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Malaysian visual arts have experienced significant growth and transformation in recent 
years. This reflects the current development of artists experimenting with new forms 
and media to convey their ideas and attract the audience's interest. This article explores 
the role of computer technology as an expanded form of media in the context of 
Malaysian visual arts. This article looks at how Malaysian artists incorporate computer 
technology in producing their work by using technology and not expanding the 
boundaries of traditional media use. This article will explain how artists use computer 
technology as an expanded media in changing and providing a different perspective in 
the context of visual art in Malaysia rather than directly giving the identity of the 
expanded media in Malaysia. This paper aims to provide a deeper understanding of the 
role of computer technology in the context of Malaysian visual art and shape the future 
of visual arts in Malaysia. 
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1. Introduction 
 

As technology continues to advance, it becomes an essential medium in the creation of visual 
artworks. Computer technology has revolutionized the use of mediums in expressing their views 
through works of art. At the same time, the use of computer technology as an expanded media makes 
it possible to produce new, contemporary works of art in line with the development of technology 
[1]. As an example, the incorporation of augmented reality has a substantial impact on the 
development of works of art in the context of new media [2,3]. 

The use of computers in the visual arts began in the 1960s with the development of computer 
graphics. The first computer-generated artwork was created by Kenneth Knowlton in 1963, using a 
plotter to create drawings. The result of computer technology in the 1970s has led to the emergence 
of digital art. Among the pioneers of digital art are artists such as Vera Molnar and Frieder Nake. Their 
work inspires a new generation of artists to explore the potential of computer technology in the 
visual arts. 
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Computer technology has played an essential role in the development of expanded media to 
produce works of art. With the development of current technology, such as digital video, animation, 
and interactive multimedia, artists can now use the latest technology to create complex and dynamic 
works of art [2]. Among them are Adobe After Effects, Max / MSP, and Unity software programs. This 
program is a trendy medium for artists of the current generation to create works of art by combining 
video, animation, sound, and interactivity in their works of art. 
 
2. Expanded Media 
 

Contemporary artists use computer technology as a form of new media to produce visual 
artworks. The development and emergence of digital technology is an advantage in exploring and 
designing expression through works of art because of the emergence and speed of computer-digital 
technology that did not happen in the past [5,6]. In this context, computer technology can be seen 
as an extension of traditional art-making materials and techniques to expand the possibilities of that 
art. 

Expanded media involves time elements and has become an increasingly important visual art 
component in the digital era. With the development of computer technology and multimedia 
software, artists can now create complex, dynamic, and interactive works of art that involve the 
audience in new and exciting ways [7]. Expanded media is a term that has different meanings 
depending on the context. Expanded media, such as television, radio, and newspapers, refers to any 
form of communication beyond traditional or conventional mass media methods [8,9]. Expanded 
visual media refers to works of art that go beyond traditional two-dimensional methods, such as 
painting, instead of combining elements of technology, art, and interactivity [10]. 

In visual arts, expanded media can mean using photography, audio recording, video, film, digital 
technology, or other forms of expression to create works of art that are different from previous 
artists' reasonable practices [11]. It also means exploring new forms and techniques that open any 
possibility of creative methods by using all available media [5]. Expanded media sources has 
developed in the practical practice of contemporary Malaysian art since the modern era in the early 
1900s and has evolved with various styles and approaches used by different artists [12,13]. 
 
3. Theoretical Concepts 
 

Expanded media theory is an expanded field of study that explores the relationship between 
technology, media, and art. Here are some of the main theoretical concepts in expanded media, as 
shown in Figure 1 below: 
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Fig. 1. Theoretical Concepts in Expanded 
Media 

 
Media Specificity 
 

This concept holds that different forms of media have unique properties and characteristics that 
should be considered when creating or analyzing a work of art. Media specificity theorists argue that 
understanding the properties of a particular medium is essential to creating practical art in that 
medium [14,15]. 

