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ABSTRACT

There is an urgent need to address the decline in interest and deterioration of
Philippine arts and culture, especially indigenous and traditional arts and culture.
When encouraged and motivated to engage with Philippine arts, culture, and history,
the youth can become potential contributors to the promotion, appreciation, and

preservation of culture.

Edutainment is the main theoretical basis of the study, wherein: 1) ALAMAT, a
Philippine pop boy group with the concept of “combining both traditional and modern
Philippine cultural elements with Western/global influences in the various facets of
their music, including dance, fashion, and iconography”, can be considered as using
edutainment as they foster cultural awareness and education through their concept
and revelations of which elements/references they’ve used as well as a certain
amount of educational content; 2) virtual exhibits use edutainment for visitors or
users comprehend info better with interactive features; and 3) a combination of the
two, wherein a virtual exhibit can be created to present ALAMAT’s concept of
promoting Philippine culture, the Philippine elements/references they’ve used, and
the significance of their concept in relation to education on Philippine arts, culture,

and history.

This practice-based Special Project aims to explore the possibility of creating a
virtual exhibit using A-frame, Glitch, and Blender, which will present ALAMAT’s
concept, discuss their concept by presenting Philippine historical and cultural
elements/references they’ve used for select music videos (namely, “kbye”,
“‘Maharani”, and “Dagundong”), and demonstrate the significance of such a concept

especially in relation to cultural awareness and education, with the position that
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ALAMAT and their concept may contribute to the education on Philippine arts,

culture, and history with the youth as the target audience.

The study concludes that creating a virtual exhibit is feasible, though
improvements are necessary, such as enhancing accessibility, refining 3D models,
and incorporating more interactive features to boost educational and immersive
qualities. This project serves as a foundation for future research on the potential of
edutainment in virtual exhibits to promote the education of Philippine arts, culture,

and history.

Keywords: Virtual exhibit; Virtual reality (VR); Web Virtual Reality (WebVR);
Philippine pop (P-pop); ALAMAT; cultural education, cultural awareness, cultural

promotion; edutainment
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. INTRODUCTION

Statement of the Problem

In today’s Philippine society, globalization and modernization are more evident
than before. While this can mean progress or increased innovation in sectors like
healthcare and information and communications technology, the same cannot be
said for the Philippine arts and culture sector, especially indigenous and traditional
arts and culture. As studies have observed, we're witnessing a decrease in interest
in and deterioration of the aforementioned due to concerted effects of contributing
factors. Thus, there is a need for today's generation and future ones to become

active participants in contributing to cultural preservation.

On the other hand, thanks to the benefits and affordances of advancements in
information and communication technology (ICT), the use of the concept of
‘edutainment’ (education + entertainment) increases in the realm of pedagogy.
Examples of products used for edutainment are educational games and virtual reality
(VR) simulations or experiences. Considering the possibility of harnessing the
benefits from the use of such a concept, this study delves into the possibility of the
creation of a multimedia product, specifically a virtual exhibit, that aims to use

edutainment to contribute to education on Philippine arts, culture, and history.

Back in 2021, the researcher stumbled upon ALAMAT, a multilingual and
multiethnic Filipino boy group formed by Viva Entertainment and Ninuno Media with
a unique and interesting concept of “combining both traditional and modern
Philippine cultural elements with Western/global influences in the various facets of
their music, including dance, fashion, and iconography”, as stated in the description

of the group’s YouTube videos. Initially, the group had 9 members from different
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provinces, but now consists of 6 members, namely: Taneo (an llocano from Tabuk
City, Kalinga), Mo (a half-Filipino, half-Black American from Castillejos, Zambales),
Jao (a Kapampangan from Magalang, Pampanga), Tomas (a Bicolano from Tabaco
City, Albay), R-ji (a Waray-Waray from Borongan, Eastern Samar), and Alas (a
Bisaya from Davao City). The researcher discovered them through the music video
for their debut single “kbye”. From 2022, the researcher continued to explore
ALAMAT's concept thanks to fan discussions on social media platforms like Twitter
and YouTube, as well as the informative tweets from ALAMAT’s Twitter account and
from their creative director Jason Paul Laxamana concerning the various Philippine
historical and cultural elements/references they use. In the process, she consumed

educational content from and related to the group, such as Kirby Araullo’s reaction to

the “kasmala” music video and Xiao Chua’s analysis of ALAMAT’s ouftfits infused

with cultural and historical references for the “kbye” music video.

After a while, the researcher understood that the group's concept can serve as
‘edutainment’, as content such as the aforementioned enables cultural awareness
and education. The potential of the group and their concept was recognized, and
ALAMAT is currently one of the popular P-pop boy groups, famous for their musical
talents, discography, and dedication to promoting Philippine culture through

consistency in such branding and concept.

