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Abstract 

Kuala Lumpur Biennale has established by National Art Gallery on 1st November 2017 and was lead by 
Professor Zulkifli Yussof, who is also an experienced local and international Malaysian Artist. 
Throughout all the artworks, a few of them can be categories as digital arts. While some of the discussion 
about digital art in the Malaysian Art Scene is in the context of appreciation of digital art, this research 
will establish an understanding of discovering the form and content of digital art. The method that 
applied in this research is are theories observation, artworks observations, artist’s interviews, and as well 
as online and offline publication. This research categorizes digital art from Kuala Lumpur Biennale 2017 
collections into four principles which are Numerical Representation, Modularity, Automation, and 
Variability. Nevertheless, some artworks cannot be analyzed under the principle of Transcoding as they 
do not have a complete structure of that principle. Digital artwork nowadays is the expansion of visual 
language thus shift the mindset of the audience into the understanding of art is not only on the aesthetic 
and single form of artwork but understanding art as a whole which is from the idea, chosen of medium 
and tools, the process and the final artwork itself. The combination of art and technology exposed a new 
understanding of digital art that differs from conventional art thus align with the current situations, 
digital artist can communicate their ideology and establish the local digital art through the technologies 
platform. 
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1. Introduction 

In this contemporary era, various forms and styles of art have emerged in line with the progress and 
advancement of current technology. It is advantageous for digital generation artists to continue exploring and 
looking for new possibilities to be featured. Nevertheless, as for digital art, there is a lot of medium and 
computer-generated which has a lot of benefits for artist to apply when doing art. Since 1990, even though due 
to multidisciplinary stance, artists such as Nurhanim Khairuddin, Hayati Mokhtar, Yee I- Lan, Nadiah 
Bamadhaj, Noor Azizan Paiman, Ahmad Fuad Osman, Masnoor Ramli Mahmud, Faizal Zulkifli, Wong Hoy 
Cheong, Hasnul Jamal Saidon and Niranjan Rajah used video and digital technology in their works (Hasnul, 
2008). 
 
Digital art refers to the art with various forms of independent aesthetic value and with the basic features of 
interactive and the use of the network media produced by a variety of digital and information technology. 
National Arts Gallery of Malaysia (NAG) is an art gallery located in Kuala Lumpur that is also one of the 
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organizations that exhibit contemporary artwork which includes the digital arts. In 1997, NAG organized the 
First Exhibition of Electronic Art. Through this exhibition, Ismail Zain was known as the visionary of 
Malaysian computer art even though he was not the first artist that apply digital imaging technology but he was 
the first artist that produce artwork through the new media which is digital art (Hasnul and Niranjan, 1997). 
Recently Kuala Lumpur Biennale 2017, a large-scale international contemporary exhibition was held at NAG 
from 1st November 2017 until 31st March 2018 with the theme which recognizes, embraces, and echoes societal 
values called BELAS or Be Loved. Besides the conventional contemporary art, digital art also was exhibit to 
play a role to touch and cleanse the audience’s hearts and inspired them to experience the sense of “Be Loved”. 

2. Research Issues 

The first digital artwork in Malaysia was produced by Dr. Kamarudzaman that shows an interest by creating and 
manipulate ordinary images and transform it into works of art. The limitation of computer ability is a challenge 
for an artist to create something beyond. For example, COMMODORE 64 is only available with 64k memory, 
and attach to television for image display. Some artist like Ismail Zain, Hasnul Jamal Saidon, and Niranjan 
Rajah are mostly interested in digital art (Hasnul and Niranjan, 1997). 
 
Digital art is conjointly being outlined as art during which data is translated to be used by a computer. It’s up to 
the audience to come to a decision will digital art contain constant value as typical art. Even though the 
difference is merely the usage of tools, however, impact and acceptance of digital art in Malaysia continue to be 
secluded from society acceptance (Contemporary Art Issues: Digital Art in Malaysia, 2011). Not everyone sees 
digital art the same way. According to Amir Rashidi, an art collector who has close to forty conventional 
artworks, mention that some collectors turn away from digital art as a result of it is easy to reproduce and isn't 
one amongst the other art. Besides that, Pakhruddin Sulaiman, who has been gathered modern art for twenty 
years, has not bought any digital art. Pakhruddin Sulaiman said to Steven Patrick that digital art needs to be 
more promoted and exposure for it to grow. Also, more galleries need to support digital art. Furthermore, Datuk 
Izuddin Hani concurred, as he started a digital art gallery in Central Market in 2007, only to close it down two 
years later due to a lack of response (Patrick, 2015). 
 
