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INTISARI

Salah satu provinsi di Indonesia, Daerah Istimewa Yogyakarta kayas akan
budaya dan kesenian daerah. antara lain alat musik tradisional, senjata tradisional,
dan rumah. Alat musik tradisional adalah salah satu contoh budaya lokal khas
Yogyakarta. Provinsi ind terkenal dengan alat musik trodisionalnya, dan Yogyakarta
masih menjadi daerah yang kuat. akrab dengan budaya Jawa. Kepedulian terhadap
pelestarian budaya bangsa, khususnya alat musik tradisional, telah berkurang secara
slgmﬁkmdmwnhukgwlkln.ﬁu.{nh itu penyebab utama penurunan minat




ABSTRACT
Special Region of Yogvakarta is one af the provinces in Indonesia which is
rich in regional ewliure and arts, ranging from traditional howses, traditional
weapans, o traditional musical instruments. One of the tvpical local cultures of
Yogvakarta is in the form of traditional musical istruments. The existence of
traditional musical instrioments fas become a specialty of the province, especialfy
Yopyakarta is an area that is still thick and fomilior with Javanese culiwre. Along
with the times, comcern for the preseryation of national culture, especiaily
traditional musical instruments, has hocbme ey
t._ul"m.l‘rmﬁmffmund_-l i feam

Study utilizing the MDLC (Multimedia Develap
lopment Method which ix limfted only to the tes

he sesting wsing the Blackbox method as a methad of fes
the applications that have been made
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