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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 inkthesinalistny? >,

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)