Nevertheless, analysis on The Two Aspects of Digital Art’ by Zhongyang Li, Weimin Du, and Shouming Chen, 
(2010) found that the faster development of science and technology, the more obviously Digital Art shows its 
special art form. Based on the previous study title ‘Case Studies of Digital and Media Art’ by S. Zarina, (2016) 
claim that contemporary media art has experienced dynamic changes in the form of artistic expression and 
perception of artworks by the audience and art theoretician. Her research stress out about this digital art form 
range from the topic such as the unconventional nature of the elements constituting the artwork and the 
difficulties of displaying and preserving non-material art. 

3. Literature Review 

Digital art has now become a broad term for any demonstration of art, in which the computer has been used to 
create the art. According to Lieser (2009), and artwork can be defined as digital art if it uses the potential of a 
computer or the internet to produce a result, which would not be achievable with any other medium. Artwork 
with picture language also can be counted as digital art. A picture that was taken by a webcam in New York and 
is viewed in Berlin a few seconds later went into the category of digital art. On the other hand, no matter how 
good is a scanned picture, it cannot be considered digital art (Lieser, 2009). Digital art merges art, science, and 
technology to a great extent. Thus, the roots of digital art can also be found in mathematics and computer 
science Biennales are large-scale exhibitions of contemporary art, named for their host city and typically 
managed by a combination of public art museums, government agencies, and philanthropic supporters. As for 
the two or three-year cycle. 
 
Each biennale has a different curatorial theme that provides structure to explore contemporary art in an 
international context. According to the specific theme, audiences can sense and employ the variety of 
contemporary art practices from artists of various. Until the inauguration of the Sao Paulo Art Biennale in 1955, 
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the only international exhibition of its kind was The Venice Biennale. Furthermore, in 1959 was known for the 
existence of the Paris Biennale and trailed by the Biennale of Sydney in 1973 (Australia Council for the Arts, 
n.d.). Since then, a lot of biennales were held around the world countries point of view and understanding. 

4. Methodology 

There are four main steps to go over which are from meaning to the stage of evaluation which are research 
proposal, data collection, analysis, and findings. Based on the database of digital art in Kuala Lumpur Biennale 
2017, five relevant artwork of digital art in Kuala Lumpur Biennale 2017 have been chosen to achieve the aim 
of the study and accomplish the required result. 

5. Analysis 

In the catalogue of Kuala Lumpur Biennale 2017, there are in total of 213 pieces artworks from 110  
artists that participated in the big scale of the exhibition. The participated artists were from Malaysia, Brunei, 
Singapore, Indonesia, Philippines, Thailand, Cambodia, Laos, Vietnam, Myanmar, China, South Korea, Japan, 
and India. All the artwork was divided into five sub-theme of Kuala Lumpur Biennale 2017 official theme, Be 
Loved. The sub-themes are Be Loved Nature, Be Loved Animal, Be Loved Humanity, Be Loved Heritage, and 
Be Loved Spirituality. 
 
Among all the artworks, there is a digital artwork that was an exhibit in Kuala Lumpur Biennale 2017. There are 
28 digital artworks from 20 artists that participated. The artists of digital artworks that exhibit in Kuala Lumpur 
Biennale 2017 were Lim KokYoong, Tan E jan and Ng Chor Guar from Toccata Studio, JC Tan, Marisa Diyana 
Sharir, Krisna Murti, AnidaYoeu Ali, Jeganathan Ramachandram, Johan Bavman, Tan Wei Ling (Xara Tan), 
Haris Abadi, M. Nasir Baharuddin, Muid Latif, Diana Lui, Fairuz Sulaiman, Shahidul Alam, Amir Zainorin, 
Atul Bhalla, Roopesh Sitharan, Masnoor Ramli Makmud, and Hasnul Jamal Saidon. 