Aligning the two previous statements of the aim for contributing to education on
Philippine arts, culture, and history with the use of edutainment and ALAMAT’s
potential to enable cultural awareness and education through their concept and a
certain amount of educational content, this study also explores the possibility of the
creation of a virtual exhibit (as stated, to harness the benefits of edutainment) that

will present ALAMAT’s concept, discuss their concept by presenting Philippine
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historical and cultural elements/references they’ve used for select music videos, and
the significance of such a concept especially in relation to cultural awareness and
education, with the position that ALAMAT and their concept may contribute to the
education on Philippine arts, culture, and history with the youth as the target
audience. In addition, this practice-based project takes inspiration from ALAMAT’s

creativity and ‘edutainment’ concept, D Story Co’s ability to understand and integrate

the aesthetics of K-pop concepts in their works, and 360 Virtual Tour of the National

Museum of Fine Arts, to serve as a continuation, or an ‘upgrade’, of the researcher’s

MMS 194 New Media Art Final Project.

Therefore, this study aims to answer the following question:

e How can the researcher explore the possibility of the creation of a virtual
exhibit that will present ALAMAT’s concept, discuss their concept by
presenting Philippine historical and cultural elements/references they’ve used
for select music videos, and demonstrate the significance of such a concept
especially in relation to cultural awareness and education, with the position
that ALAMAT and their concept may contribute to the education on Philippine

arts, culture, and history with the youth as the target audience?
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Objectives of the Study

This study aims to achieve the following objectives:

General Objective

e To demonstrate the potential of edutainment through virtual exhibits,
Philippine pop (P-pop), or a combination of the two and its significance in

relation to education on Philippine arts, culture, and history;

Specific Objectives

e To design and develop a virtual exhibit that demonstrates an example of the
promotion of Philippine history and culture through integrations of Philippine
historical and cultural elements/references in different aspects of P-pop (song,
music video, choreography, and fashion) and the significance of such a
concept;

e To explore the possibility of designing and developing a virtual exhibit using
A-frame, Glitch, and Blender, that features a curated collection of ALAMAT's
integrations of Philippine historical and cultural elements/references in select
music videos (composed of media elements such as videos, images, and 3d
models), accompanied by brief descriptions/backgrounds of said
elements/references derived from further research, to further provide cultural
education and awareness; and

e To identify and discuss the significance of ‘edutainment’ through virtual
exhibits discussing Philippine historical and cultural elements/references,

Philippine pop groups with the concept or aim to to promote Philippine arts,

Project TALA: A Virtual Exhibit Prototype Celebrating P-Pop, Philippine History and Culture, and
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history, and culture, such as those similar to ALAMAT’s concept, or the

combination of both.

Significance of the Study

This project has the potential to benefit several groups, including:

Advocates for Philippine arts, culture, and history and Educators - By
designing a virtual exhibit, this study contributes to education on Philippine
history, arts, and culture, which is necessary for the preservation and
promotion of Philippine culture. It serves as an educational tool that raises
cultural awareness and cultural education, especially among the youth,

through engaging and modern platforms like virtual reality and P-pop.

ALAMAT - The exhibit can contribute to the effective communication of
ALAMAT's concept/advocacy of promoting Philippine culture to a wider
audience and demonstrate the significance of such a concept through an

interactive experience.

Magiliws (ALAMAT’s fans) - The exhibit can provide fans with a more
interactive and interesting experience, allowing them to learn more about
ALAMAT’s concept and its cultural significance. It will also hopefully enlighten
them on the significance of promoting Philippine culture and cultural

awareness and cultural education.
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P-pop industry - The project can inspire creatives in the P-pop industry to

explore the use of virtual technologies like web VR to enhance their work.

Educational Institutions - The virtual exhibit can serve as a supplemental

tool for education on Philippine history, arts, and culture.

Tourism and Cultural Promotion Organizations - The project can inspire
these organizations to use virtual technologies to provide cultural experiences

that could potentially attract global audiences interested in Philippine culture.

General Public - The exhibit can contribute to a broader understanding and

appreciation of Philippine history, arts, and culture among the general public.

Tech Enthusiasts - Those interested in virtual technology can be encouraged
to develop projects showcasing the capabilities of WebVR or virtual exhibits

for creative and cultural expression.

Scope and Limitations of the Study

This practice-based project will focus solely on the creation of a virtual exhibit with

the use of the following tools/platforms: A-frame, Glitch, and Blender. Moreover, due

to the researcher’s beginner-level knowledge and skills concerning coding using

A-frame and 3D-modeling using Blender, there will be certain limitations concerning

the production of the exhibit. Moreover, the virtual exhibit is developed to be

accessed and explored through a PC/laptop with a keyboard and mouse. Access

Project TALA: A Virtual Exhibit Prototype Celebrating P-Pop, Philippine History and Culture, and
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and exploration through other devices may entail additions on the codes of the

exhibit.

Meanwhile, the exhibit will only discuss:

e The Philippine historical and cultural elements/references ALAMAT used (in
song, music video, choreography, and fashion) in the music videos of "kbye",
"Maharani", and “Dagundong” - It will not cover other songs such as b-sides
or theme songs, and integrations of Philippine cultural elements outside of
music videos (like album art covers or outfits infused with traditional elements
worn by members for events) will also not be discussed.

e The significance of their concept in relation to education on Philippine arts,

culture, and history or contributing to cultural awareness and education.

