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Abstract o

This research is motivated due to low interest of Indonesian people fo \Rg of
traditional music. So in this study | tried to design e-learning for learnjag of 't d|t|onal
music. E-learning is designed to make it easier for members to acces rning materials
anywhere and anytime. Learning materials are prowde%rmng@ in music, the
history of traditional musical instruments, as well ped¢withyd virtual musical
instrument as a medium for member practices. T‘ ing Indonesia's culture
introduction media to the outside world, partictla {qﬁ){i of traditional music
instruments. The development of e-learning usi e object o programming.
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1. Introduction \ Q)

In today's traditional muswzgls1 |rable b \ng people, which is in a big city, a little
bit of teaching resources and a ard to, f his is also reinforced by the number of
institutions that provide traditional musi h&ation smaller than the modern instruments.
This will have an |mpact less o earning method for people who study the music
itself. From Iookln xistin ems in the formulation above, then we look for
proposed solutlons ystem t |II be created.

Today, the Worl been using information systems to support teaching and

learning activi sing the rnet either as a supporter or as an infrastructure facility of a
major educational instigghom’ It can be called the E-Learning. E-Learning can be
implemented not only mal education, but also for non-formal education, such as in the
study of music. S aterial can be taught more easily to understand and delivered in a
way that is more&sting. In learning music, each person can adopt it through music
education / ic schools such as university (formal learning). This can be done by taking
approximat years of learning to learn music theory and its application.
e of E-Learning traditional music can be studied by a lot of learners, with a
of traditional musical instrument which has been provided by the system,
can learn a musical instrument that is available on the E-learning and its members
are also not need to pay to be able to learn the traditional music. With the support of virtual
music, members can freely express play the instrument, so there is no limit for the creativity
of the members. Members are able to learn anywhere and anytime, so there is flexibility of
time and place.

Formal learning is typically apply many methods in order for learners including recording
artists, songwriters, music teacher, composer of advertising music, session player, music
director (recording, theater, etc.), big band leader, music copyist, music writer, and so on.
Then for informal learning as learning in the course or learning music performed alone,
usually referred as self-taught learning. Self-taught learning can be done in various ways,
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such as learning through internet, mimicking from the other people play musical instruments
or learn from a book.

There are weaknesses in their music learning methods. In music education, its problems
such as long periods of time for learning, the expensive of cost, time is not flexible and less
able to practice more and also about the time of consultation with a qualified instructor. On
learning in the course, one of its problems, students must pay course fees to learn one kind of
instrument. In the self-taught learning, usually people can only learn a musical instrument in
practice, and tend to ignore the theory that it can’t do compose music and they are not
familiar with semibreve (whole note) as the basis for learning a musical instrument.

Aside from the above discussion, in today's music studied tends towards modern music
such as classic piano, jazz guitar, violin and so on, so that the traditional musi fr&g‘sical
instruments are becoming obsolete [1]. As in music class rarely provide tradi music
education program itself.

Thus, the authors would like to implement the applicatj m%l\f/’Lear i itional Music

r

which will be used as a learning information system ide a interactive and
aditionwsmal instrument of

interesting. For the currently there are three (3)
bot W ry and practice at an
affordable price and no need to pay for accomm;gatio or transprito acquire learning.

Indonesia. So that everyone can learn traditional
E -learning traditional music provides co nce in s”of flexibility of place and
time. In addition, each person can decidé emselve far they are willing to learn
about their own traditional musical inst % s with th@ir individual learning plans and with
the advent of e-Learning traditional &@ anb s to defend and preserve the art and
culture of Indonesia that begins\toifade and 4Wtroduce traditional music and the music
instrument to all citizens of In ia and foreign countries.
And from a study in 200@sconducte, ester Group to 40 large companies showed
refusa@rticipme in training / courses which use the

that most workers (over
the Wr ing was required of participants and 30% refused to

concept of e-Learning.
participate in the cops eanthile, other studies indicate that of the people who signed
up to particip -80% never finish it until the end [3]. Based on the
literature, fail is mainly caused by failures in the requirements analysis
implies that the develop not manage to capture what the actual needs of users (user
needs). The results fro needs analysis process (requirements analysis) translated to be a
feature that should uded in the e-Learning systems.

The term of e-LZearkhing contains a very broad sense, so many experts who elaborate on the

definition o earning from different perspectives. One definition is quite acceptable by

many parti example from Darin E. Hartley [4] which states: e-Learning is a type of
learning allows teaching materials delivered to students using the medium of the
Int ranet or other computer network media. The development of digital technology,

internet/and multimedia are very fast, the web has become a global force, interactive,
dynamic, as well as being a medium of learning and teaching. The Internet provides an
opportunity to develop a learning-on-demand and learner-centered instruction and training.

