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OPENING
REMARKS

Alhamdulillah. As we open the pages of ‘The Portfolio 2023: An Insight to Creative
Computing Projects,’ we embark on a journey of creativity, innovation, and
accomplishment.

In these past two years, the world has faced challenges that have disrupted our
lives and tested our resolve. The global pandemic altered the way we teach,
learn, and work, affecting every facet of society. Yet, within these pages, you will
find a testament to our resilience and adaptability.

"The Portfolio 2023 represents the Seventh Edition of this prestigious magazine,
showcasing the extraordinary talents of our Seventh Graduating Intake in
Creative Computing. Among the 17 remarkable projects, you will discover a
diverse range of creativity, from mesmerizing 3D animations that breathe life into
digital landscapes to immersive game developments that transport us to new
dimensions. Virtual reality and augmented reality projects blur the lines between
reality and imagination, while meticulous 3D rigging brings characters and objects
to vivid existence. Additionally, research studies illuminate the path forward in our
ever-evolving field.

These projects are not merely showcases of individual brilliance; they are a
reflection of the tfransformative power of technology and creativity within the
Creative Economy. As we explore the pages of this magazine, we recognize
that our industry is at a pivotal moment, reshaped by the intersection of art and
technology.

While Al-generated art may not be featured within these pages, it looms large
over our industry, challenging conventional notions of creativity and artistic
expression. The evolving landscape offers both new opportunities and new
questions for the creative minds of tomorrow. Instead of fearing or shying
away from this change, we should embrace it as an opportunity to harness
Al's capabilities and make them work for us. Let us seize the opportunity fo
collaborate with technology. creating a harmonious fusion of human creativity
and artificial intelligence.

Class of 2023, within these pages, you have etched your mark on the ever-
evolving canvas of creativity and technology. May your projects confinue to
inspire, your creativity continue to flourish, and your contributions contfinue to
shape the Creative Economy. Congratulations, and thank you for sharing your
remarkable journey with us.

Awang Ibrahim bin Edris

Programme Leader Creative Computing
School of Computing & Informatics
Universiti Teknologi Brunei
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FOREWORD

| am delighted to welcome you to the seventh edition of ‘The Portfolio: An
Insight To Creative Computing Projects'. As with any other editions being
released before, this magazine acts as a platform for the graduates within
the Creative Computing Programme Area under School of Computing

& Informatics (SCI), Universiti Teknologi Brunei (UTB), to showcase their
remarkable talent through their final year projects and in hopes to be
discovered.

Each of the projects presented here has been crafted with distinct
visions, skills and dedicated efforts, ranging from 3D Animations, Game
Development, Extended Reality, 3D Rigging. fo Research Studies, with the
goal of making a lasting impression on its audience.

It was mentioned in the Digital Economy Forum hosted by the ASEAN and
APEC Business Advisory Councils in collaboration with the Ministry of Finance
and Economy (MOFE) back in August 2023, that Bruneians are among

the active contributors of technology, and not solely as the consumer.

Thus, in turn these projects aim o delve within the creative industry in
contribution fo such vision.

HAJI NORASLAM BIN HAJI OTHMAN

BSc. (Hons) in Creative Multimedia
Creative Computing
School of Computing & Informatics
Universiti Teknologi Brunei



PREFACE

The 'new normal’ brought the whole world info a new era, where we can see
a lot of improvements especially in adapting new and existing technologies.
The rise of digital transformation forces everyone to readjust our ways of
living, which also affected our ways of learning. The surge of e-learning
platforms benefited both students and educators as it was able to make
teaching and learning more convenient and efficient, as well as for any
upskilling trainings.

The Creative Industry plays a crucial role in realizing the Wawasan Brunei
2035 where the contribution can be seen as part of diversifying the national
economy. UTB on the other hand continues to contribute to this goal by
producing competent graduates who are proficient in various fields. Among
the achievements, UTB is being ranked as one of the top 20 universities in
Southeast Asia by the Quacquarelli Symonds (QS) World University Ranking
2024 and it maintains to foster collaborative works and partnerships

with varying stakeholders from both local and overseas, providing more
opportunities for the students and the university.

HAJI NORASLAM BIN HAJI OTHMAN

” BSc. (Hons) in Creative Multimedia
Creative Computing
School of Computing & Informatics
Universiti Teknologi Brunei

Abu Khaledi Yussrri@Yashife bin Abu Azhar bin Mohd. Sallih
Bakar BSc. (Hons) in Creative Multimedia
BSc. (Hons) in Creative Multimedia Creative Computing
Creative Computing School of Computing & Informatics
School of Computing & Informatics Universiti Teknologi Brunei

Universiti Teknologi Brunei
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AZHAR BIN MOHD. SALLIH

BSc. (Hons) in Creative Multimedia

azharmohdsallihhassan@gmail.com
behance.net/azharmohdsallih

ABOUT ME

| have always liked to look at pretty things. |
appreciate the amount of effort and hard work
people put into their work. | want to be able to
creafe works that could inspire people, just as others have inspired me.

PET ABANDONMENT

3D Animation

PROJECT SYNOPSIS

This project aims to raise the public's awareness on the problems of pet
abandonment. Researching on proper camera techniques used in films and
applying them appropriately within the animation helps to heighten the
narrative. The story unfolds the journey of a cat abandoned in the forest,
encountering its hardships while anxiously awaiting for its owner's return.

PROJECT INSPIRATIONS

This project was inspired by a YouTube video. It was a real story about an
abandoned cat in the mountain. People have tried to catch it but it always
manages to escape, and it always returns fo the exact same spot after. It
had so much faith in its owner that it waited for around 3 months, even when
winter was coming. It's unfair how it's been treated when it loved the owner
so much, so | want people to love their pets as much as their pets love them
through this awareness video.