Project TALA: A Virtual Exhibit Prototype Celebrating P-Pop, Philippine History and Culture, and
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Il. REVIEW OF RELATED LITERATURE

The State of Philippine Arts and Culture and Philippine History Among Filipino

Youth

According to a study conducted by Villa (2023) that investigated the senior high
school respondents’ awareness levels and perceptions of Filipino culture and
heritage, it was found among the respondents that their awareness levels concerning
aspects of Philippine culture such as traditional dresses, dances, and food are low
and that these can be attributed to the following: (a) vanishing of cultural heritage; (b)
meagre preservation and integration of Filipino culture in teaching; and (c) Filipino
cultural heritage dilemma. In addition, the study has posited that the respondents’
attitude and lack of interest in understanding their culture may be attributed to

students’ lack of awareness of their own culture or the Filipino culture.

Meanwhile, according to a study by Balite and Robles (2020), it has been found
that there is still a certain amount of Philippine traditional games familiar among its
respondents, although they are also unfamiliar to a significant percentage of such
games concerning the list of Philippine traditional games the researchers presented
to them. Such may be attributed to factors such as the hold of digital technologies
and the Internet as well as its evolution, the reducing desire to do recreational
activities that require one to be physically active, and Western influence. The
resulting decline of Filipinos on playing Philippine games brought about negative
effects which the researchers have cited as the following: (1) the holistic effects

brought by these games through engagement has radically weakened, (2) the
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essence of awareness to environment, creativeness, and innovativeness subsides,

and (3) these games are part of Filipino culture but are in danger of vanishing.

Another example would be one concerning Philippine traditional or folk dances.
According to the study by Lobo (2022), it investigated the personal experience and
interest of the study’s student respondent and found that: 1) a relevantly high
percentage of the respondents has indicated having only an average experience in
Philippine traditional dances, 2) respondents indicated high interest in learning folk
dance in respect to dance steps, music, costume and dance history, and 3) the level
of personal experience and level of interest of students to Philippine traditional

dances are significantly related to each other.

Aside from factors for the decreasing interest in or deterioration of Philippine arts
and culture from the academe, we also have factors from society in general derived
from De Leon (2022), such as the following: 1) high regard given to arts originating
from the West compared to relevantly low prestige regarded to Philippine folk or
traditional arts, 2) underrating of Philippine arts to being considered as crafts, 3)
negotiation or bargaining on prices of locally-made artworks, leading to increasing
the artists’ tendency to find other means of livelihood, and 4) limitation of art to the
professionals and the elite. The researcher would also like to posit that contributing
factors to such a decrease in interest and deterioration would be the persistence of
colonial mentality and the influence of other countries, especially concerning their

cultures.

Moving on to Philippine history, the researcher encountered difficulty finding
studies on student performance in Philippine history. Instead, a study by Rivadilla et
al. (2017) was found, drawing on gamification to contribute to the enhancement of

Project TALA: A Virtual Exhibit Prototype Celebrating P-Pop, Philippine History and Culture, and
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student knowledge in Philippine History. This study resulted in a product in the form
of a mobile game application with a certain amount of content revolving around

information from the said subject.

All throughout the studies laid out so far, certain common themes were found
among them: 1) the emphasis on the significance of the role of Philippine education,
schools, or educators in promoting or maintaining the existence and thriving of
Philippine arts, culture, and history as well as instilling, awakening, and fostering
patriotism among the youth; 2) the decline on today’s generation or youth’s interest,
awareness, or knowledge concerning Philippine arts, culture, and history; and 3) the
increasing importance of raising cultural awareness and continuously facilitating
cultural education for them to understand, appreciate, and preserve Philippine arts

and culture.

Moreover, according to the National Commission for Culture and the Arts (NCCA)
(2015; 2023), they developed the Philippine Cultural Education Plan (PCEP), which
later turned in to the Philippine Cultural Education Program, that is defined as “a
blueprint for developing greater awareness, understanding, and appreciation of the
Philippine arts and culture among Filipinos”. The plan was indicated to aim for the
addressing of concerns concerning Philippine arts and culture that are of interest for

the essence of significance of this study, such as the following:

e the country’s leaders and decision makers do not give importance to culture

as a vital component in national development

e support for cultural development, heritage preservation and promotion, and

cultural education has been generally neglected
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Among Filipinos in general, there is a lack of understanding and appreciation

of Philippine culture and its importance to their lives and to the nation

Cultural education has not been given priority in the country’s formal

education system;

Basic education does not clearly identify and define the basic socio-cultural
concepts that need to be taught to students and neither are these defined in

the textbooks or instructional materials for the teachers and students;

Arts subjects are given less time in the school curriculum compared to the

other subject areas;

Many artistic and cultural organizations, both government and
non-government, have cultural education programs but these programs are

not designed and implemented in a coordinated manner for greater impact;

Textbooks and instructional materials on arts and culture are insufficient;

that the media which is seen as a potent tool in cultural education has not

been fully explored and maximized.

Adding to the aforementioned, De Leon (2022) also points out that the Philippine

education system can be considered highly Westernized and thus, not culturally

appropriate.