6. Findings 

Form, content, and context are the important terminology to write and discuss art. Formalistic and contextual are 
close to aesthetics discussion which obtains from critical art theory. In this topic, the researcher will cover which 
categories of new media’s principle that the selected artwork falls in, the formal elements and principles, digital 
and conventional medium that the artist used, and the content of the artworks. 
 
6.1 Sample 1: Numerical Representation 
 
Muid Latif called this artwork Aoriya which refers to him as Neptune and was created in 2016. In this artwork, 
the digital media that the artist used are personal computers and Wacom. The program software that he used is 
Photoshop and 3D stereoscopic effect. Besides that, for the installation of this artwork, the artist used printed 
paper, clear perspex, and anaglyph 3D glasses. The researcher saw a lot of spherical shapes and meteoric forms 
in this artwork. Also, there are lines like wave, repetition of hexagons and texts note that related to this artwork. 
 

 
Figure 1. Muid Latif - Aoriya (Neptune) 
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The background of this artwork is the outer space atmosphere, the middle ground is where the planet Neptune is 
and the foreground is the scat of meteoroid. In Neptune, the element and principles of art clearly can be seen 
which are line, color, texture, space, composition, harmony, balance, proportion, and repetition. The color that 
the artist used is a cool color and synchronized with the actual color of the planet. The repetition of line and 
hexagon creating a pattern that brightens up the artwork. There are a lot of different types of lines in this artwork 
which is works as linear marks for the audience to interpret the artwork. Lines conduit certain concepts such as 
in this artwork, we can see the neatness came from the straight lines, the movement came from wavy lines and, 
excitement/tension came from zig-zagged lines. Color can generate certain atmospheres, mood, channels 
sensations, and all shade has clear precise meanings associated with the artwork. Combinations of colors can 
form a positive feeling which is called color harmonies. In these artworks, we can see the cool color shades from 
violet color to blue color. The color creates the feelings of the coolness of the galaxies. 
 
The shape is created when a line intersects itself or meets with other lines to enclose a space. The shape is two- 
dimensional besides having height and width, but there is no depth. In this artwork, lines created geometric 
Shapes such as circles, hexagons, triangles, and irregular shapes. Moriya is an Interpretation of this artwork to 
the level that it appeared rational to relate it with science thus the observer can understand the aesthetical value 
of the art that contains the astronomical element. Philosophy of science and scientific theory slightly than 
applied science and technology are related with innovation and technological context. Aoriya was inspired by 
the word 'Aurora' and combining the word 'ria' in greek. Based on the artist's interpretation, Aoriya (Neptune) is 
a projection of energy often relates to the magnetosphere by the solar wind, which is found that is exclusively 
mesmerizing. Spherical image in the digital print inspired by the elements of the planet in the solar system. The 
artist's fascination with astronomy and quantum physics provides his interpretation of the algorithm through the 
geometrical elements in his artwork. It’s a matter of an artist's impression. The more the artist dive into 
astronomy, the more he moved in understand God’s creation. In Quran also state that “it is a reflection on the 
magnificence of the Creator, the Arranger of all the planetary and stellar system”. It is often complex but the 
artist discovery motivates him to inspire others through his art creations. 
 
This artwork incorporating various methods in composition from traditional to digital, the sophisticated 
rendition based on the artist’s visual impression of the planet in the solar system. Specifically, Aoriya (Neptune) 
is an inestimable digital space painting that invites viewers to take a step closer in cultivating astronomy, to 
cherish and marvel at the beauty of the phenomenal universe. One of the Malaysian local artists that 
encompassed the idea or concept of digital art is Muid Latif. Muid Latif is a well-known Malaysian web 
designer as he had massive experiencing in the digital and technology field. Fundamentally he believes that 
digital art assists many characteristics and functions. Various ideas and elements involved in the digital art 
world are such as modernity, science, technology, metaphor, sign, and symbols. Based on the artwork it can be 
considered as a great and successful artwork. The main idea in the artwork itself is the content and the message 
that the artist wanted to deliver to the audience and the exploration of the media and technology. The artist's 
artwork expands through the idea of art and science it is also a baseline for the artist and scientist to work 
together as a team, scientist and astronomy people nowadays need artists and designers in their field for a better 
understanding of the science that will eventually help to invent new technologies. It is also a new platform to 
embrace the idea of contemporary digital art through scientific thought. 
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6.2 Sample 2: Modularity 
 

