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ABSTRACT

This research is focused on an interpretation study of selected artworks of projection
in new media art. In terms of intellectual characteristics of studies and knowledge of
projection art, the situation in our nation regarding this new media development is
lacking. The main aim of this research is to interpret the meaning of the images of
projection artworks of Hasnul Jamal Saidon. Each of the artworks selected is
scrutinized under the semiotics approaches of analysis by Charles Sanders Pierce
(1977) which include constructing the content analysis semiology of the sign, object,
and interpretant as well as in-depth interviews serving as key data collecting
components. Aside from discovering signs and meanings in every component of the
artworks, the research is also designed to uncover the value of the message that
needs to be conveyed in Hasnul’s artworks in projection art. The research shows the
reflection of new media and its ever-changing, complex modes of expression in
Hasnul's artworks where the perceived value of a rich context, perceptions, the
knowledge of the natural world, and the values of the social, moral, and conventional
world. The findings showed that Hasnul were able to describe the meaning, themes,
and questions on his artworks that he tried to work on, appropriate to various
situations and audiences at that time. Projection art should be given more attention

in art field research in Malaysia.



ABSTRAK

KARYA SENI HASNUL JAMAL SAIDON DALAM PEMETAAN: INTERPRETASI
MELALUI PENDEKATAN SEMIOTIK

Penyelidikan ini tertumpu kepada satu kajian interpretasi mengenai karya seni
pemetaan terpilih yang tergolong dalam seni media baharu. Perkembangan seni
pemetaan (projection) di Malaysia dari segi kajian dan pengetahuan berkaitan
dengan media baharu ini adalah kurang. Objektif utama kajian ini dilaksanakan
adalah untuk menginterpretasi makna imej dalam karya seni pemetaan yang
dihasilkan oleh Hasnul Jamal Saidon. Setiap hasil karya yang dipilih dianalisis dengan
menggunakan pendekatan semiotik yang diperkenalkan oleh Charles Sanders Pierce
(1977). Pendekatan ini termasuklah membina kandungan analisis semiologi tanda,
objek dan interpretasi serta temu secara mendalam yang berfungsi sebagai
komponen pengumpulan data utama. Selain menerokai tanda dan makna dalam
setiap komponen karya seni yang dipilih, kajian ini juga dilaksanakan untuk
merungkai nilai mesej yang perlu disampaikan dalam karya seni Hasnul Jamal Saidon.
Hasil analisis kajian menunjukkan refleksi media baharu dan mod ekspresi kompleks
yang sering berubah dalam karya-karya Hasnul yang mana nilai konteks, persepsi,
pengetahuan tentang alam semula jadij, dan nilai-nfilai dunia sosial, moral, dan
konvensional. Hasil kajian menunjukkan bahawa Hasnul dapat menerangkan makna,
tema dan persoalan dalam karya yang beliau cuba garapkan, sesuai dengan pelbagai
situasi dan audiens pada masa itu. Seni pemetaan harus diberi lebih perhatian dalam
kajian bidang seni di Malaysia.
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CHAPTER 1

INTRODUCTION

1.1 Introduction

This chapter will provide an overview of the study, including the background of the
research, research problems, objectives and questions, the focus and significance of
the research, as well as the scope and limitations of the study, research method, and

structure of the thesis.

1.2 Research Background

It is undeniable that the influences of advanced digital technologies on contemporary
arts and culture nowadays. New media give rise to new forms of genre and literary
experiences such as amusement, pleasure, and media consumer behaviours. It
provides new representation options and experiences by immersing the user in a
virtual environment with a screen-based interactive multimedia, displaying an
innovative new method of portraying the media world that is seldom precisely defined
(Lister, Dovey, Giddings, Grant, & Kelly, 2009).

The phrase "new media art" refers to artwork done with new media
technologies. Some Malaysian artists believe there is a big difference between art
and technology. As a result of these developments, offering new options in the new
media art industry becomes increasingly difficult. More troubling is the fact that public
recognition and acceptance of advances in the creation of art that can be merged
with technology is lacking. There may be a misunderstanding among artists and the



general public regarding how today's new media art is used in industries (Mat &
Baharuddin, 2016).

