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ABSTRACT 

 

 

 

 

This report focuses on the creation and development of the 3D interactive 

narrative PC game for the Malaysian Eid festival. The study focuses on the issue of 

low cultural diversity in video games, specifically Malaysian myths, and traditions. By 

undertaking this project, the aim is to explore the representation of Malaysian myths 

within the context of Malaysian Eid festival and simultaneously evaluate the game 

developed for the Malay festival of Eid, examining its usability. The game 

development process follows an agile approach, leading to various stages such as 

concept development, asset creation, programming, and testing. Unity engine serves 

as the primary tool for implementing these game development activities. Since the 

game is a singular ending narrative game, the game does not provide levels. Instead, it 

was designed with the objective of creating an engaging and immersive gaming 

experience that accurately portrays the essence of Malaysian traditions and includes 

mythological elements. Furthermore, the game includes sound environments 

associated Malaysian cultural practices. One of the key features of the game is the 

inclusion of player agency through dialogue choices. This interactive element allows 

players to shape the narrative path, offering a personalized and immersive storytelling 

experience. Through these narrative decisions, players can actively contribute to the 

unfolding of the game's events and engage more deeply with the Malaysian 

mythological themes presented. Finally, the project's main purpose is to create a 

fascinating game that not only celebrates Eid but also improves the representation of 

Malaysian myths in the field of video games. It hopes that by doing so, players will 

gain a better understanding and appreciation of Malaysian mythology and traditions. 

The project aims to encourage diversity, cultural preservation, and the study of 

different narratives within the gaming industry through an immersive and culturally 

enhanced gameplay experience. 
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ABSTRAK 

 

 

 

 

Laporan ini memberi tumpuan kepada penciptaan dan pembangunan 

permainan naratif interaktif 3D untuk Festival Eid Malaysia. Kajian ini memberi 

tumpuan kepada isu kepelbagaian budaya yang rendah dalam permainan video, 

terutamanya mitos dan tradisi Malaysia. Dengan menjalankan projek ini, tujuannya 

adalah untuk meneroka pengwakilan mitos Malaysia dalam konteks Festival Eid 

Malaysia dan menilai kebolehgunaan permainan yang dibangunkan untuk perayaan 

Hari Raya Melayu. Proses pembangunan permainan mengikuti pendekatan yang 

cekap, melibatkan perkembangan konsep, penciptaan aset, pemrograman, dan ujian. 

Enjin Unity digunakan sebagai alat utama untuk melaksanakan aktiviti pembangunan 

permainan ini. Kerana permainan ini adalah permainan naratif dengan akhiran tunggal, 

permainan ini tidak mempunyai tahap-tahap. Sebaliknya, ia direka dengan tujuan 

mencipta pengalaman permainan yang menarik dan menyeronokkan yang melukiskan 

dengan tepat kebudayaan tradisi Malaysia dan merangkumi elemen mitologi. Selain 

itu, permainan ini merangkumi bunyi-bunyian persekitaran yang berkaitan dengan 

amalan budaya Malaysia. Salah satu ciri utama permainan ini adalah inklusifnya 

agensi pemain melalui pilihan dialog. Unsur interaktif ini membolehkan pemain 

membentuk cerita secara peribadi, memberikan pengalaman penceritaan yang lebih 

mendalam dan peribadi. Melalui keputusan-keputusan naratif ini, pemain dapat 

memberi sumbangan secara aktif kepada peristiwa dalam permainan dan terlibat secara 

lebih mendalam dengan tema-tema mitologi Malaysia yang disampaikan. Akhirnya, 

tujuan utama projek ini adalah untuk mencipta permainan yang menarik yang bukan 

sahaja meraikan Eid tetapi juga meningkatkan pengwakilan mitos Malaysia dalam 

bidang permainan video. Harapannya, dengan melakukan ini, pemain akan 

mendapatkan pemahaman dan penghargaan yang lebih baik terhadap mitologi dan 

tradisi Malaysia. Projek ini bertujuan untuk menggalakkan kepelbagaian, 

pemeliharaan budaya, dan kajian cerita berbeza dalam industri permainan melalui 

pengalaman permainan yang menyeronokkan dan diperkaya dengan unsur budaya. 
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CHAPTER 1:  INTRODUCTION 

 

 

 

 

1.1 Project Background 

This chapter provides an overview of the project and its background. The aim 

of this research is to develop a 3D interactive narrative game for the Malaysian Eid 

festival and focusing on the representation of Malaysian myths in video games. The 

project will be developed using the Unity game engine and will target young adults 

between the ages 18 to 25. 

Video games have become a popular form of entertainment, offering players 

the opportunity to experience various cultures and traditions. However, most video 

games currently available focus on Western civilization, neglecting other parts of the 

world. This research aims to address this issue by creating a game that commemorates 

the Malaysian Eid festival, an important cultural event in Malaysia. 

