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ABSTRACT 

Indonesia is one country that has a lot of cultural diversity is very 

interesting and unique, but unfortunately much of the next generation of this 

country are less familiar with the cultural diversity of self-care even less 

indifferent that is claimed by another country as their culture was very 

apprehensive. One reason may be because the current culture of Indonesia 

introduced only through reading books making it less attractive for such 

studies. While the quality of books about the introduction of a good national 

culture is not necessarily attract children to read. 

 

To overcome this we need a multimedia-based systems are 

computerized. With the introduction of multimedia art and culture of Indonesia 

will be more attractive, interactive and practical. On this occasion, the author 

takes the object about the introduction of Indonesian Art and Culture is taught in 

primary schools children Blumbang Banjararum Kalibawang Kulon Progo, which 

usually is packaged in books which used to be a tedious lessons and cause 

saturation. This prompted the need for improvement in terms of how to introduce 

art and culture of Indonesia.Therefore, authors are encouraged to make an 

application on "Analysis and Design of Multimedia Based Learning Introduction 

to Media Arts and Culture of Indonesia" 

 

 With this application made the Indonesian people in particular are 

expected as the next generation of students hopes the nation can better know and 

love the cultural diversity of unique and interesting, so there will be a sense of 

belonging and are able to maintain and preserve the culture of responsible 

nations. 

 

Keyword : Media-Based Learning, Multimedia Introduction, Indonesian Art And 

Culture 
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