Thus, it can also be posited that, in order for the youth to be involved and

engaged in Philippine arts, culture, and history, as they can potentially contribute to

cultural promotion, appreciation, and preservation, there is a need to demonstrate
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their significance and instill and foster interest and passion concerning the

aforementioned.

The Significance of ALAMAT’s concept

One of the popular genres in the contemporary Philippine music scene is
Philippine pop (P-pop), which had its revival due to the influences of Korean pop
(K-pop) (Domingo, 2021), as it has existed even before the spread of K-pop to other
countries given the existence of groups such as the Sexbomb Girls, XLR8, and
Chicser. The genre has several characteristics that distinguish it from its popular
counterparts. One of these is the use of vernacular or Tagalog language (Domingo,
2021), and there have been instances where certain P-pop groups or artists such as
Felip of SB19, ALAMAT, and G22 have used different Philippine languages in their
songs. Additionally, P-pop often incorporates elements/references to Philippine
culture. For example, SB19’s song “Mana” is inspired by the Philippine mythical
creature “manananggal’, while some P-pop concepts are based on specific periods
of Filipino pop culture. For example, part of BINI's "I Feel Good" music video pays
homage to Y2K Filipino pop culture. (Rey, 2023). Overall, P-pop shares similarities
with other pop music genres, while also having unique characteristics that make it
stand out. Thus, it can be argued that while influences from international music
trends are evident, it is also evident that we’ve indigenized the pop genre to

formulate our own genre that suits our culture.
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Nowadays, globalization has been more adamant than ever, and thus, there is a
pressing need for cultural promotion and preservation. According to Pineda (2023), it
is imperative to conserve Philippine culture because it can help future generations to
understand their roots, significant aspects of their society, and our national identity. It
will also contribute to creating a sense of community, promoting traditional arts, and

preserving core values.

Popular music, particularly our very own P-pop genre, can convey cultural
significance and promote cultural awareness, representation, and education. A study
by Placido et al. (2022) has demonstrated that P-pop groups and their content can
promote Philippine tourism and culture. The study's findings indicate that P-pop
content highly features Philippine destinations, transportation, food and beverage,
and culture. Such P-pop content can potentially promote the country’s tourism
industry through culture, giving awareness to fans and influencing their perceptions
(i.e., increasing the travel motivation of Filipino fans). The aforementioned can be
posited as similar to how the Hallyu wave, especially K-pop and K-dramas, have
contributed to the promotion of South Korea’s culture and tourism industry, as cited
in several studies (Placido et al., 2022; Igno and Cenidoza, 2016; Domingo, 2021).
Thus, it can be inferred that we can learn from how K-pop was used as a vehicle or
means to promote Korean culture and explore the potential of P-pop, especially in

terms of its possible social, cultural, and economical contributions.

ALAMAT is a P-pop group that stands out due to their unique concept, as
suggested by various studies. According to Iglesias and TMT (2021, as cited in
Placido et al., 2022), the music of ALAMAT offers a distinct Filipino experience.
Domingo (2021) also posits that the group is enthusiastic about showcasing local

Filipino culture and identity, and Placido et al. (2022) have taken note of the group’s
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vlog series “Pasyal ALAMAT”, which features local destinations such as Batangas,
Baguio City, and Rizal. This is made more evident by their interesting initiatives, such
as partnering with the Department of Science and Technology-Philippine Textile
Research Institute (DOST-PTRI) to become the department's TELAmbassadors
(Agustin, 2023). This partnership means that ALAMAT will continue to use Philippine
textiles or fabrics supplied by DOST-PTRI. Furthermore, the group released a
YouTube video that compares several Philippine languages and contains a
discussion by Dr. Ruanni Tupas on the differentiation between languages and
dialects, countering the misconception of Philippine languages as dialects (ALAMAT,

2021).

Another is that their ‘edutainment’ concept can contribute to cultural awareness
and education, and hopefully, cultural appreciation and preservation. This is so since
although other P-pop groups use Philippine cultural elements/references in certain
aspects or instances, they don't usually provide info on such integrations. Usually,
fans would discuss among themselves what cultural element/reference the said
P-pop group used. Thus, ALAMAT is deemed to have an ‘edutainment’ concept
since they provide cultural awareness or education to fans through their social media
content and those of their creative director, providing clarification on the cultural
elements/references they used. To increase cultural awareness, promoting cultural
diversity is crucial, and ALAMAT achieves this by featuring cultural elements from

various cultures across the country.

It should be noted that ALAMAT, a music group, contributes to cultural
representation in various ways. The group's members come from different provinces
of the Philippines and are fluent in their respective native languages. Additionally,

they champion Philippine culture through their music and have stated that they
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conduct proper research and consultations with people belonging to a particular
culture they take inspiration from (Lago, 2023). In addition, in certain interviews, the
members took opportunities to share about culture from the parts of the country they

came from.

Although ALAMAT, along with their creative director and team, has published or
released content and social media posts that reveal and clarify their use of Philippine
cultural elements/references, such information is scattered throughout the web and
can be disorganized, making it difficult for such significant and educational
information to be surfaced and made known to a wider audience. However, thanks to
ALAMAT’s consistent use of Philippine cultural and historical elements and their
supply of info of such usage coupled with Magiliws’ passionate diligence to discuss
them, ALAMAT’s potential in terms of contributing to cultural awareness and

education can be gradually recognized.

