ANUGERAH KEJ\LI”?{UTF RAAN TERBAIK TEMPAT KETIGA AN.U(_JERAH REKAAN TERBAIK
PERTANDING AN ROBOTTEMPUR MALAYSIA K oA RO e A AL AYSIA DINGAN ROBOT TEMPUR MALA

ATU RIBU RINGGIT SAHATA

: zr_né winners of Robot Combat 2018




During the event, the darenu wus flooded
with supporters und 32 tfeums comprising
250 members from different educuationdl
buckyrounds, including public und privute
universities, Institutes of Industrial Training

(ILP), MARA tfraining institutions (GIAT MARA),

polytechnics, small medium compunies
(SMEs) und individudls.

The Nationul Combut Robot Competition
adimed to test the practical knowledge und
skills of our youngysters in busic mechatronic
und mechunicul enyineering. Participunts
were yiven the tusk to build robots using
their own credtivity and know-how.

After und

rounds of explosions, thuds

clashes, the tfeum from ILP Mersing, Johor,

wdus crowhed us champion. The 1st runner
up went to the Nuational Youth Skill Training
Institute Bukit Mertujum, and the 2nd runner
up was Universiti Putra Malaysia,

The competition recoyhised both the
uesthetic vulue of the design us well us the
functionul uspects of the robotic technoloyy
by way of awarding "Best Design Award” and

“Best Ehyineering Awurd”. The Butu Pahat
Community College und the Nutionul Youth
Skill Training Institute, Bukit Mertajam won the
prizes, respectively.

The closing ceremony wus dttended by
Assoc. Prof, Dr. Rumzuh Dumbul, Deputy
Secretury Generdl, Science, Technholoyy
und Innovution of the Eneryy, Science,
Techholoygy, Environment und Climute
Chunge (MESTECC).

“The competition is u platform to develop
students’ skills in developing robots with
guidunce from their instructors. Each teum
comprises four teuchers und five students.
The robot ‘Toduk’ symbolises Johor,” suid
Mohd Fahmin Mohumad, leud instructor of
the teum that won the chumpionship. “The
most chdllenging is fime investment and
efforts thut we pour into the project despite
our busy schedule us instructors”.

The competition promotes robotics us one of
the importunt technoloyicul convergences
in the new industrial revolution.
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WhutlisiIMB@]JisiRecoynizedilechnoloyy. Fields?
To-dute; MBOTFhusjrecoyhized23, Technoloyy
uhd Technicul Fields: These}’geohnologﬂ'ﬂelds are
nof permunent,undiwill dynum|cu||y&chunge
bused onthe rupidiyrowthiof Technolegy Eauch
Techholoyy/Fields/husigonelthrolghlrigerous
verificutionund reyuirementsistudyi/oeforelitawes

NMB@] Technology und Technlcul Eields

Electrical and Electronic Information and Computing
Technology (EE) Technology (IT)

Biotechnology (BT) Buﬂdlng and Construction
Technology (BC)

Agro-based Technology (AF)

Auiomohve‘TechnoIogy (AT)
e o

Fields
U of Technology

e 3

Euch Technoloyy undilechnicul fieldsiwus
defined by, MBOT's Techholoyy: Expert Punel
which consists of representutive for.the industny
relevant government agency/and acudemi

The Key Area for each Techhology/uhdilechhicel

Fieldshwus dlse,defined properly/telcoyer
thewwide anylelof Technoloyy.Fieldslenad [ib
beiny upproved|byitheiBourdicnadirecoynhised us\\lmplemen’ru’rlon inkthesinalistry? >,

h y
Chemical Technology (CM)

Resource Based, Survey and
Geomatics Technology (RB)

Transporfahon and Log|sh<:
Technology (TL)

Atmospheric Science and
Environment Technology (AC)

BYAviation andrAerospace
Technology/(AV)

Nano Technology, (NT) Nuclear and Radiological
Technology (NR)

Art Design and Creative!
Multimedia[(AM)

Telecommunication and
Broadcasting Technology (TB)

Manufacturing and Industrial
Technology (ME)

Material Technology (MT)

Green Technology (GT)

Food Technology (FT)



