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INTISARI 

Indonesia terkenal dengan keragaman seni dan budaya. Terutama pulau 

jawa memiliki mempunyai keanekaragaman seni dan budaya. Masing-masing 

setiap provinsi memiliki ciri khas seni dan budaya tersendiri. Mulai dari rumah 

adat,suku, senjata tradisional, pakaian adat, tarian daerah, alat musik, kesenian 

daerah dan adat istiadat, seta makanan dan minuman khas. 

Dari perbedaan seni dan budaya tersebut, indonesia memiliki istilah 

bhineka tunggal ika yang artinya walaupun berbeda-beda tapi tetap bersatu. 

Dengan adanya seni dan budaya, indonesia memiliki aset yang tak ternilai 

harganya,sehingga harus tetap dipertahankan dan dilestarikan.Maka dibuatlah 

sebuah aplikasi mengenal seni dan budaya pulau jawa berbasis android 

Hasil dari pembuatan aplikasi mengenal seni dan budaya pulau jawa 

diharapkan dapat diterpakan dalam kehidupan bermasyarakat terutam masyarakat 

pulau jawa. 

Kata Kunci: Seni, Budaya, Indonesia, Pulau Jawa dan Android
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ABSTRACT 

 Indonesia is famous for the diversity of art and culture. Especially the 

island of Java has had a diversity of art and culture. Each every province has a 

typical art and culture of its own. Ranging from traditional house, tribal, 

traditional weapons, traditional costumes, dances, musical instruments, local arts 

and customs, food and beverage seta typical. 

  From arts and cultural differences, Indonesia has a culturally diverse term 

which means although different but still united. With the arts and culture, 

Indonesia has a priceless asset, and should be retained and made an application 

dilestarikan.Maka familiar with the art and culture of the island of Java based 

android 

 Results of the making of the application to know art and culture of the island of 

Java is expected to diterpakan in social life of society chiefly island of Java. 

Keywords: Art, Culture, Indonesia, Java and Android 

 

 

 

 

 

 


