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ABSTRAK 
 

Perpindahan teknologi dari tradisional ke digital memfasilitasi banyak 
aspek kehidupan, termasuk dalam pembelajaran dan pelestarian budaya. Proses 
belajaran gamelan masih menggunakan metode tradisional dengan buku dan 
bolpoin yang kurang efektif dan sering rusak atau hilang. Dibutuhkan solusi digital 
berupa aplikasi notasi gamelan untuk mempermudah pengrawit dan meningkatkan 
efisiensi pembelajaran. Penelitian ini menggunakan pendekatan Multimedia 

Development Life Cycle (MDLC), meliputi enam tahap: konsep, desain, 
pengumpulan bahan, pembuatan, pengujian, dan distribusi. Pengambilan data 
melalui wawancara, dan observasi. Penelitian dilakukan di Sanggar 
Wahyuamongrogo untuk memahami kebutuhan pembelajaran gamelan berbasis 
notasi angka dan audio. Aplikasi notasi gamelan berbasis Android yang dibuat akan 
mempermudah pengrawit mengakses notasi dan audio gamelan secara efisien 
melalui teknologi modern. Aplikasi ini memberikan kemudahan dalam mengakses 
notasi, sehingga dapat mempersingkat proses belajaran gamelan. 

Kata Kunci: Teknologi Digital, Aplikasi Notasi Gamelan, Pelestarian Budaya, 

Pengrawit, Teknologi Modern. 
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ABSTRACT 
 

The shift from traditional to digital technology facilitates various aspects of 

life, including the learning and preservation of culture. The process of learning 

gamelan still relies on traditional methods involving books and pens, which are less 

effective and prone to damage or loss. A digital solution in the form of a gamelan 

notation application is needed to assist gamelan players (pengrawit) and enhance 

the efficiency of learning. This study adopted the Multimedia Development Life 

Cycle (MDLC) approach, which consisted of six stages: concept, design, material 

collection, production, testing, and distribution. Data were collected through 

interviews and observations. The research was conducted at Sanggar Wahyu 

amongrogo to understand the needs of gamelan learning based on numeric and 

audio notation. The Android-based gamelan notation application developed 

enabled pengrawit to efficiently access gamelan notations and audio through 

modern technology. The application provided easy access to notations, thus 

shortening the gamelan learning process.  

 

Keywords: Digital Technology, Gamelan Notation Application, Cultural 

Preservation, Pengrawit, Modern Technology. 
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