The idea of media specificity in Malaysia can be seen in the many different forms of art that have 
developed over time due to different cultural and religious backgrounds. Whether it is traditional 
batik paintings, calligraphy or modern digital art, each medium has its own unique characteristics 
that artists consider when making their work [16]. For instance, the intricacy of the batik pattern or 
the exactness of the calligraphy shows an appreciation for the specific characteristics of each 
medium. 
 
Remediation 
 

This concept explores how new media technologies "fix" or reimagine earlier media forms, for 
example, how a film adaptation of a novel reimagines the story in a new medium. Restoration 
theorists argue that each new medium is influenced by and builds on previous media, creating a 
complex web of interrelated media forms [17]. 

Malaysian art history is steeped in the idea of remediation, as it has witnessed the transformation 
of pre-existing art forms into modern forms. For example, the incorporation of pre-existing motifs 
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into contemporary digital art or the reimagining of pre-existing cave paintings through modern media 
illustrate how Malaysian artists interpret pre-existing forms in a modern context [18]. 
 
Post-Media 
 

This concept suggests we are moving beyond focusing on specific media forms (such as paintings 
or films) and towards a more fluid and integrated media environment. Post-media theorists argue 
that technology has created a situation in which different forms of media are constantly being 
reconfigured and combined, and this requires new ways of thinking about art and media [19,20]. 

Post-media is a concept that resonates strongly with Malaysia’s art scene. Malaysia’s 
contemporary art scene has adopted a post-media approach, embracing a variety of media, including 
traditional and digital. In addition, Malaysian artists often go beyond traditional media to produce 
hybrid artworks, which combine cultural influences with modern technology. The fluidity of the 
medium reflects post-media, which emphasizes the integration of different forms of art [21]. 
 
Interface Theory 
 

This concept explores the ways that technology interfaces with the human experience. Interface 
theorists argue that how we interact with technology shapes our perceptions of the world and our 
relationships with others [22,23]. 

As computer technology becomes more and more prevalent in Malaysia’s art scene, the 
relationship between technology and art becomes more and more important. For example, in the 
Malaysia context of the below-mentioned artists, the use of software and programming languages, 
as well as various computer systems, has had a significant impact on the ways in which artists interact 
with technology [24]. For example, the following artists mentioned in the above context, are known 
to have interacted with computer technology using software in their creative process. 
 
Network Theory 
 

This concept explores how technology has created new forms of social and cultural networks. 
Network theorists argue that the internet and other forms of technology have fundamentally 
changed how we communicate and interact, which has important implications for art and culture 
[25,27]. 

Technology has changed the way we communicate and interact with each other in a big way in 
Malaysia. It is also changed the way we create networks within the art community. Thanks to the 
internet and digital media, artists can connect, work together, and share their art around the world. 
This is in line with network theory, which focuses on how communication and interactions change in 
the digital world [28]. 

In conclusion, Malaysia's vibrant visual arts scene demonstrates the significance of these theories 
in the context of its unique cultural and historical background. The combination of traditionalism and 
modernity, as well as the integration of technology, has resulted in the development of a diverse and 
dynamic art scene, where theoretical concepts are applied in practice [29]. 
 
4. Malaysia Context 
 

Malaysia's visual arts are rich in history and have been shaped by various cultural and political 
influences. The art history of Malaysia can be seen from ancient times with cave paintings and other 
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prehistoric art forms, providing some of the earliest evidence of artistic expression in the region [30]. 
Over time, various cultural and religious influences, such as Hinduism, Buddhism, and Islam, have 
developed a unique artistic tradition in Malaysia. 

In the modern era, Malaysian art has been formed by various social and political factors, including 
the country's struggle for independence, the rise of multiculturalism, and the challenges of 
globalization. During the 1960s and 70s, a group of artists known as "Modernists" emerged, who 
sought to break free from the conventions of traditional art and embrace new forms of expression 
[30,31]. This period saw the rise of abstraction, experimental painting forms, and the incorporation 
of new materials and media into art. Computer technology has become an important medium in the 
Malaysian art scene in recent decades. Artists use the development of computer technology to 
produce complex and dynamic artworks that transcend the boundaries of traditional media [32]. This 
development can be seen through some of the earliest artists in Malaysia who used computer 
technology to produce artwork, namely Kamarudzaman Md Isa and Ismail Zain [8,33]. 