Azhar bin Mohd. Sallih B20190126

PET ABANDONMENT
3D ANIMATION

Overview

Pet abandonment or pet dumping is a common issue. Abandoned pets are usually left in the wild, on the streets
and even on other people’s properties. Some owners think that their pets could survive on their own or that
people would readily pick them up. In reality it puts the animals at risk as they cannot properly take care of

them. They are in danger of starvation, thirst, diseases and other animals among many other things.

-
Aim

To create a short 3D

animation that could

influence audience’s
emotions to effectively
raise awareness on the

topic.

Target
Audience
Pet Owners &
General Public

Tools
. e blender’

Problem
Statement
Camerawork plays a major role in
films. Some films do not take
advantage of or fail to use
camerawork to improve its
storytelling.

There is also a lack of awareness
and knowledge on animal
abandonment among the public.

Audience
Reception

The animation and visuals
are well received.
The sound design needs
improvement.
The audience understood the
message the animation is
trying to convey.

% UNIVERSITI TEKNOLOGI BRUNE]

. .
Objectives
Create a 3D animation
and create same scenes
with multiple
camerawork.
Present to audience and
identify emotions and
preferences for each
scene.

Conclusion

Emotions shown in a shot
is more preferred rather
than the information
present in the scene.
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MUHAMMAD IZZAT BIN HAJI
JOHARI

BSc. (Hons) in Creative Multimedia

izzat joharill7@gmail.com
behance.net/ezatjo
instagram.com/ejat jo.photography/

ABOUT ME

Izzat Johari (or people know me as Ejat Jo), is a photographer based in
Brunei Darussalam. Work as a part-time photographer for weddings and
corporate events. Doing portrait photography is a hobby and a passion of
mine and it also helps me refine my photography skills. Lately, animation and
digital drawing became an interest for me, and | started to learn more in
that field. Honestly the creative field is always fun and interesting.

3D ANIMATION HORROR SHORT FILM -

POSSESSION

PROJECT SYNOPSIS

A short 3D animation based from Brunei's ghost story book, starred by
Johan, the main character that has the habit of taking other's belongings
and says that the item belongs to him. One day the item that he took was
actually an item that the ghost resides in it.

PROJECT INSPIRATIONS

Inspired from my assignment and Computing Group Project, which focused

on doing animation in 2D that time; | wanted to challenge myself info doing

3D animation. Hence, the creation of 3D short animation called Possession. It
was also inspired by the Bruneian author, Rozan Yunus, from his book “Scary
Dreams", and led me fo the idea of my Final Year Project.
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A 3D HORROR ANIMATION SHORTFILM

SCREENSHOTS

0BJECGTIVE
"o stiareiand show/peopleiabout the

folklore ofiBruneihorrorstories tothe

audience:

OV ERVIEW.
The story/isiaboutiaiguy/thatialways

have: alhiabit:ofitaking|things thatis
not: his) possession:, He' later; came

accross one itemithatisionlyvisible to
him: Duer o) his) habiti ofi taking

someone! things;, hie: latery bring) that
item home: Withiout-himiknowing; the

By sfiowingjthe audience the visuallof;

the horror storiesiin a 8D animated

story/format:

o) atiracty audience: inte; watching
more onlinecontention the go:

item that: he! brought: home! was

possessed|by/aghost:

"lprencourage more creative industry

into; creating) more: content: onr 30D

animated horror stories.

PROBLEM STATEMENT
Lacksofivisuall animation content on
horrory based! stories: shorti film: as

more! of thelanimation are! used!in

game based sfory.

CONCLUSION

The: 3D animation: horror video) is' a

Creative! industry rarely tackle 3D

feedback

during

SUCGCESS
Process.

the

animation) based short film and

always go onithe safer option to do

shorti film by using real people as

actor/actress.

RESULT OF ANALYSIS

Majority: ofi the respondents was
surprise: by the jumpscare and also
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MOHAMMAD ALIFF BIN ZAMRI

BSc. (Hons) in Creative Multimedia

makero.winters@gmail.com
behance.net/makerowinters
youtube.com/@aliffentwinters5618

ABOUT ME

From a young age, it never really crossed

my mind to be a creative student. That soon
changed when | started to spend my fime on
doodling on some random characters and created stories around them.
That is when | found out that | wanted to be a 3D Animator, and it became
my life's goal. When | started, | had zero knowledge on the creative industry,
and | always felt like | am underperforming than the rest of colleagues.
However, that did not stop me from trying to pursue what | really want to be
because overtime | know | will improve and get better with my skills. And so,
| can officially at this point in my life, call myself a Creative Media Designer.

&

PROJECT SYNOPSIS

This is a story about a old man named George living his peaceful life but
not anymore. A terrifying unknown presence is invading his house and this
chain of event is going fo change his whole life. Will George get through this
horrifying ordeal or will he succumb to his madness?

PROJECT INSPIRATIONS

My project is actually a tribute to my grandfather who is also diagnosed
with dementia. From my point of view, he is what | consider an angel, he

is both an influence to me and one of the best people | have met in this
world. When | look at my grandfather, he is usually in distress whenever he
is frying fo remember us, but | know he loves everyone in the family equallly.
He always tries to be cheerful and happy even though he has a hard time
rememibering us. He always fries to pray during his quiet time about the
person he could not remember and those who is close to him. Part of me
wish that | should spend more time with him, but | am always shy to begin
with; nonetheless | am slowly trying to get more confident overtime. As time
goes by, | started to understand a bit on how dementia works and do a bit
more research around it to portray the story around dementia carefully. And
| have learnt that even if they do not remember us, the feeling of us being
around him made a difference to his life. And | hope he is smiling up there.

THERE IS A STRANGER
IN MY HOME

70005008

Psychological horror has been around for awhile.
They usually focuses on a certain condition of a
person that affects in either their life or other life.
And the story usually revolve around on how the
protagonist handle the situation and we are able to
perceive their condition in a horrifying view showing
how serious the condition is. Personally i have not
seen Bruneian done this genre in awhile i would like
to showcase it to people of Brunei.

