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INTISARI 

    

Batik merupakan warisan budaya dunia yang diakui UNESCO sejak 2009. Namun, 

apresiasi terhadap batik di kalangan generasi muda semakin menurun, sementara 

jumlah pengrajin batik mengalami penurunan signifikan. Untuk mengatasi hal 

tersebut, dikembangkan aplikasi Batik Pedia berbasis Android Native sebagai 

media edukasi dan promosi batik. Aplikasi ini menyediakan fitur informasi motif 

batik, lokasi wisata batik, kursus membatik, serta pemindaian motif batik berbasis 

teknologi pengenalan gambar. Metode pengembangan yang digunakan adalah 

Extreme Programming untuk memastikan fleksibilitas dan efisiensi dalam 

pengembangan aplikasi. Hasil pengujian menunjukkan bahwa aplikasi ini 

memberikan kemudahan akses informasi, serta meningkatkan minat pengguna 

terhadap batik. Dengan demikian, Batik Pedia diharapkan dapat menjadi solusi 

digital dalam mendukung pelestarian budaya batik di era modern. 

Kata Kunci : Batik, Android Native, Extreme Programming, pengenalan gambar, 

edukasi budaya.  
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ABSTRACT 

 

Batik has been recognized as a world cultural heritage by UNESCO since 2009. 

However, appreciation for batik among the younger generation has declined, while 

the number of batik artisans has significantly decreased. To address this issue, the 

Batik Pedia application was developed as an Android Native-based platform for 

batik education and promotion. This application provides features such as batik 

motif information, batik tourism locations, batik-making courses, and batik motif 

recognition using image recognition technology. The development method used is 

Extreme Programming to ensure flexibility and efficiency in the application 

development process. Testing results indicate that the application facilitates easy 

access to batik information and enhances user interest in batik. Thus, Batik Pedia 

is expected to serve as a digital solution to support the preservation of batik culture 

in the modern era. 

Keywords : Batik, Android Native, Extreme Programming, image recognition, 

cultural education. 