Kamarudzaman Md Isa is an artist who has been working with computer technology since 1983 
until the 2000s. He started with programming systems and turned to DOS prompt until 1987. After 
1997, he changed his computer system into MS window. He experimented with programming 
language to create his self-portrait, but in 1984 he manipulated Basica and GW basic programming 
language until 1987 where Duluxe Paint offered him more possibilities in his painting. Since 1997, he 
explored Adobe software, Fractal Painter, Micromedia Director as well as 3DSMax. He used various 
computers such as Apple IIe, Commodore, IBM PC, Commodore Amiga 1000, and finally used a PC 
computer with higher RAM, processor, and higher colour display monitor with far better sound 
quality [33,34]. 

While Ismail Zain was also an early pioneer of digital art in Malaysia and is known for some of the 
earliest digital works produced, he used a Macintosh computer to create digital collage works in the 
1980s, and his work has been exhibited both locally and abroad [35,36]. He is known and renowned 
as a Malaysian artist for his contribution to developing contemporary art in Malaysia in the context 
of expanded media. He is a pioneer of digital art in Malaysia and is praised for using current computer 
technology to explore the medium's possibilities and its potential to create contemporary artworks. 
 
5. Contemporary Context- The Digital Technology Era 
 

Many contemporary artists in Malaysia are currently using computer technology as a medium in 
their works. Here are a few examples: 

(i) Baharuddin Arus is a Malaysian artist known for his contribution to the contemporary art 
world. She is recognized for her experimental and innovative approach. Some of his famous 
kinetic artworks titled "The Medium is the Message (After Marshall McLuhan)" (1989) 
combine various forms of movement, from continuous and rhythmic to spontaneous or 
interrupted. These works of art are dynamic that combine movement, technology, and 
audience participation, emphasizing the transformative power of media and the role of the 
individual in influencing its effects [8,37]. 

(ii) Bahaman Hashim is a Malaysian artist who is known for his work in the field of fine arts, 
especially paintings and prints. He has been active in the art world since the 1980s and has 
participated in various art exhibitions both inside and outside Malaysia. He uses a variety of 
techniques and mediums in his work, including oil painting, acrylic, and mixed media. in 
Bahaman Hashim's work entitled Virtual Reality (1993). He uses Adobe Photoshop software 
on a Macintosh platform to process the works which are then presented in the form of 
screen silk prints. This artwork intriguingly invites viewers to explore shifts in perception 
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and representation, traversing from the Renaissance era, symbolized by Durer's line, to the 
realm of the Macintosh computer platform [8,9]. 

(iii) Hasnul Jamal Saidon is one of the pioneers of new media art in Malaysia. He uses digital 
technology, video, sound, and installation to create works of art that explore cultural 
identity, social issues and he has been recognized as one of Malaysia's leading new media 
artists. One of his works is "Kdek-Kdek Ong!" (1994). His exploration of themes related to 
technology and culture can be seen in this mixed-media and computer-animated video 
artwork [8,38]. 

(iv) Wong Hoy Cheong is a new media artist who uses photography, video, and installation to 
create artwork that questions the notions of history, identity, and power. One of his works 
is Re: Looking (2002-2003), is a multimedia project that incorporates photography, text, and 
digital technology. The artwork explores the representation of history and the construction 
of narratives within a specific cultural context. It examines the dynamics of power, memory, 
and identity through a critical re-examination of historical events and their visual 
representations [9,39]. 

(v) Yee I-Lann is a new media artist, primarily engages with photomedia and combines both 
traditional and new technology methods, including photography, installation, and video. 
Her work seeks connections between landscape, perception, and cultural identity. One of 
her works is Sulu Stories (2005), a series of photographs depicting the historical and 
contemporary connections between Sabah and Sulu [8,40]. 