IN.MY HOUSE

900990

oRY
e y a_\owq‘cAL HOKKOKS"

OBJECTIVE

To showcase a 3D Animated Psychological

Horror story to the audience of Brunei. The state
of mind of a person are not to be underestimate

as they can leave a huge impact especially the one
affected.

As we know this state of mind usually represent
fear and best way to present this is through horror.
With engaging narrative and visual we can leave
quite an impression to the viewer.

PROBLEM STATEMENT

C
€7 There is barely any psychological horror related

story in Brunei despite Bruneian like sharing some
€ horror story with other people. Usually when it comes’

to mental health condition people usually approach it
(‘ in a positive manner but usually it does not end like

that. Before we can even reach such a outcome we
€@  need to understand what they are going through first
P and that is what i intend to present in the video.

CONCLYSION

r Many people gave the video a rating of 3 stars and
above showing that it has a decent story. And som
get the storyline but there are others ﬁha.! find it =
confusing. But that is the point of the story to
understand the subtlety of the story. =

According to the audience, the find the thrill, scare
and the story to be quite engaging thanks to the
camera placement and the lighting quality.

people at the age of 13+
Horror Ethusiast
Students

FEEDBACK FROV THE AWDENCE

L. It really
ed wel people

vert

«t was terrifyind, Ges entia looks like to

showcases what dem

3 i it p you.

don't experience ! iust there to help

who sence who ‘Sf)ufhad  few quesses on
was (dementia, PTSD)

type O at lol”
oo it kept me on

*

Rating : 4/5

SOFTWARE USED

Mohammad Aliff Bin Zamri
Creative Multimedia
B20190301




AK HASRA MUHAMMED HAZIM
BIN PG HAJI HASSIM

BSc. (Hons) in Creative Multimedia

e R O A Homemade Meal

behance.net/hasrahazim # 3D Hrimajed gl.gfr'glarg

ABOUT ME

| started my media experience since 2015
which began my love of media related works

from photography and videography to digital

graphic design and animation. The experiences I've gone through this

journey has helped me shaped myself to be the person who | am today. Preblem § [afermen] &fﬂwqm used

There is a lack of a 3D animation story regarding
this topic in a light hearted way.

4B ) HOMEMADE MEAL

Hirns & Objedives
To Create a 3D animated st
PROJECT SYNOPSIS - OIS

) ) respondents who were influenced to cook
after watching the video.

This is a 3D animated short story about Jack, a 20 year-old man who lives S e L e
with his father Johnathan. One day Jack arrives home to find his father 10% of the people would affectted more than the expected outcome

after watching the video which os 30%

who was still out. After living on junk food for a while now, Jack decides to
cook a homemade meal for his father. Being an amateur cook, he looks coteptn (G

up a few simple and easy recipes online which helps him into making tA Hgnwm)(]d,@ Mgﬂﬂ Gt

a homemade meal. Vldl)@ 54 o 3 |

)| -
2 Bm—

PROJECT INSPIRATIONS —
9 ’ ’ /&a , NS~
specifically | wanted to convince the people who would usually eat takeouts ‘ = C‘i i

| wanted to make an animation video that influences the general public, and

to try cooking their own meals with the use of easy to learn recipes that Assemble your burger]
could be found online. The project was inspired from cooking tutorials on
YouTube and animations from Studio Ghibli. AR Hasra Muhammed Hazim Bin Pg Haiji Hassim

B20190342
Bachelor of Science(Hons) in Creative Multimedia




MOHAMMED ALIFF BIN ROSLAN

BSc. (Hons) in Creative Multimedia

33
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UNIVERSITI TEKNOLOGI BRUNEI

aliproz052@gmail.com
behance.net/AliffRoslan

ABOUT ME

My journey to creative media startfed when |
was first exposed to animation especially 3D.
The thought of creating your own 3D model
and bringing it to life fascinates me, to the point
of learning it more in depth. The lessons | have
learned and the mistakes | have made did not lessen my motivation but

2
)

o
o
2
5
o
<
-—
£
o
R
L
(%]
o
c
)
o
n

(72)
shaped me to what | am now, an aspiring animator looking forward to what <zt m
the future holds. = §
< o ]
: H E
% Bruneian Folklore - e £ e
4 (]
(72}
‘ i NAKHODA MANIS S 4
(3D Animation Story) o - B
Y] £
c < £
c .
w <] N C N
PROJECT SYNOPSIS ¢ HiE
o : . o o R Y 2
Nakhoda Manis is one of the most popular Bruneian folklores. It is a story o S G &
about a young boy, Si Manis, who had an immense desire to travel outside > -
- : X > §e3sc o o S E4 -
the country and Dang Ambun, a loving and doting mother fo Si Manis. ! s58£298,5 o MM ¢ : P 12, %i:  1s
. e T SO HNE - RER I - HiEHE
The story encompasses a moral virtue of being filial to one's parents < BHHEDPHHE BB RN - HiRtiE
: : ok eS80 Eoy s Gl 33F 02 Bit b2 3EEs 14
(acknowledging their love of them) and the consequences of unfilial piety e SosyzEe §553% 'c\? R < %E [ S«gE
: e HEIEHE S ORI
(being cruel to parents) as shown when the story progresses from beginning i3 iy Z P51 _i_;’ HECRH S § 3 s . 5—;
to the end. 3sEcsizgits #5S 35 268 330 §f3g i:
E 525353;5;55 gyl 2338 @gg¢
T3 852508550
cS 5592 0002T 5
Z SRR - N
PROJECT INSPIRATIONS ; Bilicy W, 6
; . ) - S : . 85c)Fz85%e 8 . 2§t T &
This project was inspired by the lack of digital media for Bruneian folklores = sBERiicecs: M il 51t s
: : : =8 £g550,0585:5 M i i3t Zf: Qo :
and stories. Most can be found and learned through physical media such g gec2:d SRR a HiEE ol =
. = 35 SeebiEzoiica 2t 281 73S
as books, journals and oral tradition. Today, technology has advanced éém AERERESRRNRY © HELEE T RS
b : : s RS ER LR EN - IIE R R
tremendously as more people are connected digitally through social media. s£3 HHEIBIH 3 % L 'ég—? =k K
: . : . s a2 ZcpEsiso2£E2 WM 82 seT 33y 283 R SRes ]
| decided to re-introduce our own Bruneian folklore stories by digitally oEg AERER N EA Y - GhEalNh

converting one of the popular Bruneian folklores to a 3D animation story
which can be viewed through the internet. This will lead to an increase in
exposure to others to learn more about Brunei.
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ABD HAKAMIL ADLI BIN HJ
ABD HALIM