Moreover, ALAMAT, through their concept, significantly contributes to cultural

awareness, appreciation, and representation through several ways, including:

e musical fusion of modern and traditional sounds - i.e., use of traditional
instruments in a significant amount of their songs (i.e., kulintang, bandurria,

etc.), sounds reminiscent of Philippine fiestas in “HALA”, etc.

e incorporation of folk dances in choreos - i.e., Bagobo Tagabawa and

Pantomina de Albay was used in the choreography for ALAMAT’s “Day and

Night”, ALAMAT’s dance coach and choreographer Jim Amen’s explanation of

Philippine dances used for choreos for “kbye” and “kasmala”, etc.
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e visual storytelling in music videos that feature aspects of Philippine culture -

i.e, storytelling of the experiences of Overseas Filipino Workers (OFW)

parents and their children left at home in the Philippines through the music
video of “ILY ILY”

e fashion representation through the incorporation of traditional Filipino attire,

fabrics, or accessories - i.e., historian Xiao Chua’s analysis on the outfits from

“kbye” music video, a set of outfits from “kasmala” music video inspired by

Philippine clothing from past times, etc.

e lyrics with cultural themes - i.e., ALAMAT’s song “Manila Dreams” depicts the

Philippine culture of people traveling to Manila in pursuit of achieving their

dreams while also depicting its norms and the diversity of such people

evidenced through the multilingual, ALAMAT's song “Dong-Dong-Ay”

depicting the Filipino culture and value of bayanihan and pagkakaisa, etc.

e collaborations with indigenous artists - i.e., ALAMAT worked with Shella Mae

Remuldo, Renato David, Janet Baclay, Lorea Jane Baclay, Carlo Baclay,

Jacob King, Jireh Mendoza, and Reyna Baclay and |IP_Consultant Norman

King for the music video of “ABKD”

e educational initiatives - i.e, video discussion on the origins of their mascot Aki

Alamid, Philippine language comparison video with ALAMAT members

comparing words in _their native languages accompanied with Dr. Ruanni

Tupas elaborating on the distinction between languages and dialects, etc.

e social media engagement, and

e philanthropic activities.
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Most, if not all, of these contributions will be further demonstrated on the website.

Considering what has been laid out, ALAMAT’s interesting and unique
concept/advocacy can be posited to hold potential social and cultural contributions.
The researcher believes that ALAMAT, with their talents, no-skip discography, and
well-thought-out edutainment concept of promoting Philippine history and culture can
demonstrate the inherent creativity and ingenuity Filipinos have as well as contribute
to fostering cultural awareness, education, and appreciation, especially in today’s
youth. This, in turn, can contribute to instilling patriotism or encouraging cultural

preservation. As stated by De Leon (2022):

“An important step towards restoring pride in being Filipino is embarking on a serious
program for cultural awareness and education. Lack of knowledge about the Filipino

cultural genius results in our inability to harness it as a resource for nation building.”

Theoretical Framework

Multimedia Learning

According to Mayer (2002), “multimedia learning occurs when a learner builds a
mental representation from words and pictures that have been presented”. The
Multimedia Learning Theory, with its recent developments, contains several

principles.
With the Multimedia Principle, learning is facilitated through words and pictures or

visuals/visual aids, as it holds that “people can learn more deeply from words and
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pictures than from words alone” (Mayer, 2014). Meanwhile, the Spatial Contiguity
Principle suggests that it's optimal that related text and visuals are high in proximity
when presented, as such can indicate relationships between them, to maximise
learning. Lastly, we have the Segmenting Principle, wherein students learn better
when students can learn at their own pace and information is segmented or divided

into parts (Mayer’s 12 Principles of Multimedia Learning., n.d.).

This theory, along with the stated principles, will be used to inform the

organization and presentation of information or content of the virtual exhibit.

Edutainment

Simply put, edutainment is the blend of education and entertainment, wherein
entertainment is used to support education. Based on the notion that subjects
containing entertainment attract consumers’ or, in the context of education, students’
attention, learning is facilitated through fun and engaging means when edutainment
is considered and used (Aksakal, 2015). Under this type of delivery of educational
content are examples such as educational computer games and interactive
museums (Buljan, 2021; What Is Edutainment? Mixing Education and Entertainment,

2020).

Aksakal (2015) states several definitions of edutainment as derived from multiple
studies such as: 1) edutainment as a type of entertain[ment] which is designed with
the aim of educating by including entertaining variety such as multimedia software,
internet sites, music, films, video and computer games, and TV programs in order to

exhilarate in addition to educate (Colace and co, 2006); and 2) edutainment [aims] to
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execute permanence of learning by attracting learners’ attractions and regenerating
their feelings (Okan, 2003). Common qualities of edutainment were derived from
such definitions and enumerated, providing a comprehensive overview of what
edutainment entails. Thus, consulting such common qualities, edutainment can be
considered as somewhat student-centric or taking into account the needs or wishes
of learners, especially concerning how they can learn better. Edutainment builds on
the observations that student-centric teaching styles encourage learners to be more
active in learning, that computer games can be utilized to teach complex subjects,

and that computer games motivate students.