(vi) Sharon Chin is a multi-disciplinary artist who often incorporates technology. She is a 
Malaysian artist who works across various media such as performance, installation, 
sculpture, drawings, and text. Some of her notable works include "Making Night" (2006). 
This video artwork made with a nail, a shoebox, and a mobile phone, and shows 
constellations of the night sky in Kuala Lumpur on the first night of Ramadan in 2006 [9,39]. 

(vii) Niranjan Rajah is a new media artist who uses digital imaging, video, and installation to 
create works of art that explore the intersections of culture, technology, and spirituality. 
One of his works is Video Reflux (2007). This video and animation installation, Niranjan 
Rajah addresses the decline of the power of video in the face of the sharing, recycling, 
appropriating, and annotating of content over the Internet [8]. 

(viii) Liew Kungyu is another new media artist who uses photography, video, and installation to 
create works of art that reflect his personal experiences and observations. One of his works 
is “Cermelang, Gemilang, Terbilang” (Excellence, Glory, Distinction) is a Photoshop montage 
of various Malaysian icons, such as the Petronas Towers and the first Malaysian. This 
artwork was displayed at the Singapore Biennale in 2008 [8,41]. 

 
Starting from the late 70s, some artists in Malaysia experimented and interacted with expanded 

media with the development of computer technology, as shown by the examples given above [34]. 
Fairuz Sulaiman is an example of an artist who uses the latest technology in the production of 
artwork. Fairuz Sulaiman produced a hybrid media artwork in his work titled "Salam 1 Jepun: A Cross-
Cultural Response" influenced by the title of P.Ramlee's film "Laksamana Do Re Mi" and combined 
with the Japanese popular culture icon 'Pikachu'. Idea in this artwork is to convey surrealistic humor 
between the two countries of Malaysia and Japan. The media he uses is a combination of analog and 
figures that can be seen in puppets, color tracking and video projectors to create digital effects. This 
artwork is a hybrid presentation in which digital media helps self-made puppets. At the same time, 
hybridity reflects the interaction, history, cross-discipline, and mixed media practiced in artworks 
[42]. 
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Another example is Muhammad Colmann Abdullah with his artwork titled "Bukan Pertarungan 
Kita" in the form of interactive 3D comics. This artwork is about the two main characters who want 
to destroy the earth. This interactive game-like piece requires the audience's participation by moving 
their fingers to remove the comics and look in depth for other scenes. he has used sensors, television, 
central processing unit (CPU) and programming. Through this work, the audience can experience the 
space and then describe their emotions while interacting with the artwork. Its appeal lies in observing 
the audience's reactions and capturing their responses [42]. 
 
6. Conclusion 
 

Computer technology has expanded the field of possibilities for the country's visual arts, allowing 
artists to create creative and innovative artworks. The exploration of computer technology during 
the past decade was impossible. Although there are some challenges and limitations to using 
computer technology in the visual arts, the advantages and potentials far outweigh the 
disadvantages. We expect to see even more exciting developments in computer-digital art as 
technology advances. Expanded Media has become an essential visual art component in the digital 
age. The artistic medium centered on computer technology cannot be expected due to the ability to 
create more complex and dynamic works of art. Computer technology, as an expanded media within 
the framework of visual art, can reject the conventional limitations of visual art. Something 
interesting to note is how artists continue to explore and develop the potential of the medium based 
on time-based media as a medium for producing works of art. The exploration of the potential of 
computer technology as expanded media can be based on the five components of theoretical 
concepts of expanded media which span Media Specificity, Remediation, Post-Media, Interface 
Theory, and Network Theory. Malaysia's art world has a rich and varied history shaped by various 
cultural and political factors. With the advancement of computer technology, artists in Malaysia now 
accept new forms of media based on expanded technology in producing artworks and further explore 
new forms of expression beyond conventional media. 
 
Acknowledgement 
This research is my own and was not funded by any grant. 
 