BSc. (Hons) in Creative Multimedia

hakamilhalim@gmail.com
behance.net/hakamhalim

ABOUT ME

Since my high school days, | have been

FEEDBACKS
MAJORITY OF THE RESPONDENT
VOTED THAT THE ANIMATION IS SUITABLE
TO BE A RELIGIOUS THEME ANIMATION AND

passionately interested in the creative industry

BRUNEI 3D ANIMATION
PROJECT OVERVIEW
CREATING A 3D ANIMATION TO
SHOW WHETHER A RELIGIOUS CONCEPT
AND MESSAGES CAN BE IMPLEMENTED AS

THE MESSAGED IS DELIVERED.

and have always been eager to expand my

A THEME FOR 3D ANIMATION.

MAKING A SHORT 3D ANIMATION STORY
BY DISPLAYING SOME ISLAMIC INFLUENCES
FOR PEOPLE TO ACKNOWLEDGE THE
CONCEPT OF RELIGIOUS THEME IN

understanding of it. | aim to gain knowledge
and develop skills that will enable me to excel in the creative domain,
furthering my career ambitions in this field.

qQp TEMAN
- 3D Animation short (Religious concept on
>4

3D animation)

PROJECT SYNOPSIS

Aisyah and her father have always been close with each other. Reading
Al-Quran together had been one of the ways to strengthen their bond and
create memories. As Aisyah got older, she begins o be occupied with work
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and her father noticed that his daughter was slowly drifting away from him.

ABD HAKAMIL ADLI BIN HAJI ABD HALIM | B20190061 | Bsc in Creative Multimedia

He decided to approach this matter by reconnecting with Aisyah on the
things that they used to love doing together and reminded her that in Islam,
there are also ways that can help us in this life and the hereafter.

PROJECT INSPIRATIONS

Filming and videography has always been an interest of mine, but | wouldn't

SYNOPSIS
ISLAMIC VALUES HAS ALWAYS BEEN PRACTICED

OBJECTIVES
- TO CREATE 3D ANIMATION THAT INTERPRETS

THE RELIGIOUS CONCEPT IN 3D ANIMATION

=3

have imagined making a short film in the form of animation. The idea of this

READING QUR’AN TOGETHER.
WILL THEY BONDED BACK?
TARGET AUDIENCE

project has been long kept over the years, and I'm very fortunate to express

BY AISYAH AND HER FATHER. BUT AS THEY GROW
OLDER, AISYAH HAS BEEN TOO BUSY AND HER
FATHER ARE TRYING TO RECONNECT BACK BY

and initiate the project to be a product for my Final Year Project. The

- TO SHARE RELIGIOUS CONCEPT BY USING 3D ANIMATION

- TO SHOW THAT RELIGIOUS MESSAGE CAN ALSO BE

IMPLEMENTED USING 3D ANIMATION
- ENCOURAGING PEOPLE TO CREATE MORE RELIGIOUS

CONTENT USING 3D ANIMATION

project aims to promote Islamic values in the modern world of technology

by creating an animation that incorporates Islamic education, thereby
expanding its reach to inspire and influence a broader audience about the
beauty of Islam.
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MOHAMMAD NADHIR BIN HJ
MOHAMED HUSAINI

BSc. (Hons) in Creative Multimedia

Nadhirhusaini@gmail.com
behance.net/darehusign

AEANIMATION

ABOUT ME

I'm a vibrant, versatile, lazy yet hardworking
person that breathes and lives with the passion

of anything related to art & creative expression.
But still, it's a long journey for me, until | find the right aesthetic and signature
that truly reflects my soul as a creative person.

r
1

MOHAMMAD NADHIR BIN HAJI MOHAMED HUSAINI

B20190297 - BS (HONS) CREATIVE MULTIMEDIA

(3D short animation)

/’ AWANG BUDIMAN
——4

S
o
S

[ne" inne!

C

PROJECT SYNOPSIS

The Creative Industry in Brunei has shown promising growth over the years,

be amazing

t, Sea games
inging up: ini
Budiman| fo) life

’
ori

/4

E TOO

alongside the performance of our local sport industry. For this project, the

focus is to bring new life to the notorious sport icon of Awang Budiman in 3D.

Brunei's
performan

PROJECT INSPIRATIONS

50520 D TE28g

_C+°1—~d—'o 0';*—01:'
S . : 5 85823 508 &8 T
Very much inspired from the growth of the popularity of the 3D creative S5 E s LT 25- 2 g o 5
; Saa : : : &€ o0 5= 0o < 5 3] , @
community amongst the fashion industry opting for an improvement in i z 8 255 ® =z 5 1§
: : : Sl T E5aE S S RE R = 3 3, 3
prop's visual aesthetic. Which then made me wonder, ‘bishai jua ah kalau ku = S8 5 o 0 © o5 238 % 8 \:12
: : : . : 35 "N E S 2 Ew G g 2 4
buat cemani untuk Brunei. Tapi apa?', and that led me to this project. L 5Eoxay E s Eg® f_: 2 3
P aid i, 028555 Wb 35
Ze8°%.5: Q52 B8 O3 5
= ; w T o ¢ a 32
T Figsadg @IFF S5 5L 45
O55egeed O 85888 =&
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GAME
DEVELOPMENT

R - B

LANGUAGE VIRTUAL CAR .\, [e]V).Ye]
LEARNING GAME DRIVING TEST LEARNING GAME

CHEREEN TAN JIA SRIZULIAN ANAK MUHAMMAD NURI
EN JAPAR NUFAIL BIN HAJI
NOHI
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CHEREEN TAN JIA EN

BSc. (Hons) in Creative Multimedia

chereentan@gmail.com
behance.net/chereentan

ABOUT ME

| have always had an interest in the creative
industry because they capture my attention,
and | sometimes would wonder how did

they do that? As | slowly dig in, | was mesmerized by the development
process and my eagerness to learn more about the creative domain
started to grow. | enjoyed learning new things and | am still in the journey of
improving my skills.

