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Introduction 

The Policy of National Creative Industry [5] has explained 

clearly the objectives to boost economy and social cultural at 

national level. The government’s intended was explained in the 

eleven element in Policy of National Creative Industry 

implementation strategy is; 

i. Strengthening the capacity of human resources in the creative 

industries through specialized training, learning and creative 

activity. The action plan is to enhance the curriculum in 

institutions of higher education to meet the needs of the 

industries, as well as providing incentives allowances at 

secondary schools to higher education and provide appropriate 

training to players or to creative industry professionals. 

ii. Creating an environment conducive to the development of 

institutions, infrastructure and financial support in the form of 

incentives, and investment funds. The action plan is to set up the 

National Visual Arts Development Board as well as developing 

infrastructure in Dengkil, Selangor, National Music Complex 

and Heritage Gallery. Also allocate RM100 million as fund for 

production international joint venture for the next five years, 

with an allocation of RM20 million a year, to produce two 

international films and human capital development fund. 

iii. Ensure the product of Malaysian brand accepted in the local 

market and are able to compete in regional and international 

markets through continuous promotion. The action plan is to 

enter the creative product as a promotional agenda by the 

Malaysia External Trade Development Corporation in other 

countries besides creating Creative Trade Mission. 

iv. Increase the efforts of research and development continued in 

order to develop creative industries. 

v. Promote innovation and use of technology, and increasing the 

local expertise towards the invention of product in creative 

industries. The action plan is to improve the use of technology in 

the production and marketing without compromising on the 

quality and originality of creative products. 

vi. Encourage the involvement of private companies, 

government-linked companies (GLCs) and multinational 

companies (MNCs) to continuously support in the development 

of creative industry. The action plan is to introduce the adoption 

program between the company and certain heritage buildings, 

encourage the inclusion of international creative companies to 

create career opportunities and the transfer of skills to local 

communities in the creative industries. 

vii. Emphasize strengthening of supporting industries 

downstream. The action plan is to sustain the downstream 

industry through the provision of funds, infrastructure and 

appropriate incentives. 

viii. Ensure the management, implementation and enforcement of 

laws, acts, rules and copyright in order to strengthen the 

regulatory process for each product and the outcome of creative 

industry. The action plan is to create a new legal framework to 

coordinate, protect and develop local creative industry. 

ix. Develop new intellectual property as a business asset, the 

action to be taken is to intensify efforts towards the development 

of intellectual property as a business commodity. 

x. Fostering an appreciation and a positive perception among the 

public about the image, and the future potential of the creative 

industry to be at par with other professional fields. The action 

plan is to create Arts activists welfare fund and Assistance Fund 

for National Art Gallery. 

xi. Utilizing creative institutions of government, non-

governmental and non-governmental organizations as partners to 

develop the creative industries [3]. 

Based on the foundations laid down by DINK, it is seen that 

FTKW certainly will be a very important center of education 

and training for the 21st Century, which is the Period of Creative 

Economy or "Creative Futures" with the creative industries as 

one of the largest contributors in the sector "Future Economy ".  

The Creative Economy; "Creativity as central to the emerging 

21st century global economy".  

This is confirmed also by RA Mashelkar, former Director 

General, Council of Scientific and Industrial research, India; 

"We have seen economies based on agriculture, manufacturing 

and knowledge in the past but in the future the world economy 

will be solely based on creativity" when unfurled seminar titled 

"Only Right Education" at the 64th Foundation Day of the 

University of Pune (UoP) on February 10, 2013 in New Delhi, 

where India has one of the very rapid development of attention 

in the creative industries. 
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Innovative Ecosphere: Innovation means renewal or new items 

produced for use in the future. Innovation arising from an effort 

to improve an existing system or a product derived from the past 

and the problems arising from the current time. Innovation is 

really not a culture, but it is a philosophy in shaping a better 

future and excellence. Innovation can be produced through the 

diversity of knowledge, ie knowing the requirements, 

application, consumption, production processes, exhibition and 

distribution. 