Meanwhile, Zin & Zain (2010) conducted a study that investigated the effects of
edutainment on students’ achievements, wherein edutainment software was used to
contribute to better facilitation of teaching and learning. It found that the edutainment
software was effective in helping students learn and that the students held positive
attitudes concerning the edutainment software. Moreover, the study also lays out
implications that are noteworthy such as that educators play a role in shaping the
learning experience of students, as they are expected to use teaching methods that
would enable students to experience better learning with the increase of their interest
and understanding, and that digital games, or in other terms, edutainment software
or products, are to be tools for supplementing curriculum or usually delivery of

lessons instead of being replacements.

Thus, edutainment is the main theoretical basis of the study, wherein: 1) ALAMAT
can be considered as using edutainment as they foster cultural awareness and
education through their concept of promotion of Philippine culture through use of
Philippine historical and cultural elements/references and revelations of which

elements/references are used as well as a certain amount of educational content; 2)
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virtual exhibits use edutainment for visitors or users comprehend info better with

interactive features; and 3) a combination of the two, wherein a virtual exhibit can be
created to present ALAMAT’s concept of promoting Philippine culture, the Philippine
elements/references they’'ve used, and the significance of their concept in relation to

education on Philippine arts, culture, and history.

Design Thinking Process

This study was conducted in alignment with the Design Thinking Process, which
consists of 5 stages, namely: 1) Empathize — the stage where designers are
necessitated to delve into the needs of users, clients, or benefactors, 2) Define — the
stage that entails the identification and statement of the needs or issues gathered
from the previous stage, 3) Ideate — the stage when generation of ideas for probable
solutions occur, 4) Prototype — the stage when designers make prototypes based on
the identified optimal solution, and 5) Test — the stage when resulting prototypes are
evaluated. However, the Test phase will not be conducted and will be recommended

to be pursued by future researchers or future versions of this study.

Design Thinking:
A Non-Linear Process

Interaction Design Foundation
interaction-design.org
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Figure 1. An infographic illustrating the Design Thinking process

The Rationale Behind A Virtual Exhibit

One of the technologies that are trending and provide interesting affordances is
virtual reality (VR). It is a technology that allows computer-generated simulations of
three-dimensional images or environments, which can be interacted with by a person
using special electronic equipment (Freina & Ott, 2015). Studies have shown that VR
has significant contributions to education due to its advantages such as supporting
students' varying learning styles, providing ease in teaching and learning processes
through immersive, interactive, and engaging experiences, and increasing learners'

involvement and motivation (Getso & Bakon, 2017; Freina & Ott, 2015).

Considering the benefits afforded by virtual reality, along with the need to present
collections (i.e., collection of artifacts, artworks, etc.) and make them more
accessible to a wider audience, has led to the emergence of virtual exhibits, with
cultural heritage being one of the prominent fields taking advantage of this
technology. A virtual exhibit is defined as “an online dynamic web-based and
hypertextual collection dedicated to a specific theme or topic, concept or idea”. They
present artifacts that are digitally captured and rendered into 2-D or 3-D objects,
compiled in collections, and linked by hyperlinks, to present them to a larger
audience and make them accessible online. Virtual exhibits are essentially
user-centric in the sense that they use hyperlinks that support both linear and

non-linear discovery and learning. Thus, they offer educational opportunities that are
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challenging to replicate in physical exhibitions. Moreover, virtual exhibits enable
engagement in multiple forms of multimedia content on a single page and allow
users to explore options that enable self-paced learning for different users. These
lead to a deeper understanding, awareness, and learning of the exhibit's contents

(Dumitrescu et al., 2014)

Considering the benefits or affordances on harnessing the capabilities of
edutainment and virtual reality (VR) or virtual exhibits, the study will explore the
possibility of the creation of a virtual exhibit will present ALAMAT’s concept, as well
as Philippine historical and cultural elements/references the group has used in select
music videos, accompanied with related and relevant curated multimedia content
(i.,e., images, 3d models, videos, and texts) and brief descriptions of the
aforementioned. Therefore, web content curation will be involved in the creation of
the exhibit. Curation is usually employed in the compilation of different types of
related media to explore a common interest. According to Wolff & Mulholland (2013),
curation is a powerful learning tool for web-based content and is beneficial for
education. It can be employed to construct a narrative that will contribute to the

effective delivery of relevant and significant information to be presented in exhibits.

Fan-made Websites

A few fans of ALAMAT who have made websites or directories that compile
historical and cultural elements/references that the group has used or integrated so

far:
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e @devata41362176 made a Carrd webpage, which somewhat serves like a

directory to select social media content containing information about certain
cultural elements used by ALAMAT (specifically, indigenous instruments, folk

dances, and folk songs): Alamat Cultural References

(alamat-kultura.carrd.co).

e @magiliuwu made a comprehensive Wix website, which contains a wide
range of information, especially about the cultural elements/references

ALAMAT has used so far: Alamat | Pinoy Pop with a Purpose

(magiliw.wixsite.com).