LANGUAGE LEARNING
A GAME

PROJECT SYNOPSIS

This project aims to develop a language learning game prototype to
enhance the user experience in learning languages through the game
mechanism. A brief introduction to the project - A computer game that
takes place in a supermarket where user learns the name of the object in
normal Chinese Language, as well as how the words are pronounced.

PROJECT INSPIRATIONS

For my project, | got inspired by a Japanese language learning game
called "Influent”. Influent is an open world game where the user can roam
around and find the Japanese names for everyday objects, as well as hear
the native audio for each word. | think this kind of concept is cool and so

| wanted to apply a similar concept to my project in introducing Chinese
Language for everyone to learn.

LANGUAGE LEARNING GAME

PROBLEM STATEMENT:

PROJECT OVERVIEW:

When traditional learning methods

OBJECTIVES:

A computer game that takes place

are used repeatedly for a long period
of time, learners tend to slack off,

thus, making them lost focus and

motivation to learn.

- To improve the learning experience of a
user through the use of interactive games
- To enhance the memory capacity and

in a supermarket where user learns
the name of the object specifically

in Chinese Language.

retention of a user when learning a new

vocabulary

TARGET AUDIENCE:

Those who is interest in learning

a second language.

TOOLS USED:

- To investigate the impact of learning

languages through the use of gamification

AIM:

GAME FEATURES:
- Scenario Basis

2
5
!
=
>

To create a language learning game

that help user to learn Chinese

- Audio Provided

Language in fun and simple way.
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Bsc (Hons) in Creative Multimedia
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SRIZULIAN ANAK JAPAR

BSc. (Hons) in Digital Media

Srizulianjopar@gmail.com
behance.net/eanjapar

ABOUT ME

| am a passionate university student specializing
in graphic design and game development.

SRIZULIAN JAPAR
(B20190260)

With a keen eye for aesthetics and a drive for

BSC. (HONS) IN DIGITAL MEDIA

creativity, they constantly push the boundaries
of visual storytelling and interactive experiences. Their dedication and
pursuit of excellence inspire others in the field, as they aim to make a lasting
impact in the world of visual arts and gaming.
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VIRTUAL CAR DRIVING
TEST

the future.

vo@

experience.
some functionality.
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the user and their surroundings.
help users simulate the driving
was able to simulate the driving
experience of an actual manual car as

PROJECT SYNOPSIS

For my Final Year Project, | am developing a driving simulation game using

Digital games and simulations can be
used as support and teaching tools.
The practice of driving is one area in
particular where adopting a digital
simulation system is advantageous to
This project seeks to develop a digital
game or virtual simulation in order to
The game received positive feedback
from the majority of respondents and
closely as possible, despite lacking
Despite this, the car was still deemed
imperfect and could be improved in

a personal computer and steering wheel controllers. The objective is to
provide users with a realistic driving experience and potentially aid them in
preparing for driving tests. Additionally, | aim to assess the effectiveness of

AIM &

the game or simulation as a tool for enhancing users' driving skills.

People who are yet taking their

driving licence.
real car can come with a number

manual gear transmission.
Virtual simulation systems are
not currently used in Brunei,
despite the fact that they would
be a safer and more affordable
method of teaching people to
Traditional driving exercises in a
of risks and safety issues.

TARGET
AUDIENCE
PROBLEM
STATEMENT

' Those who wish to relearn using

PROJECT INSPIRATIONS

Recognizing that some of my friends primarily drive automatic cars and

4+ OBJECTIVES

Create a game or virtual environment to

+

help users simulate the driving experience
with additional equipment such as a VR

headset and steering wheel controllers.
simulation in assisting people with their

Assess the effectiveness of the game or
driving experience.

struggle with operating manual transmissions after extended periods of
not using them, | conceived a solution to assist people like them in safely

relearning the skills necessary for driving manual transmission cars without
risking damage to their own vehicles.

30
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MUHAMMAD NURI NUFAIL BIN

HAJI NOHI

BSc. (Hons) in Creative Multimedia

"8INS 10U S| 8 8Iym ‘001 Bujuipna| [ouoRIP
-PD UD SO BWH SIY} PUBWILIODSI PINOM SIB1S8} G|,
puo
awpb ay1 BulApid a1 spiom
M8U UID8| 0} paBpubnw Asyl Pa1nis SI8)sel 6|

S/ LS Io1eno
G/ CT¢ :|onuod
S /¥ :opno
G/ LEPnsiA

:s1e)se) swpb ¢z AQ usAIb Bunpi eboieAy

1Nsey AeAng

JUIDB| 9ADY ABUL SPIOM BU1 JO aBps|MOouy
JI9U3 1591 UDD sIoAp|d - sBumas Aynaulip ajdini *

swpb ay1 BulAb|d sjlym paounouoid 81D SPIom
uIpLed Moy 0} Ualsl| upd JsApid - poddng oipny +

awpb ayy Bulkoid ajym sebonbup) sidiynw
ulod| upd JoAp|d - 1oddns ebBpNBUD| B|dRINIA *

SeiNnlos- sWbo)

POSN 240MUOS

21|gNd |0JBUSL) -
si|ayona] -
SIUSPNIS *

JasN 19buo |

JWVO ONINYVIT FOVNONV

https://www.behance.net/nurihn

n.fail50979@gmail.com
Although | am new in the creative field, | am

eager fo improve and learn more skills that
can help me grow creatively. Besides that,
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throughout my studies, I've become more interested in game development,
and | hope that one day | will be able to develop and release a game that

people will enjoy playing.
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This project is about a language learning game set in a 3D world modeled
after a supermarket where players are able to explore the supermarket
This project is inspired by Shashingo: Learn Japanese with Photography;,
which is a Japanese Language learning game where players can take
photos of objects in a 3D world and learn the name of those objects in

learn the names of products in different languages.