According to the Kamus Dewan Fourth Edition, innovation 

means something newly introduced, such as methods, systems, 

and other customs. Innovation is an idea, practice or object that 

is considered new by someone [1]. Innovation is considered a 

new and better than the old one by an individual [14]. While in 

the Glossary of Educational Technology (1995) refers 

innovation as an idea, a concept or a new strategy that can 

improve a practice. Innovation means renewal, modification, or 

repair of ideas, materials, science and the creation of art and 

culture of civilizations with the purpose of fulfilling specific 

functions or particular tastes or meet specific market [15]. 

Fostering a culture of innovation in higher education 

institutions among citizens (IPT) consisting of academics, non-

academic staff and students need to support the development of 

innovative ecosphere nature of innovative activity [7]. 

Ecosphere formed by the combination of the diversity of 

ecosystems in an institution. The ecosystem of an organization 

formed from the beginning of the organization is governed and 

managed. The efficient management and practice the holistic of 

management system will create a good, effective and efficient 

ecosystem. Open management and strive to achieve the 

objectives, mission and vision of the organization, will always 

strive to make improvements from time to time by the views and 

efforts of all staff in the organization.  

Through the competent and perfect governance, innovative 

culture among all academicians, non-academics and students 

will be emerge indirectly. Formation of culture, rules, 

guidelines, standard procedures and policies of the organization 

will create a particular ecosystem in the organization. Ecosystem 

as the relationship between structure and function. Structure 

referred to in the definition of these ecosystems is related to the 

uniformity of species (species diversity) [10]. 

 
Fig 1. The conceptual to Building an Ecosphere of 

Innovation 

Innovation in Creative Technology: Field of study prior to 

the 21st century a lot of emphasis on the fields of study that do 

not relate to each other [12]. Diversity field has been separated 

for a long time. Field of science and technology emphasis the 

logical fact. Meanwhile, the arts and humanities discuss aspects 

of the abstract. This field of knowledge is rarely met. The 

methods of study which is field-oriented ultimately produce 

students who not creative.  

Many inventions have been developed by researchers from 

various fields. The science and technology has created a variety 

of tools based on science and technology [9]. Various devices 

have been invented for the use and convenience of mankind. 

However, many do not take into account the equipment 

developed ergonomic and aesthetic factors.  

Meanwhile, artist has been producing a variety of models 

and product prototypes for humanity used, whether in the form 

of illustrations, sculpture or mock ups [6]. The product is very 

attractive, but it’s only apply as an ornamental and eye candy. 

The product can’t be used because doesn’t work as expected. 

This product is developed based on human imagination alone. 

Therefore, it is very important to integrate the two domains 

of the knowledge in one which is will contribute a meaningful 

form. The clash between science and technology with arts and 

humanities obviously appear at the beginning of the 21st century 

[2].  

Development of the car for example is no longer based 

solely on technology but is more closely related to the design of 

ergonomic and aesthetic aspects. Figure 2 shows how creative 

technology arising from the convergence and integration 

processes in the field of science and technology with arts and 

humanities. 

 
Monsun Model  

According to Prof. Dr. Abu Hassan Hasbullah (2013), 

professor of creative futures stated that innovation can be 

created by five major phases. The first is through the novelist 

ideas. The novel idea will be able to making improvements to 

the system or whether an existing product, then the idea was 

developed to development. The second phase is planned to 

realize the idea. The third phase is the implementation of a 

product or system development.  

