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INTISARI 

Perkembangan dunia modern selalu membawa dampak baru dan 

menggusur budaya tradisional, seperti berbagai macam kesenian tradisional yang 

semakin hilang. 

Sebagai contoh yaitu tembang Macapat, yang saat ini kurang mendapat 

perhatian dari masyarakat Jawa, khususnya dari kalangan anak muda. Jaman 

modern yang semakin meninggalkan keragaman budaya tradisional, sehingga 

perlu adanya upaya pelestarian. Dengan mengajarkan kesenian tradisional di 

lingkungan sekolah tentu sangat efektif guna meningkatkan pengetahuan tentang 

seni tradisional ini. 

Metode pembelajaran yang diterapkan para guru cenderung membosankan 

karena menggunakan metode konvensional, sehingga diperlukan suatu sistem 

pembelajaran berbasis multimedia yang mengacu pada teknologi informasi. 

Aplikasi multimedia ini akan dibuat dengan software Adobe Flash CS5, dengan 

pengimplementasian seperti intro, home, dan macam-macam tembang Macapat 

serta contoh audionya. 

Kata Kunci: Tembang Jawa, Macapat, Tradisional, Adobe Flash CS5 
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ABSTRACT 

The development of the modern world always brings new effects and 

displacing traditional culture, such as the various arts tradisional are getting lost. 

For example is the Macapat, who currently receive less attention from the 

Java community, particularly among young people. Modern era increasingly 

abandon traditional cultural diversity, so the need for conservation efforts. With 

the traditional art taught in the school environment must be very effective to 

improve the knowledge of this traditional art. 

Method applied learning teachers tend to be boring because the 

conventional method, so we need a multimedia-based learning system that refers 

to information technology. This multimedia application will be made with Adobe 

Flash CS5 software, the implementation of such an intro, home, and all kinds of 

Macapat and audio samples. 

Keywords: Javanese song, Macapat, Traditioanl, Adobe Flash CS5 
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