PROJECT INSPIRATIONS

make something similar.

o
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360 LIVE VR
TOURISM APP

DAYANGKU NUR
AQILAH SYAKIRAH
BINTI PENGIRAN
ZULKIFLI

VR 3D ANIMATION:

DISTRACTIONS
WHILE DRIVING

MOHAMMAD
MUIZZUDDIN BIN
AWANG IDRIS
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DAYANGKU NUR AQILAH SYAKIRAH
BINTI PENGIRAN ZULKIFLI

BSc. (Hons) in Digital Media

aqgjilah28ll@gmail.com
behance.net/aqilahsyakirah
instagram.com/3d _kira/

ABOUT ME

| am a passionate 3D generalist, since 2016,

with a bit of a knack on game, AR and VR
development. If | were to mention one of

my dreams as a creative, it is fo create a 3D
animation that could potentially rival those from Pixar or Dreamworks. For
that ambitious dream, | would be willing to learn anything for it to come true.

360 LIVE VR TOURISM
APP

PROJECT SYNOPSIS

A 360-degree interactive experience that acts as an informational kiosk
for tourists. By using Live 360-degree video and VR technology, this project
provides tourists with a more immersive insight to the places of inferests

in Bandar Seri Begawan. Survey conducted have demonstrated the
remarkable effectiveness of VR technology as a tourism tool. No conclusion
can be made about livestream effectiveness as the function cannot be
implemented during development process.

PROJECT INSPIRATIONS

The project itself was suggested by my supervisor at the beginning of the
FYP period, rather than of my own idea. Seeing how small Brunei's tourism
industry is compared to other sectors such as the oil and gas industry, | saw
this project as a valuable opportunity to cultivate my VR development skills,
prompting my decision to take it on. This project emphasised on showcasing
the immersive capabilities of VR technology while delivering essential
information about tourist attractions that may be of interest to tourist. The
main aim is fo make people feel like they're in Brunei, from the comfort

of their own home.

Project overview

A 360-degree interactive experience that act as information kiosk for tourist. By using Live
360-degree video and VR technology, this project aims to give tourists better insight on places of
interest exist in Bandar Seri Begawan.  Survey conducted shows that VR technology is really
effective as a tool for tourism. No conclusion can be made about livestream effectiveness as the
function cannot be implemented during development process.

Problem statement Target User
As of recently, tourism in Brunei is still considered a small . )
industry, and it is also cannot be help that the current 3 Forelgn tourist
pandemic situation also impedes the growth of the - Domestic
industry. Report by Ministry of Primary Resources and tourist
Tourism (2021) shows a significant drop in visitors arrival
by 75.9% as opposed to in 2019, as due to the pandemic.

260000
Tool used

RO TG & ; adh BT %

Aims App feature

q q « Interactivity - Users can interact with user
To evaluate the effectiveness of live VR as a means to interface defined in the software using VR HMD

promote tourism to both domestic and foreign tourists controller

* 360° dynamic video streaming- the 360°
video will be streamed from an external cloud
storage which will be connected to the

Obj eCtive program

-To create a VR software that allows user to g User IntegleC i} interface within 1he

. > R S software should be user friendly, taking notice
interact with its environment. of users who may find virtual reality devices to

. be complicated.
-To connect a live 360 camera that shows Bandar

Seri Begawan to VR software.

-To implement interactivity elements when
showcasing information regarding  tourist
attraction visible in the 360 camera.

The application have received the average score of

Project Development 410utof 5

for its effectiveness as a tool to promote tourism

About 95% of the test participant agreed the VR technology
is beneficial for tourism industry due to immersion provided
and easier accessibility to the te ology.

Dayangku Nur Aqilah Syakirah Binti Pengiran Zulkifli
Bachelor of Science(Hons) in Digital Media

B20190074
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MOHAMMAD MUIZZUDDIN BIN
AWANG IDRIS

BSc. (Hons) in Digital Media
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VR 3D Animation: NAVE: | MOHAMMAD WUIZZUDDIN BIN
Distractions While Driving STUID:  B20192074

COURSE: BSC IN DIGITAL MEDIA

TARGET
AUDIENCE

muizzuddin.idris@gmail.com
behance.net/mohammamuizzud

Despite the technological advancements, the government's * Drivers and non-drivers.

ABO U T M E road safety awareness initiatives still rely heavily on Mass * Drivers of age 18 and above.
Media, neglecting the potential of newer technologies such as

| 3 t | d t Th tivati VR. This project aims to explore the effectiveness of using VR

am pCISSlOﬂO € y rawn 1o e COp va lng in raising awareness of distracted driving.
world of creative and digital media, constantly
pushing the boundaries of my abilities to m
perhops excel in this dynomic field. o Utilize VR as a new alternative in raising awareness,

not just on distracted driving, but to other topics.
¢ To add hype to the use of VR as a new means for
education, training, etc.

VR 3D ANIMATION:
DISTRACTIONS WHILE

DRI V I N G * Produce a 360 video for VR regarding the dangers of « 70% of the votes agreed that
distracted driving.

e Conduct research on the effectiveness of raising awareness.
awareness using VR. * 30% have mixed feelings

PROJECT SYNOPSIS regarding VR.