Furthermore Khan [5], defines e-learning: “e-Learning can be Viewed as an innovative
approach for delivering well-designed, learner-centered, interactive, and facilitated learning
environment to anyone, anyplace, anytime by utilizing the attributes and resources of various
digital technologies along with other forms of learning materials suited for open, flexible and
learning distributed environment”.
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2. Method

The method used in this paper is qualitative method. Data collection for e-learning
development was conducted to gather input and output documents that flows of e-learning
activities, with direct data collection techniques that consist of: (1) interviews, conducted by a
question and answer directly to the interested parties in this study. (2) Observation, the
authors observe that the learning process is in one of the music groups in Jakarta, to be a
reference, which will be described in, namely Mahagenta.

3. Design of E-learning Application R
As a result the process of analysis and design of information system Mning
Traditional Music, the authors formulate the proposed activities. The proposed acfivities will

the implementation plan that can be used as a foundatio velop i ion systems in

E-Learning Traditional Music.
E-learning has been developed with the domai@l‘gswar dwipgorg. Swaradwipa.org
dD

name comes from the Java language, namely SWA . Swara means sound, and
dwipa means the country and org that refé&n organizati hat swaradwipa as non-
g

be presented starting with the analysis of the running system, na.lysis, agd esign, as well as

commercial website. E-learning provided by dwipae r@ equip the learning process of

music that has been there along, such ough formal “education (universities, music

system of traditional music are;
e Learner, any person

schools) and informal education (musi%& S, and&ﬁ%ﬁ).
There are several actors irﬁ@ the o a{ tivity of the e-learning information
W

has® @tered for the following study provided
swaradwipa.org &
e Admin, the aut-h@ e manaﬁ@' the overall activities of the e-learning.
e Instructor is ople who\are involved in music and traditional music, which in
cooperationvi swaraié%rg to engage in discussion forums.

The three t e-learning aetivities are absorb, do, and connect [6]. Absorb activities
are the ones cldsest to p rmation. Absorb activities usually consist of information and
the actions learners ta xtract and comprehend knowledge from that information. In
absorb activities, t ;&mer may be physically passive yet mentally active—actively
perceiving, proce consolidating, considering, and judging the information. In absorb
activities, it is the content (really the designer or teacher or writer of it) that is in control. The
learner abso e of the knowledge offered by the content.

While & activities provide information, Do activities transform that information into
knowidedge and skills. In Do activities, learners discover, analyze, verify, combine, organize,
dif@valuate, refine, elaborate, and apply knowledge. E-learning technologies continue to
expand, enabling more innovative ways to interact with learners. And then the connect
activities help the learners close the gap between learning and the rest of their lives. In the
table below describes the activities of e-learning with features developed in this swaradwipa
application.
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Table 1. E-learning Application Features

E-learning E-Learning Features Actors
Activities
Absorb - Access Teaching Material Learners
(Presentation)
Do - Access and do Virtual Music Learners
(simulation)
- Do the test (online)
Connect - Discussion via forum Learners and
instructo; °

There is the roles and function required in the implementation of e-learning ap%%

Table 2. Role and Function E- Learn{ng Syste

System Name of A@ w
Role E
Backend Admin - F aterial
(? }/
Backend Instructor esigning Iearn Y
i@ﬁpondm question from the
I.ear
\ Evalu |n\'st

% feedback
& %g the learning process
Frontend Learner 7%/ ing learning

A the simulation

Discussion via forum

@ Sending the answer related to the test
A i i

Following the evaluation process

Scenario view f e -lea ‘%J lication modeled using UML Use Case diagram. Use
case dlagrams. to mode nctionality of the e-learning system that describes the
interaction betWeen the t with the users of application. In Figure 1, the model of E-
learning system divided i o system boundary that represents the portal of the e-learning:
front end application a ck end application.

Qg
QQ
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the database used in the development of e-

Sholco DetailBatch
PK | ChoicelD PK,FK1 | BatchiD
X MemberlD
PP PK,FK2
FK1 | QuestioniD ey TestD
Question
PK
Question
Answer TestType
QuestionDuration | | wl'Bic
FK1 | TopiciD LestTypelD -
FK2 | TestTypelD = Batch
H I | FK1 | AdminID PK | BatchlD
I FK1 | AdminiD
StartDate
EndDate
i
Detil_result_test i
PK.FK1 | Resultio Fest
PK.,FK2 |TestiD PK | TestiD
FK1 | TopiciD
FK3 QuestioniD FK2 | TostTypelD
Y TotalQuestion
Date
Test Result
PK | ResultiD StatementOfAccomplishment
PK | StatementiD
Date )
Dacrivie StatementDate
v | e FK1 | ResultiD
FK3 | MemberlD

Figure 2. Entity Relationship Diagram for e-learning Application

In the Figure 3 to Figure 4 constitute examples of screen design e-learning traditional music:
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Figure 5. User Interface Virtual Music for Gambang
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Conclusion
E-learning changes the learners experience as well as the instructors. E-learning system

frequently requires hand-on activities, whether participating in online discussion. This
introduces new issues and challenges for learners, including computer experience and
confidence, technical problems, and time management. We hope the E-Learning Traditional
Music can help to solve existing problems in Indonesia and also the range of the system is not
only the young people of Indonesia, but also for all people in the world to preserve the
Indonesia traditional music instruments.
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