Thus, it can be said that this study aims to build on the previous websites or
website authors' endeavors by developing a virtual exhibit that will utilize compiled

relevant info.

Operational Definition of Terms

A-frame: A-frame is a web framework used to construct virtual reality (VR)
experience, intended to enable the convenient yet powerful development of VR
content. It is based on the Hypertext Markup Language (HTML) and uses the
Entity-Component Architecture. In addition, it has a built-in visual 3D inspector,
enabling users to scan through the various A-frame entities in a scene through its
Scene Graph and explore possible modifications of the components and properties
of entities through its Components Panel. Throughout the study, this refers to the

framework to be used for the construction of a virtual exhibit in the form of a web VR
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website through Glitch. A-frame will be used to code or make Info Panels that
provide information on elements/references and interactive features, as well as insert

3d models made from Blender.

Blender: Blender is a “free and open source 3d creation suite”. This software will
be used to create the 3D models of the 3D environment of the exhibit rooms and of

certain elements/references.

Cultural Awareness: Cultural awareness can be defined as “the ability and
willingness to objectively examine the values, beliefs, traditions, and perceptions

within our own and other cultures” (O’Brien, 2017).

Cultural Appreciation: Cultural appreciation is the eagerness to learn and
explore a different culture, with the hope of understanding it better through the
guidance of others or its people (What is cultural appreciation [And how it’s different
from cultural appropriation]?, 2020). Cultural awareness can pave the way for

cultural appreciation by fostering understanding and respect for other cultures.

Historical and Cultural Elements/References: These refer to historical and
cultural elements/references ALAMAT has integrated or used for their music videos
and their respective concepts (i.e., Philippine jeepney in “kbye” MV, ethnic dance

Singkil in “Maharani” MV, and war drum Gimbal in “Dagundong” MV).

Glitch: Glitch is an online browser-based web development tool. This will be used
to contain the A-frame codes and the various media assets for creating the exhibit as

well as sharing the product virtual exhibit through links.

Info Panels: Info Panels contain related information and media (i.e., images and

videos) related to the presented element/reference.
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Media: Media such as images, videos, and 3D models included to supplement
textual information for the element/reference, contributing to their effective

presentation.

Exhibit Rooms: These are virtual environments created for and assigned to each
music video (i.e., main exhibit room, “kbye” exhibit room, “Maharani” exhibit room,
and “Dagundong” exhibit room), similar to how museums or galleries allot certain
spaces (i.e., rooms, halls, or sections) to hold artifacts or pieces under a specific

theme or concept.
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lll. METHODOLOGY

This practice-based project explores the possibility of the creation of a virtual
exhibit through web VR websites that will present ALAMAT’s concept, as well as a
curated collection of the Philippine historical and cultural elements/references the
group has used in select music videos, accompanied with related and relevant
curated multimedia content (i.e., images, 3d models, videos, and texts) and brief
descriptions of the aforementioned. The exhibit will also highlight the essence of the
project and the significance of such an edutainment concept. The project will involve

the following phases:

Preparation: The researcher explored various virtual exhibit creation tools to find
those that met the following requirements: 1) allows embedding of YouTube videos
to present select MVs of ALAMAT, 2) enables custom designing of walls/interiors to
design rooms/spaces aligning with the visual identity of the MV being discussed, and
3) permits the insertion of images, YouTube videos, links, and text in information

panels.

Ultimately, A-Frame and Glitch were chosen for the creation of the virtual exhibit.
Other options such as ArtSpaces or Mozilla Hubs could not meet all the above
criteria, and they have certain limitations such as the inability to insert additional
images or videos on a single info panel, limited storage space for users using a free
plan, or the occurrence of errors in loading YouTube videos to be embedded in the
environment. Additionally, A-frame offers the following benefits: 1) it allows the
researcher to utilize her programming skills to achieve greater artistic freedom, 2) it
uses web VR, allowing for a virtual reality experience through a browser, 3) it

enables the use of 360 images or videos, the creation of 3D environments, or a
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combination of the two, and 4) it allows the researcher to inspect using its Built-In

Inspector (Milloway, 2017).

Thus, the researcher will delve deep into the know-how of virtual exhibit creation
by referring to various tutorials and guides available for creating a web VR website
using A-Frame, a framework for virtual reality creation, and Glitch, a web
development tool. For this purpose, an ongoing collection of essential links and

information has been compiled on a Notion page to aid in preparation.

Research and Content Gathering: This phase involves researching and
organizing information about ALAMAT's initiatives promoting Philippine culture,
historical and cultural elements/references in their music videos (in the aspects of
song, music video, choreography, and fashion), and brief backgrounds/descriptions

of these elements/references.