VR can be a tool to raise

PROBLEM
This project aims to raise awareness regarding the dangers of distracted
- n USER
A . . . . ¢ Majority does not own a VR Head-mounted display -
driving using the realism of Virtual Reality. « Still occurs reports of motion sickness FEEDBACK

¢ Add more details to the

PROJECT INSPIRATIONS 0 s | Ae + Uss surround sound for
ToOLS
G

greater immersion.
¢ Despite low graphics, the
message is able to be

As Brunei enters the Endemic Phase for Covid-19, a surge of automobiles is -
>

360 relayed.

anficipated to once again fill the roads, resulting in a worrisome increase :
¢ Ponders on getting a VR
in car accidents. One of UTB's lecturers noticed the strong link between w WMD.
* Motion sickness in the first

the rise in automobiles and the number of accidents on the road, and he few seconds.

The use of VR should be a norm when raising awareness on « Add interaction if possible
any topics. Government should utilize the powerful tool of « Make it into a game
VR not just in raising awareness.

gave me the chance to promote safe driving in Brunei. | made the decision
to work on this project for my Final Year Project without a second thought
since | am convinced that it is an alternative to the conventional method for : -~

raising awareness of road safety. - l ' l

38
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AUGMENTE
REAL

REDISCOVERING
SULTAN OMAR ALI
SAIFUDDIEN MOSQUE
VIA AUGMENTED
REALITY

ABU KHALEDI
YUSSRRI@YASHIFE
BIN ABU BAKAR
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BSc. (Hons) in Creative Multimedia
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behance.net/Yussrribaklb098

yussrribakar7@gmail.com
| learned and communicated more through

design as | got older. As a designer and an
athlete, communication and determination

ABOUT ME

are important fo me. Turning my imagination info reality helps me relate to

REDISCOVERING SULTAN OMAR
ALI SAIFUDDIEN MOSQUE VIA
AUGMENTED REALITY
This project aims to introduce Augmented Reality (AR) to the tourism sector
by displaying information about the Sultan Omar Ali Saifuddien Mosque

PROJECT SYNOPSIS

via Augmented Reality on their mobile devices. Furthermore, this presents

ONILLNAWOD JAILVIND

an

My project is inspired by my interest in Augmented Reality development.
By using Augmented Reallity, | would like to highlight Brunei's landmarks and

an opportunity for Brunei Darussalam fo take the lead in harnessing
their beauty. Therefore, this project will benefit the tourism industry.

Augmented Reality technology within the tourism industry.

PROJECT INSPIRATIONS
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3D
RIGGING

O

3D MECHA A.J BLENDER
(({{e]:{03p] CHARACTER
CHARACTER RIG RIGGING

............... - ‘N\/ESTleATl()N

ON MASCOT

MUHAMAD AIMAN EFFECTIVITY

BIN HAJI AZMAN FOR LOCAL
COMMERCIAL

HAJI NORASLAM
BIN HAJI OTHMAN
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MUHAMAD AIMAN BIN HAJI
AZMAN

BSc. (Hons) in Creative Multimedia

aiman.azman5695@gmail.com
behance.net/muhammaazman

ABOUT ME

|, Aiman, have been interested in animation
since | was little, which led me fo pursue in the
creative field. If tasks were given, | will give
my utmost best to finish them. | am dedicated to enhancing my skills in the
creative field to pave the way for a future career within this industry.

3D MECHA (ROBOT)
CHARACTER RIG

PROJECT SYNOPSIS

3D Character rigging is a fundamental step in the animation development
process, and it represents a key knowledge area for animators to

master. Technological advancements has made 3D into an indispensable
component across various industries, from its use in CGl for filmmaking

to 3D modelling for applications such as 3D printing, etc. This project's
main objective is to create a mecha-like 3D model and use 3D software o
simulate its movements and joints for 3D printing.

PROJECT INSPIRATIONS

My project was sparked by my interest in a game I've been playing since
semester 1 and it is also one of my personal hobbies. | am hoping that one
day, | can explore 3D printing and make my own merchandise.
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PROBLEM STATEMENT

a There are not many Bruneians doing

this kind of project.
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rigging based on mecha robot.
o To showcase on the 3D character

rig on its movement.

TARGET AUDIENCE
a Young Adult
a Teenagers

TOOLS USED

FEATURES

1 FK/IK Control Systems

MUHAMMAD AIMAN BIN HAJI AZMAN

BACHELOR OF SCIENCE (HONS) IN CREATIVE MULTTMEDIA

B2019023
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HAJI NORASLAM BIN HAJI
OTHMAN

BSc. (Hons) in Creative Multimedia

hajinoraslam@gmail.com
behance.net/aslamothman
instagram.com/aslam.othman/

ABOUT ME

Have been exposed to the creative field since
2014; from photography, to video work, graphic
design, motion graphics, animation, and now,
3D character rigging. | aspire fo do more.

A.J BLENDER
CHARACTER RIGGING

- Investigation On Mascot Effectivity For
Local Commercial

PROJECT SYNOPSIS

This project aims to standardize the UTB mascot with new technology and
to showcase that the mascot can be used in animation-based video. To
accomplish this, the project's objectives include creating a 3D character rig
of the UTB mascot using Blender, demonstrating the versatility of the rig
by showcasing various movements and facial expressions. Additionally, the
project aims to explore the effectiveness of incorporating the mascot into
local advertising campaigns from a creative perspective.

PROJECT INSPIRATIONS

| have always find rigging a 3D character to be one of the areas that are
lacking in my skill set. What piqued my interest was when | was working

on rigged 3D character models available online. It made me wonder how
the bones work in the model; having both freedom and limitations to be
manipulated. What more can be done apart from challenging myself to do
the same? So, | did just that.

A.) BLENDER CHARACTER RIGGING

INVESTIGATION ON MASCOT EFFECTIVITY FOR LOCAL COMMERCIAL

Over the years, A.J has had been used in a lot
in of the Universiti Teknologi Brunei's internal
and promotional materials. AJ is UTB's
mascot. Despite that, the usage of the mascot
in motion picture is lacking. AJ remains
stagnant and have minimal exposure to the
public. The project's one main objective is
creating the rigged 3D character via Blender,
as Blender is the main software currently being
used for 3D and animation modules in UTB. A
research on effectivity on using mascot within
Brunei Darussalam has also been conducted.