The core gameplay mechanic relies on completing tasks in order to move 

forward in the game. Players will be presented with various objectives that they need 

to fulfil to proceed the story. These objectives may involve finding hidden items, or 

interact with doors to go inside the building. The successful completion of objectives 

will reveal deeper layers of the narrative, or enable interactions with non-player 

characters (NPCs). However, it is important to note that if players fail to complete an 

objective, their progress will be hindered. In such cases, player will be limited in their 

interactions with NPCs, except for communicating with their own character. This 
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restriction is intended to emphasize the importance of completing objectives and 

progressing through the game’s narrative. 

The decision to use the Unity game engine was influenced by my knowledge 

and familiarity with the engine since the start of my degree program. The Unity game 

engine will be used because of the capabilities in creating 3D worlds and enabling 

interactive gameplay. The game will try to capture the sights and sounds of Eid 

representing the intriguing Malaysian mythical legends. In addition, to enhance the 

immersion and engagement, the game will feature dialogue options that allow players 

to make choices and cause the outcome of certain events. 

By creating this game, the project aims to increase the representation of 

Malaysian myths in video games, providing players with a unique perspective on 

Malaysian culture and encouraging a greater understanding of Malaysian myths and 

traditions. In terms of gameplay mechanics, players will not only progress in the game 

by completing objectives but also gain a deeper understanding of the Malaysian Eid 

celebration and the meaning of its mythical legends. 

1.2 Problem Statement 

The lack of representation of mythical stories in video games is a significant 

issue that has been a topic discussion and critique within the gaming community 

(Smith, 2022; Johnson, 2019). Currently, there are few video games that depict the 

rich mythical stories of Malaysia (Gupta,2020; Lee, 2018). This gap in representation 

raises concerns among individuals and researches about the limited portrayal of 

diverse mythologies and folklore in video games, which can contribute to a lack of 

cultural representation and an incomplete understanding of different cultural narratives 

(Jones, 2021; Brown, 2017). 

To address this issue, this study proposes the development of a 3D interactive 

narrative game for the Malaysian Eid festival. The game will explore how Malaysian 

mythical stories are represented in video games, aiming to create an immersive 

experience for players that celebrates the cultural heritage and promotes a more diverse 

representation of mythologies in video games (Smith, 2022; Gupta, 2020). This project 

seeks to fill the need of Malaysian mythical story representation in the gaming industry 
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and provide players with a deeper understanding and appreciation of Malaysia's 

cultural narratives (Lee, 2018; Johnson, 2019). 

By developing a game specifically dedicated to the Malaysian Eid festival and 

incorporating Malaysian mythical stories, this project aims to address the problem of 

underrepresentation. The game will offer players a unique and engaging experience 

that allows them to explore and interact with the captivating myths and legends of 

Malaysia. Through immersive gameplay, players will gain a deeper understanding and 

appreciation for Malaysian culture and mythology. Moreover, the lack of 

representation of Malaysian mythical stories in video games limits the cultural 

exchange and exposure that can be achieved through this medium. By creating a game 

that highlights the beauty and significance of Malaysian myths, the project seeks to 

promote cultural diversity and encourage the integration of various narratives into the 

gaming industry. 

Additionally, most games that attempt to incorporate cultural elements often 

utilize the relationship systems to provide the story between the player character and 

NPCs. However, in this project, which is inspired by Life is Strange, the focus will be 

on a dialogue system and the ability for players to trigger cutscenes based on the 

dialogue options they select. The project’s approach is to give players authority over 

the story while immersing them in the Malaysian Eid celebration experience. 

Therefore, the development of a 3D interactive narrative game for the 

Malaysian Eid festival is crucial to address the problem of limited representation of 

Malaysian mythical stories in video games. This project aims to bridge the gap and 

provide a platform for the immersive exploration and appreciation of Malaysian 

culture and heritage within the gaming community, while offering players an 

innovative approach to storytelling through a dialogue system and player-triggered 

cutscenes. 

1.3 Objectives of the Project 

This section summarizes the objectives of the project, highlighting the primary 

goals and outcomes that the 3D interactive narrative game for the Malaysian Eid 

holiday wants to achieve. 
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• Objective 01: To study the mythical stories in Malaysia in order to create an 

immersive environment that accurately represents the sight and sounds of Eid. 

• Objective 02: To develop a 3D interactive narrative game for the Malay 

festival that explores the representation of cultural customs and traditions in 

video games. 

• Objective 03: To evaluate the game developed for the Malay festival of Eid, 

examining its usability. 

1.4 Goals and Genre 

The goals and genre of the game provide important context for understanding 

the purpose and direction of the project. 

1.4.1 Goals 

The game is designed with two primary goals in mind: 

1. Entertainment 

The game’s primary goal is to deliver an engaging and enjoyable experience 

for players. Through an intriguing plotline and captivating gameplay mechanics, the 

game aims to immerse players in a thrilling adventure that keeps them entertained 

throughout their journey. The focus is on providing an experience that is not only 

entertaining but also memorable and enjoyable. 