References 
[1] Catricalà, Valentino. Media art: towards a new definition of arts in the age of technology. Gli Ori, 2015. 
[2] Haekal, Mohammad Ghifari. "An Observation on Social Acceptance of Location-Based Augmented Reality Games 

in Open Space." 
[3] Abas, Hesham Ahmed Abdul Mutaleb, Faieza Binti Abdul Aziz, and Rosaliza Hasan. "Review of augmented reality 

applications in manufacturing engineering." Journal of Advanced Research in Computing and Applications 5 (2016): 
11-16. 

[4] Bolter, Jay David. "en Richard Grusin." Remediation: Understanding New Media (1999). 
https://doi.org/10.1108/ccij.1999.4.4.208.1  

[5] Paul, Christiane. World of Art-Digital Art. Thames & Hudson, 2003. 
[6] Manovich, Lev. "What is new media." The Language of New Media 6 (2001): 1-15. 

https://doi.org/10.22230/cjc.2002v27n1a1280  
[7] Lee, Jin Woo, and Soo Hee Lee. "User participation and valuation in digital art platforms: the case of Saatchi Art." 

European Journal of Marketing 53, no. 6 (2019): 1125-1151. https://doi.org/10.1108/EJM-12-2016-0788  
[8] Abdullah, Sarena, and Siti Khadijah Elham. "Culture and identity in selected new media artworks in Malaysia 1993-

2007." Journal of Visual Arts and Design 11, no. 1 (2019): 19-34. https://doi.org/10.5614/j.vad.2019.11.1.2  
[9] Wan Abdullah Thani, Wan Jamarul Imran. "Electronic technology as an artistic medium in the Malaysian visual arts 

practices." Institute of Graduate Studies, UiTM, 2012. 

https://doi.org/10.1108/ccij.1999.4.4.208.1
https://doi.org/10.22230/cjc.2002v27n1a1280
https://doi.org/10.1108/EJM-12-2016-0788
https://doi.org/10.5614/j.vad.2019.11.1.2


Journal of Advanced Research in Applied Sciences and Engineering Technology 
Volume 40, Issue 2 (2024) 203-211 

210 
 

[10] Carroll, Noël. "The specificity of media in the arts." Journal of Aesthetic Education 19, no. 4 (1985): 5-20. 
https://doi.org/10.2307/3332295  

[11] Lin, Po-Hsien. "A dream of digital art: Beyond the myth of contemporary computer technology in visual arts." Visual 
Arts Research (2005): 4-12. 

[12] Ker, Yin, Thanavi Chotpradit, Stanley J. O'Connor, Simon Soon, Sarena Abdullah, Roger Nelson, Patrick F. Campos 
et al. "Teaching the history of modern and contemporary art of Southeast Asia." Southeast of Now: Directions in 
Contemporary and Modern Art in Asia 4, no. 1 (2020): 101-203. https://doi.org/10.1353/sen.2020.0005  

[13] Abdullah, Sarena. "Changing Approaches: Installations Produced in the Malaysian Art World." Wacana Seni Journal 
of Arts Discourse 16 (2017). https://doi.org/10.21315/ws2017.16.1  

[14] Furness, Amy Marshall. "Re-Collection: Art, New Media, and Social Memory by Richard Rinehart, Jon Ippolito." 
Archivaria 81, no. 1 (2016): 154-158. 

[15] Lowood, Henry. "Re-Collection: Art, New Media, and Social Memory by Richard Rinehart and Jon Ippolito." 
Technology and Culture 57, no. 2 (2016): 501-502. https://doi.org/10.1353/tech.2016.0068  

[16] Alivi, Mumtaz Aini, Akmar Hayati Ahmad Ghazali, Ezhar Tamam, and Mohd Nizam Osman. "A review of new media 
in Malaysia: Issues affecting society." International Journal of Academic Research in Business and Social Sciences 8, 
no. 2 (2018): 12-29. https://doi.org/10.6007/IJARBSS/v8-i2/3849  

[17] Bolter, Jay David, and Richard Grusin. Remediation: Understanding new media. MIT Press, 2000. 
[18] Jaskot, Paul B. "Digital art history as the social history of art: Towards the disciplinary relevance of digital methods." 