AIMS

¢+ To standardize the UTB mascot with new
technology.

To showcase that the mascot can be used
in animation-based video.

OBJECTIVES
¢ To develop the UTB mascot in 3D
character rigging via Blender.

o To showcase the ability of the 3D
character rig on displaying different
movements and facial expressions.

To investigate the effectivity of using

+ mascot on advertisement through creative
aspect in local scene.

CHARACTER

SHOWCASE
ANIMATION

TOOLS

p— 11

S\-im Saglgida i iiunyg il

UNIVERSITI TEKNOLOGI BRUNEI

MAJOR PHASES

Mar_ Apr

PRODUCTION probucTion NI peopicTion
i' E%%I?ggound " Modelling 0 %s?irng
D Plannin X T,eXT,u i 30 Diagpose
' 9 *# Rigging <3|nc§a iX

ANALYSIS

Two similar Instagram posts from a local
government agency were compared, one with a
presence of a character and one without. These
two posts has proven that having a ‘mascot’
attracts a large number of public as follow:

1279"/0 2,140 likes compare with 8,120 likes.

Increased number of comments from 7 to
175 comments.

e A different post that was posted on the
%% same day received a big number of
attraction despite having no mascot,

which suggests the influence of the prior post,
resulting in the increasing number of followers.

In conclusion, in some areas, using mascots do
help in garnering viewers' interactions via social
media post, although the benefit it could give
towards successfulness in terms of business profit
is uncertain for local scene.

HAJINORASLAM BIN HAJI OTHMAN
B20200065
BACHELOR OF SCIENCE (HONS) IN CREATIVE MULTIMEDIA
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is available. | want to gain hands-on experience

| enjoy experimenting with new things so that
| can keep up with the modern technology that
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STUDY THE IMPACT
OF 3D ANIMATED
EXPLAINER VIDEOS

Q
3D

in a variety of fields, from IT to design, because it will help me in my future

profession.
-f

PROJECT SYNOPSIS

There are a few studies about the impact of 3D animation that can be found
online, which inspired me fo try to do a study of my own based on explainer

This research study compares the efficacy of 2D and 3D animation in order
to determine the impact of 3D animated explainer videos.

PROJECT INSPIRATIONS

videos.
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ABOUT ME

| am someone who's always enjoyed creating
things and appreciating all sorts of creative
works. | like to learn new things and I'm never
afraid to be myself, even if others find me and my ideas to e a bit strange.

ARTIFICIAL
INTELLIGENCE IN THE
CREATIVE INDUSTRY

Al

M
il

PROJECT SYNOPSIS

Ever since the COVID-19 pandemic, the world collectively realized the
importance of fechnology in these times. Various company firms have
invested in the field of Artificial Intelligence (Al), causing progress in the field
to skyrocket. Now there's an Al system for almost anything, especially those
to do with creative works. However, these systems come with problems that
need to be addressed.

PROJECT INSPIRATIONS

Lately, there has been major online discussion of publicly available Al
models, particularly those that could generate something ‘new’ from text.
These Al models make use of confent that is available on the internet which
raises concerns of copyright infringement, biases in training data and the
matter of Al replacing a number of creative jobs. While most people are
quick to furn down these new Al models, | believe that with proper rules and
a more ethical source of training data, these tools could be very useful in the
creative industry but only as a tool and not a replacement.

Pre - -

INTRODUCTIO OBJECTIVES "

EVER SINCE THE COVID-19 PANDEMIC,
THE WORLD COLLECTIVELY REALIZED THE
NEED AND THE IMPORTANCE OF
TECHNOLOGY IN THESE NEW TIMES.
COMPANIES STARTED INVESTING IN
TECHNOLOGY, PARTICULARLY IN THE
FIELD OF ARTIFICIAL INTELLIGENCE (AI),
CAUSING PROGRESS IN THE FIELD TO
SKYROCKET. NOW THERE'S AN

AI SYSTEM FOR ALMOST

EVERYTHING, ESPECIALLY IN

CREATIVE WORKS.

AS FASCINATING AS THE STATE OF
TECHNOLOGICAL ADVANCEMENTS ARE
NOW, THERE ARE STILL SOME ISSUES TO
BE ADDRESSED: THE BIASES IN TRAINING

) DATA AND THE USE OF IMAGES WITHOUT

PERMISSION FROM THE OWNER(S).

THERE IS ALSO ONGOING DISCUSSIONS OF
WHETHER OR NOT

GENERATIVE AI WILL BE

ABLE TO REACH THE

POINT OF AUTOMATION.

R ANIS SYAFIQA

-

+ IDENTIFY THE PROS

AND CONS OF
GENERATIVE Al
SYSTEMS, HOW IT
IMPACTS THE
CREATIVE INDUSTRY
AS A WHOLE.

POINT OUT THE
FLAWS AND
IMPERFECTIONS IN
THE TRAINING DATA.

PROVE THAT AI WILL

REMAIN AS A TOOL
FOR CREATIVES AND
NOT A
REPLACEMENT.

REFERENCES:

SCHIERHOLZ, M.ET AL (2021) THE
PANDEMIC HAS BOOSTED FIRM
INVESTMENTS IN DIGITAL
TECHNOLOGIES, CEPR.
AVAILABLE AT:
HTTPS//CEPRORG/VOXEU/COLU
MNS/PANDEMIC-HAS-BOOSTED-
FIRM-INVESTMENTS-DIGITAL-
TECHNOLOGIES

REYNOLDS, K. (20; UARY
24). THERE WAS Al ASE IN
Al DURING THE PA C.SOON
WE WONT BE ABLE TO IMAGINE

LIFE WITHOUT IT. WORLD
ECONOMIC FORUM. RETRIEVED
APRIL 4,2023, FROM
HTTPS//WWW.WEFORUMORG/A
GENDA/2021/02/COVID-19-
INCREASED-USE-OF-AI-HERE-S-
WHY ITS-HERE-TO-STAY/
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Purchase

Leave

AWANG BUDIMAN
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