 
Figure 2. Tan E Jan & Ng Chor Guan –Revo Evo 

 
For the artist bicycle and humans are the best combinations. Where you need energy from humans to move the 
bicycle to bring you to your destination. Revo Evo is the short word for Revolution Evolution. In the video, the 
researcher detects the use of RE words such as re-humanize, re-label, re-fuel, re-generate, re-construct, 
reformulate, re-format, re-energize, re-embark, re-configure, re-active, re-ignite, re-inspire, re-invent, re-
imagine, re-start, and ready to travel. The artist really into ‘re’ term as for him ‘re’ is the new thing for ‘ism’ for 
instance cubism, surrealism, realism, Dadaism, etc. Even though in technology also use the word resolution for 
image pixel. Re in this artwork could vast people into a rethink about the life of the human and natural 
environment. The sound composition that the artist creates is harmonizing with the videos nevertheless the 
sound that the artist record is originally from the environment sound and sound created from the bicycle itself. 
 
6.3 ample 3: Automation 
 

 
Figure 3. Marisa Diyana Sharir-Kyrizon 

 
The title of this artwork is Kyrizon and was created in 2015. The size of this artwork is 90cm x 240cm and was 
created by Marissa Diyana Shahrir. The image that the researcher saw on Kyrizon is two lines of light on every 
four sides of the lightbox. There is also an image of the skyline and building that has been composed and edit 
into patterns. A lot of horizontal lines were shown through the artwork. On the other side of the exhibition wall, 
there is an instruction about the artwork where there are QR (quick response) codes to be scan with a mobile 
phone. The medium used on the installation part for this artwork was perspex and lightbox nevertheless for the 
digital medium the artist used a camera, personal computer, and digital printer. Besides that, Photoshop is the 
software that has been used by the artist to create this artwork. The subject matter that the researcher saw is the 
architecture image where there is different building image modification on each side of the installation. 
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This artwork was created in 2D (two-dimensional). On each side of perspex, an edited image of the skyline was 
printed. The image was arranged in mirrored and also upside-down layered with low opacity colors. There are 
warm colors and cool colors that can be seen on this artwork that has been arranged approximately balance 
between the upper side and below side. The repetition of image and color form a new pattern in this artwork. 
 
Kyrizon is a hybrid of two words which are sky and horizon. The artist creates a new name of her artwork based 
on the hybrid which is ky – sky and rizon – horizon thus she name her artwork, Kyrizon. This artwork is a 
collective series of four visual compositions of Kuala Lumpur which describe through image manipulation by 
the artist shown on each side of the perspex. Each piece inverts conventional visual hierarchy by subtly bringing 
the backdrop to the forefront. Each panel hold a paragraph, a visual narrative of exposed overlays that hold 
countless traces of Kuala Lumpur elevation and every panel behaves like a film strip-capturing speed, light and 
mapping sounds across the fragmented urban tapestry. 
 
The artist wants to tell the audience that with every line constantly intersecting, merging, and converging on one 
axis that symbolizes the datum, core, and horizon of every new beginning. The pieces crave to be deciphered 
and speak in a strange dialect but familiar, which most audiences may or may not have realized as they pace 
through the streets of Kuala Lumpur. The artwork attempts to pay a homage to the unsung heroes of the built 
environment which is the building that no longer establishes and the buildings that still can be preserve. This is 
related to the QR code display in the exhibition of Kyrizon. The QR code was a GPS coordinate of what each 
piece represented. It was also a way of making the viewers do some homework. It is a form of interaction so the 
art does not remain two-dimensional. As the artist was not personally at the exhibition to greet each visitor, this 
was an informal way for her to interact with them. 
 
6.4 Sample 4: Variability 

 

 
Figure 4. Fairuz Sulaiman-Warung Wayang 

 
‘WarungWayang’ is the title of this artwork given by its creator, Fairuz Sulaiman in 2015. The researcher found 
that the artist used a bicycle attached to a warung, lightbox, speakers, a laptop, and projector combined with 
digital items such as projection mapping, video, animation, electronic audio, and live video jockeying. Based on 
the researcher’s observation this artwork used the concept of a street stall. Rather than selling any goods, the 
artist ‘sell’ his artwork by projecting video and animation on the wall. 
 