Visual Resources 35, no. 1-2 (2019): 21-33. https://doi.org/10.1080/01973762.2019.1553651  
[19] Lunenfeld, Peter, ed. The digital dialectic: New essays on new media. MIT Press, 2000. 

https://doi.org/10.7551/mitpress/2418.001.0001  
[20] Morsch, Thomas. "Peter Lunenfeld (Hg.): The Digital Dialectic. New Essays on New Media." MEDIENwissenschaft: 

Rezensionen| Reviews 17, no. 1 (2000): 112-113. 
[21] Salman, Ali, Faridah Ibrahim, Mohd Yusof Hj Abdullah, Normah Mustaffa, and Maizatul Haizan Mahbob. "The 

impact of new media on traditional mainstream mass media." The Innovation Journal: The Public Sector Innovation 
Journal 16, no. 3 (2011): 1-11. 

[22] Parikka, Jussi, and Tony D. Sampson. The spam book: On viruses, porn and other anomalies from the dark side of 
digital culture. Hampton Press, 2009. 

[23] Greenhalgh-Spencer, Heather. "The spam book: On viruses, porn, and other anomalies from the dark side of digital 
culture-Edited by Jussi Parikka & Tony D. Sampson (Eds.)." Journal of Communication 60, no. 3 (2010): E20-E22. 
https://doi.org/10.1111/j.1460-2466.2010.01504.x  

[24] Hickman, Craig. "Why artists should program." Leonardo (1991): 49-51. https://doi.org/10.2307/1575468  
[25] Young, Justin. "Tizianna Terranova, Network Culture: Politics in the Information Age." Genre: Forms of Discourse 

and Culture 40, no. 1 (2007): 191-196. https://doi.org/10.1215/00166928-40-1-2-191  
[26] Terranova, Tiziana. "Communication beyond meaning: On the cultural politics of information." Social Text 22, no. 

3 (2004): 51-73. https://doi.org/10.1215/01642472-22-3_80-51  
[27] Zeffiro, Andrea. "Network Culture: Politics for the Information Age." Canadian Journal of Communication 31, no. 3 

(2006): 776. https://doi.org/10.22230/cjc.2006v31n3a1723  
[28] Gallagher, Bernard. "New technology: helping or harming children?." Child Abuse Review: Journal of the British 

Association for the Study and Prevention of Child Abuse and Neglect 14, no. 6 (2005): 367-373. 
https://doi.org/10.1002/car.923  

[29] Basaree, Ruzaika Omar, Rafeah Legino, and Mohd Yusof Ahmad. "Visual art approach to promoting Malaysia's art 
and cultural heritage overseas." In International Colloquium of Art and Design Education Research (i-CADER 2014), 
pp. 675-682. Springer Singapore, 2015. https://doi.org/10.1007/978-981-287-332-3_69  

[30] Mahamood, Muliyadi. Modern Malaysian art: From the pioneering era to the pluralist era, 1930s-1990s. Utusan 
Publications, 2007. 

[31] Corey, Pamela. "Art History and the Modern in Southeast Asia." Art Journal 79, no. 1 (2020): 116-119. 
https://doi.org/10.1080/00043249.2020.1724039  

[32] Mat, Mohamad Faizuan. "Knowledge of Art in Malaysian Contemporary Visual Art." Journal of Visual Art and 
Design 9, no. 1 (2017): 38-48. https://doi.org/10.5614/j.vad.2017.9.1.4  

[33] Mokhtar, Mumtaz. "A Conceptual and Technical Discussion on Digital Painting as New Media Art: Introducing Some 
Malaysian Works." Journal of Visual Art and Design 4, no. 1 (2013): 67-83. 
https://doi.org/10.5614/itbj.vad.2013.4.1.8  