Sources of information on ALAMAT’s significant initiatives promoting Philippine
culture, along with the cultural elements and references they have used or integrated
so far would be, but not limited to: ALAMAT's official social media pages/accounts,
articles about ALAMAT, their creative director Jason Paul Laxamana’s Tweets, and
knowledgeable fans. This information was compiled alongside relevant multimedia
content, such as images and YouTube videos. Meanwhile, further research on the
web will be conducted to provide brief backgrounds and descriptions of these
historical and cultural elements/references to allow further cultural awareness and
education. This in turn will potentially contribute to educating the exhibit viewers on

the significance of the said elements/references.
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In addition, aside from the info already obtained, further research will also be
conducted for the identification and discussion of the significance of ‘edutainment’
through virtual exhibits discussing Philippine historical and cultural
elements/references and Philippine pop groups with the concept or aim to promote

Philippine arts, history, and culture, such as those similar to ALAMAT’s concept.

Conceptualization: For the overall design and theme of the WebVR experience,
the researcher plans to use aesthetics or visual identity inspired by Philippine
culture, building on the idea from the product website of the researcher’'s MMS 194
Final Project and on ALAMAT’s concept. Additionally, the virtual exhibit will consist of
rooms or spaces designed according to the formulated visual identity, incorporating
visual elements from the music videos.. Canva and other tools deemed fit will be
utilized for the creation of needed graphical elements to build the needed visual

identities.

For layout and arrangements, each room/space in the virtual exhibit will be
designated to a specific music video of ALAMAT, which will then feature a curated
collection of the Philippine cultural elements/references used in the said MV. For
example, a room/space designated for the “Maharani” music video can probably be
designed with a gold and black color scheme, which is inspired by the “Lakan” outfit
set and the fact that gold is usually associated with royalty (since the song uses

U “

pre-colonial royalty titles such as “maharani”, “lakan”, and “lakambini’), and it can
contain an interactive element/s presenting ALAMAT'’s integration of Singkil in the
Maharani MV, a video of the traditional Singkil, and a brief background/description of
the dance.
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In addition, certain rooms/spaces will be dedicated to: 1) the introduction of the
exhibit; and 2) the discussion of the significance of ‘edutainment’ concepts that aim
to promote Philippine culture — i.e., cultural awareness, appreciation,, and
preservation; cultural representation in the entertainment industry. Rooms/spaces
will be added if deemed necessary. Sketches of the initial layouts or arrangements

for each exhibit room were created.

Thus, four Exhibit Rooms will be created: the Main Room (introducing the virtual
exhibit and discussing the significance of ‘edutainment’ through virtual exhibits
discussing Philippine historical and cultural elements/references and Philippine pop
groups with the concept or aim to promote Philippine arts, history, and culture),

“kbye” Exhibit Room, “Maharani” Exhibit Room, and “Dagundong” Exhibit Room.

A curatorial narrative will be employed to enhance user experience and to deliver
engaging and informative content and discussions that highlight ALAMAT's
integrations of Philippine cultural elements/references, as well as the significance of

their concept of promoting Philippine culture.

Prototype Design and Development: The possibility of incorporating 3D models
will be explored. The placement of text, images, videos, and interactive elements will
be carefully considered, keeping in mind the Multimedia Learning Theory will be
used for the organization and presentation of info in the exhibit. Exhibit Rooms and
3D models of elements/references will be made using Blender, while Info Panels,
along with media (images, videos, and text), will be inserted using A-frame codes.

The development of interactive elements will involve the use of entities and
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components created with A-frame, particularly through Hypertext Markup Language

(HTML) and JavaScript (JS).
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IV. RESULTS AND DISCUSSION

Link to Virtual Exhibit

MMS 200 Virtual Exhibit - Main Room (main-exhibit-room.glitch.me)

Link to codes for the Virtual Exhibit

https://glitch.com/@renaidevera08/mms-200-virtual-exhibit-project-tala

Exploration of the Possibility of the Creation of a Virtual Exhibit

Preparation: Since this project involves the use of Blender, Glitch, and A-frame
for creating the virtual exhibit, the researcher familiarized herself with the technical

aspects of these platforms.

Learning about A-frame was conducted by watching and following tutorials from
YouTube, the Web, and the A-frame School, as well as reading info from A-frame’s
website. Meanwhile, learning about Blender was done by watching and following
tutorials from YouTube. A compilation of the learning materials used for A-frame and

Blender is provided in Appendix A.

Research and Content Gathering: Firstly, gathering info on the various historical
and cultural elements/references ALAMAT used in the music videos for “kbye”,
“‘Maharani”, and “Dagundong” was conducted by consulting the researcher’s Notion
page containing info concerning ALAMAT’s concepts, @magiliuwu’s comprehensive

fan-made Wix website, as well as conducting internet research, which resulted in
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compilations of such. Furthermore, given the exhibit’'s goal of fostering cultural
education, additional research was conducted to generate curatorial descriptions and
gather relevant media such as images from the Web and videos from YouTube for
the elements/references in the exhibit, and such descriptions are included in the said
compilations along with citations for sources of information. The said compilations

can be found in Appendix B.

Conceptualization: This phase entailed the creation of mood boards of the

visual identities of the rooms for Kbye, Maharani, and Dagundong, as well as the

room/s for the main room.

Additionally, the layout for each room dedicated to the music videos was designed
by dividing the room into six sections, namely: music video viewing section (where
users can watch the music video for each room), mini-room for switching rooms
(where users can access and use mechanisms to be transported between the
different rooms