2. Cultural Appreciation 

The game seeks to promote cultural understanding and appreciation of 

Malaysian myths and traditions. By allowing players to explore the heritage related to 

the Malaysian Eid celebration, the game aims to foster a deeper connection with 

Malaysian culture. Through interactive experiences and encounters with elements of 

Malaysian mythology, players will gain insights into the traditions, customs, and 

mythical stories that are integral to the cultural fabric of Malaysia. 
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1.4.2 Genre 

The game belongs to the genre of Interactive Narrative. This genre places a 

strong emphasis on storytelling and player-driven choices that shape the progression 

of the narrative. Players engage in immersive storytelling, making decisions that have 

significant consequences on the development of the game's storyline. The core 

gameplay mechanics revolve around completing tasks and objectives, which are 

essential for advancing further in the game. 

Throughout the game, players will encounter various objectives, such as 

locating hidden items or interacting with specific elements within the environment. 

These tasks serve as milestones for progressing through the narrative and unveil deeper 

layers of the story. Successful completion of objectives unlocks interactions with non-

player characters (NPCs), enabling players to further immerse themselves in the 

game's world. Conversely, failure to achieve objectives may limit the player's 

interaction with NPCs, underscoring the importance of completing missions and 

advancing the narrative. 

By incorporating the interactive narrative genre, the game provides players 

with an immersive storytelling experience, empowering them to shape the course of 

the game's events through their choices and actions. 

1.5 Game Features 

The gaming features are intended to provide an interesting and immersive 

experience that highlights Malaysia's mythical stories and celebrates the Malay festival 

of Eid. The following are the game's main components: 

1.5.1.1 Target Players 

Players that enjoy interactive storytelling, cultural exploration, and mythology 

are likely to enjoy this game. Although it is target for young adults around 18 to 25 

years old, the target audience also includes people who enjoy narrative-driven 

experience and are curious about other cultures. The game seeks to engage to both 

gamers and non-gamers who are interested in Malaysian myths and traditions. 
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1.5.1.2 Rules of the Game 

Players will interact with different objects, characters, and environments as 

they move around the game universe. To advance throughout the story, they must 

achieve specified tasks and objectives. The game will give players options that might 

change the story's direction and affect the outcomes. Exploration, puzzle-solving, and 

dialogue-based interactions will also be included. 

1.5.1.3 Victory/Termination Condition 

The game's win condition will be based on successfully completing the primary 

goals while progressing through the plot. Players will be rewarded with deeper insights 

into Malaysian myths as well as the joy of completing the story. However, there will 

be no termination condition for this game. 

1.5.1.4 Gameplay Experience 

The gameplay will consist of exploration, puzzle solving, and interactive 

dialogue sections. Players will be able to find secret clues, solve riddles, and engage 

in meaningful dialogues with NPCs. The detailed visuals, dramatic sound design, and 

fascinating storytelling will bring the immersive game world to life. The game's goal 

is to let players feel emotional connections to the characters and mythical stories, 

developing empathy and respect. 

1.6 Conclusion 

The goal of this project is to create a 3D interactive narrative game that displays 

Malaysia's mythical traditions, with particular focus on the Malay celebration of Eid. 

The game aims to address the lack of representation of Malaysian mythology in video 

games and promote cultural awareness among players by incorporating interactive 

gameplay elements and immersive storytelling. 

The game's basic gameplay mechanic relies on accomplishing goals to advance 

the plot. Players will face a variety of chores and difficulties that they must complete 

in order to unlock deeper aspects of the story. Players will participate in the interesting 
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stories and traditions of Malaysia through exploration, puzzle-solving, and dialogue-

based exchanges, ultimately defining their own path and consequences. 

By immersing players in an interactive narrative experience, the game aims to 

create an engaging and enjoyable gameplay experience while simultaneously 

developing a deeper connection with the historical and cultural significance associated 

with the Malaysian Eid festival. The dialogue system, along with the restriction on 

NPC interactions until objectives are completed, emphasizes the importance of 

progressing through the game's narrative and completing objectives. 

The expected outcome of this study is to create an engaging game that displays 

the mythical stories of Malaysia. By developing a game that celebrates the Malay 

festival of Eid, this study aims to increase the representation of mythical stories in 

video games and foster empathy and appreciation among players. The evaluation of 

the game will provide insights into the game’s usability. 

Finally, this project aims to create an immersive and culturally improving 

gaming experience, inviting players to journey into the fascinating world of Malaysian 

myths, celebrate the Malay festival of Eid, and gain a deeper appreciation for 

Malaysia's diverse narratives and traditions. In the upcoming sections of Chapter 2, we 

will look into the methodology used in the development of the game, further exploring 

how cultural representation and the core gameplay mechanics, including the dialogue 

system, are integrated to create an authentic and engaging experience for players 

  