Video mapping, according to the author EKiM (2011), is one of the newest
types of media art. Indirect mapping created a new base for generating increasingly
complicated work employing tech-technologies that keep dynamic interactive
features and may build components like those necessary in electronic art. Artists
working with new electronic media may be used as examples of how visual and
creative language can be employed to create real-world scenes on screens. Different
branches in the notion of new media art, particularly in the electronic specialisation,
include cyberspace and the newest kinds of mapping in video, light, and computer
art. It is possible to make human work in the present while being connected to
something new, complex, and technologically advanced as long as multiple
technologies are used. Many types of software, machines, and instruments such as
computers, cameras, and the internet have played a crucial role in the development
of digital technology. Furthermore, software programmes for digital picture
processing, computer graphics, and animations have all been utilised extensively in
the digital artwork creation process (Saglamtimur, 2010). In the opinion of many,
the ability to create art through computer technology is an asset that will help create
wonderful and unique pieces. Therefore, the use of projection art as a presentation

and communication tool benefits a wide range of audiences.

Projection art uses a projector, in a simple place, is involving projecting
images onto surfaces through technology. For example, the projections may
range basic interior effects like theatre stage settings, to more sophisticated, such
using a building's or an industrial environment's surface to display video. Projection
art is a technique that enhances the visuals at events in order to give audience with

a more captivating experience.

Projection art can turn any item into a screen by displaying images on it.
Projection mapping allows users to project images onto any surface without distortion,
so it may avoid flat projections. Projection mapping is a nascent art form with a few
notable instances, including the technique of projecting video onto objects like



buildings to create the appearance of 3D art. An interesting display that puts on a
spectacle in terms of its set design and accompanying projection system is something
people come to expect at shows, product launches, and music festivals. However,
these incredible designs are nonetheless stunning despite how common place they

are.

Unfortunately, projection mapping can have certain disadvantages. There are
many problems with using this equipment in conditions with plenty of bright light.
This would mandate that time limitations be included in the regulatory framework.
The advertisement that maps onto a building had to be placed somewhere that would
keep it out of the sun so it could be seen all day long. If it didn't get the views it was
supposed to, it would be a total waste of money. Space designates a building's wall,
which, in today's urban context, has a responsibility to communicate in a way that
enables new art forms to get exposure. This may be described as "urban screens."
Urban screens have a function in an interactive display that promotes virtual and
public space in cities. Hence, projection art had created a great impact on this

community to convey the message or advertise a product in amazing new ways.

The content of mapping may become complex depending on what is
attempting to accomplish it. Projection art may need unique content and perhaps
some proper rendering techniques. It may easily mean incurring huge costs unless
one has the appropriate abilities or is backed by a successful team. Content that is
intended to play for a limited period of time, such as a brief event or video loop, will
be more impactful if it doesn't repeat forever.

The convergence of artist and electronic technology creates a new medium
of art that differs from conventional art and is unique to the context of electronic
technology. If we look at the process of artistic expression in this context, it is clear
that new ways of communicating thoughts, feelings, emotions, and observations
have become accessible to the artist. Electronic technology thus broadens the
conventional means of artistic communication. However, the introduction of this
technology into the creative process often necessitated the creation of a modern
language that offers a framework for artistic expression with new modes of



communication. The elements of this new language transform the essence of new
media art and electronic technology into the domain of the artist, enabling new,
experiential types of art to emerge. Understanding of projection works is described
by ideas must be given to prevent confounding viewers who interpret a work. As a
result of this method, as compared to other types of media, the public's impression
of projection as art has to be improved. Hasnul Jamal Saidon, a specialist in electronic
art, was selected by the researcher to be the subject of this study. A semiotic method
was used to examine a few of his works of art. Charles S. Pierce's analytical phases

were used to evaluate his work as a whole.

1.3 Problem Statement

The research aims to investigate and get an understanding of the history and
conception of projection art in order to educate local artists. The lack of knowledge,
the lack of available resources, and the lack of acknowledgment are the three issue
statements identified in this study. First, the lack of scholar and academic research

of local artist in the field of new media art as stated below.

"In Malaysia, I find the depth missing. The intensity of our time does
not happen anymore. I don't see young artists talking anymore, not
like me and Piyadasa...There is no commonality, and no shared
vision...they are more individualistic. Without theory, you can't go
deep. You need theory to go deep. Otherwise, we end up imitating
the west. We have produced practitioners, but we have not produced
thinkers, historians, philosophers, theoreticians...the thinkers are
missing, the mind is not there, that's why buat gambar saja! (Only
making picture).”

(Sulaiman, 2004)

New media has revolutionised human existence by providing a great
improvement in their quality of life. It changes our daily lives for the better by

introducing new and current products into our world. However, the people of Sabah
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