The background for this artwork is the animation that the artist project on the wall form the projector in the mid-
ground where it is placed on the stall. The foreground is the audience, where they attract to see the performance 
of the artwork. Warung Wayang is experimentation in exploring the new interpretation of history, culture, and 
heritage using the language of arts, media, and technology. 
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This artwork consists of two-part of formalism elements which are from the tangible part and non-tangible part. 
Form the tangible part, the artist choose warung as his subject matter and combined it with technology in 
creating his artwork. Not only canvas was chosen as a platform for visualizing an idea but things and transport 
like warung, and old Malay street stalls also can be one of the platforms to exhibit the art and for the artist to 
serve his creative idea. The installation of a projector on the warung is to visualize the intangible form which is 
animation and videos. 

7. Summary 

Summary of fatalistic language derived from the basic principle of new media which give the understanding on 
the expansion of visual language as stated in a paradigm shift by Hasnul Jamal Saidon that has been elaborated 
in chapter three before. Besides that, basic elements and principles by Ocvirk have been a shift to principles of 
new media by Manovich which are numerical representation, modularity, automation, variability, and 
transcoding. For instance, from form to informative where we can see that the digital art contains information 
created from the input database by the artist. Digital artwork became the expansion of visual language that will 
make the audience appreciate the digital art as well as understand its content. Furthermore, for the expansion of 
content, in terms of new media, understanding of art is not only on the aesthetic and single form of artwork but 
understanding art as a whole which is from the idea, chosen of medium and tools, the process and the final 
artwork itself.  

8. Conclusion 

This chapter serves the conclusion achieved from the outcome that was achieved from this analysis study. 
Numerous aspects in terms of idea, formalism, and contextual are stressed. The role of the pioneer generation of 
digital art to further develop this field is undeniable. It can be seen through academic and non-academic 
approaches through the series of exhibitions that have been held even though it is not many as the conventional 
artwork exhibition. Digital art needs support by the institutions that are concerned with the digital artist and 
artwork for this area to grow. Technological advances in social media also help widen the boundaries of digital 
art towards the audience in terms of recognizing and understanding formalistic and contextual artwork. The 
Theories of Lev Manovich (2001) and McLuhan (1964) help in identification towards recognizing the types and 
hints to the concept and formalism of new media. However, literature reviews from few sources and many 
writers help to define the term of new media form in general. In conducting interviews on selected artists, they 
gave a clear overview on contextual issues that provides how Malaysian artists have explored, experiment, and 
experience their interest to construct digital artwork. There are five Principles of New Media by Manovich 
(2001) that had been a highlight in the classification of digital art in the Kuala Lumpur Biennale 2017 collection 
but this research is limited to four principles to elaborate the concept, formalism, and contextual issue. The four 
principles consist of numerical representation, modularity, automation, and variability. 
 
Subsequently, all principles or forms are involved with elements of technology and-non- technology during 
installation. Most of the artworks were created in the form with attachment of installation elements with the use 
of temporary space and providing spatial experience to the audience, which brings the form of hybrid. However, 
all are generated in the main structure, which is the database. In this situation database is a crucial part for all 
elements to get connected, database lives in the computer culture that links to all technology medium and non-
technology medium to be synchronized as unity and diversity. 

9. Recommendation 

Denoting to the study method, they are fives principles of new media, however, there are only four principles 
that digital art of Kuala Lumpur Biennale 2017 can be categories in. Hence, the researcher would like to suggest 
for the exposure of local digital art to be known and exhibit in many future exhibitions for all five principles of 
new media. Besides that, more researches in the digital art area with specific forms that can offer more chances 
and challenges to the digital art stage. 
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However, digital art in Malaysia will also need more exploration on a mixture of dissimilar disciplines such as 
technology and art and science, which provide a high chance of energetic feature in art culture within the future. 
Hence, this mixture of distinction makes collaboration connects particularly the society therefore this lets 
society possess a higher perception towards digital art in Malaysia. It ought to now not be the artist’s life itself 
but it's to be connected with one another in the end. 
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