The fourth phase is the exhibition of products or spreading 

systems to be implemented. The fifth phase is the distribution 

system and, sixth phase is the evaluation of a product or system 

innovation implemented. Model introduced by prof. Dr. Abu 

Hassan Hasbullah known as the monsun model and has been 

implemented in the Faculty of Creative Technology and 

Heritage, Universiti Malaysia Kelantan. 
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Figure 3. Monsun Model 

The Element of Entrepreneur an Across the Curriculum of 

Creative Education: The development and the implementation of 

entrepreneurship education programs for pupils, however, linked 

with many specific challenges. For example, pupils often not 

allowed to start up their own companies or may not have full 

control over their financial situation. Moreover, career choices 

may be part of some distant future for teenagers. As a result, 

educational initiatives aimed at stimulating entrepreneurship can 

be perceive by teenagers as irrelevant, or can be long forgotten 

by the time actual career choices have to be made [8]. 

Entrepreneur reality-based learning was been found that ideal to 

apply in the studio based learning approach. In studio-based 

learning, students were provides with problems or project to be 

developed. Students were been allowed to plan and design their 

project themselves. Students need to get an approval from the 

lecturers to proceeds their design before they develop it. 

Students will develop their works as they planned and designed. 

Students will implement their projects either individually or in 

groups.  

 
Fig 4. Entrepreneur Based Learning (EBL) 

Through this method, students will be master and improve 

their soft skills such as communications skills, discussion skills, 

organize skills, decision-making skills and so on. Therefore, 

entrepreneur’s characteristic is very crucial to instilled into the 

students whose will be live in the challenging atmosphere in 21
st
 

century [3]. To realize the government’s aspiration to produce 

students who not only have a high level of soft skills, but also a 

features of superior entrepreneur such as determination, 

perseverance, courage, willingness to facing with any risk and so 

on, thus the entrepreneur-based learning is seen very important 

to applied among students [11]. Entrepreneur-based learning 

will be able to implement through the proper planned.  

The Evolution of Creative Industries 

 
Fig 5. The evolution of creative industries; From Physical to 

Digital 

Sources: Abu Hassan et. al, 2014 

 
Figure 6. The evolution of creative industries; From Digital 

to Transparent Computing 

Source: Abu Hassan et. al, 2014 

Technologist in Creative Industries  
The creative technologist has a strong technological 

background (read computing, engineering, or whatever is 

appropriate for the organisation). They have a very logical, 

rational, analytical, scientific and objective outlook and are 

highly left-brain active. They are however also very right-brain 

active and are intuitive, subjective, holistic, and synthesizing. 

This sort of combination is partly learned but I believe you are 

also naturally pre-disposed to it [13]. Interestingly Prof. Ronald 

Standler says that highly intelligent and creative people often get 

average grades. I think that a certain amount of distraction is 

natural, because you are able to look at something in such a 

large number of ways. In many agency environments, the 

creative technologist bridges the gap between "creative" and 

"technology".  

 
Figure 7. The Ecosphere of Creative Industries 

Sources : Abu Hassan Hasbullah, 2013 

Conclusions 

In the 21st century, creative artwork couldn’t longer stand 

alone. Development of creative artwork should be developed 

using the technology. Therefore, all artist in creative industries 

need to master in science and technology other than art. 

However, competition for careers and advancement of 

knowledge in the 21st century has sought the mankind to capture 

a multidiscipline knowledge. Possession multidiscipline of 
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knowledge which is the basis of the knowledge is obviously 

different may have a high level of possibility to produce the 

perfect community.  

Mastery of academic disciplines based on facts and abstract 

can train someone to optimize the use of the right brain and left 

brain balanced. Balance the use of the right brain and left brain 

will produce a balanced and perfect human with mind and 

emotions. Technology, Science, Computer, Mathematics and Art 

is an interdependent knowledge in creative industry. Creative 

industries couldn’t develop without technology [11]. Therefore, 

the education of creative technology developed and introduced 

in the Faculty of Creative Technology and Heritage (FTKW), 

Universiti Malaysia Kelantan (UMK). Is expected in the 21st 

century, all the players in creative industries will begin to focus 

on FTKW as a hub of excellence in promoting creative 

industries through the use of the latest technology. Every student 

who wishes to master in creative must also acquire knowledge 

of technology.   
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