[34] Fauzan Zuhairi, Rini, Wong Chee Onn, and Ruslan Abdul Rahim. "An evolution of media arts: The media arts scene 
in Malaysia." In 10th International Conference on Digital and Interactive Arts, pp. 1-8. 2021. 
https://doi.org/10.1145/3483529.3483700  

https://doi.org/10.2307/3332295
https://doi.org/10.1353/sen.2020.0005
https://doi.org/10.21315/ws2017.16.1
https://doi.org/10.1353/tech.2016.0068
https://doi.org/10.6007/IJARBSS/v8-i2/3849
https://doi.org/10.1080/01973762.2019.1553651
https://doi.org/10.7551/mitpress/2418.001.0001
https://doi.org/10.1111/j.1460-2466.2010.01504.x
https://doi.org/10.2307/1575468
https://doi.org/10.1215/00166928-40-1-2-191
https://doi.org/10.1215/01642472-22-3_80-51
https://doi.org/10.22230/cjc.2006v31n3a1723
https://doi.org/10.1002/car.923
https://doi.org/10.1007/978-981-287-332-3_69
https://doi.org/10.1080/00043249.2020.1724039
https://doi.org/10.5614/j.vad.2017.9.1.4
https://doi.org/10.5614/itbj.vad.2013.4.1.8
https://doi.org/10.1145/3483529.3483700


Journal of Advanced Research in Applied Sciences and Engineering Technology 
Volume 40, Issue 2 (2024) 203-211 

211 
 

[35] Puadi, Mohd Farizal Bin, Mohd Zahuri Bin Khairani, and Ahmad Nizam Bin Othman. "Malaysia Digital Artwork: Issues 
and Trend in National Integration." International Journal of Social Science and Humanity 10, no. 3 (2020). 
https://doi.org/10.18178/ijssh.2020.V10.1021  

[36] Ismail, Issarezal Bin, and Setiawan Sabana. "The nature of Ismail zain's art: A different vision in Malaysian 
contemporary art." Journal of Visual Art and Design 3, no. 2 (2009): 145-166. 
https://doi.org/10.5614/itbj.vad.2009.3.2.5  

[37] Sabapathy, Thiagarajan Kanaga. "Writing the Modern: Selected Texts on Art & Art History in Singapore, Malaysia & 
Southeast Asia, 1973-2015." Staff Publications (2018). 

[38] Zakaria, Mahirah, Rafeah Legino, and Mohd Suhaimi Tohid. "Technology via Installation of Visual Artwork." 
Advanced Science Letters 22, no. 5-6 (2016): 1427-1430. https://doi.org/10.1166/asl.2016.6633  

[39] Yap, Kenneth C. "10 Important Artworks That Paint a Vivid Picture of the Malaysian Identity." Augustman. January 
23, 2020. https://www.augustman.com/my/culture/art-design/10-important-artworks-that-paint-a-vivid-picture-
of-malaysia/.  

[40] Mohabir, Nalini. "Yee I-Lann: Photomontage as counter-mapping." Cultural Dynamics 31, no. 3 (2019): 260-275. 
https://doi.org/10.1177/0921374019855550  

[41] Mokhtar, Mumtaz. "Art and craft in the era of creative industry in Malaysia." Ars: Jurnal Seni Rupa dan Desain 21, 
no. 2 (2018): 136-143. https://doi.org/10.24821/ars.v21i2.2885  

[42] Michael, Valerie Anak, Khairul Aidil Azlin Abd Rahman, Vanden Michael, and Noraziah Mohd Razali. "An Analysis of 
Hybrid Media Practices by Selected Malaysian Artists." International Journal of Art & Design 6, no. 2 (2023): 131-
141. 

 
 
 
 

https://doi.org/10.18178/ijssh.2020.V10.1021
https://doi.org/10.5614/itbj.vad.2009.3.2.5
https://doi.org/10.1166/asl.2016.6633
https://www.augustman.com/my/culture/art-design/10-important-artworks-that-paint-a-vivid-picture-of-malaysia/
https://www.augustman.com/my/culture/art-design/10-important-artworks-that-paint-a-vivid-picture-of-malaysia/
https://doi.org/10.1177/0921374019855550
https://doi.org/10.24821/ars.v21i2.2885

