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Abstract—The preservation of Indonesian traditional culture 

can be done in various ways. In the field of music education, this 

can be done, among others, by guiding students to sing various 

traditional songs in Indonesia. However, after making 

observations in several primary and high schools, the researchers 

found that students still have limited knowledge regarding 

traditional songs in Indonesia. This article describes the design of 

instructional media in the form of interactive video "Let’s Sing 

Together" for 3rd grade elementary school students in order to 

increase students' knowledge of traditional songs and guide them 

to be able to sing the traditional songs. The main purpose of this 

learning media design is to produce learning media that can 

make it easier for students to learn traditional songs, both in 

class, extracurricular activities, and at home with parental 

guidance. This research is a development research that is 

oriented to the development of learning multimedia products. 

The stages in this research broadly include the preliminary study 

stage, the planning stage, the design stage, and the development 

stage. The process of designing this instructional media includes 

preliminary studies, script making stage, and product making 

stage. The final product is an interactive learning CD, consists of 

an opening videos, basic singing technique material and a 

collection of videos of traditional songs using simple, and fun 

choreography, and closing. 
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I. INTRODUCTION  

Indonesia has a diverse ethnicities and cultures. Indonesian 
people need to preserve their cultural diversity because it is a 
valuable asset. One of the cultural elements that needs to be 
preserved is the traditional arts [1]. The preservation of 
traditional arts in Indonesia can be carried out in various ways. 
In the field of education, such as to guiding students to know 
and love the traditional arts. In the field of music education, the 
first step to introduce various traditional arts is to guide 
students in knowing various Indonesian traditional songs. This 
is because the traditional song is one of the simple art forms 
and can be easily learned by students, both at the elementary, 
intermediate, and upper levels [2].  

The problem that the researchers found when making 
observations in 4 schools was SDN Cidadap 2 Bandung, SDN 
Sindangsono 4, SMA Pasundan 2 Cimahi, and SMK PGRI 1 

Cimahi showed the students in these schools have limited 
knowledge about the Indonesian traditional songs. Only a few 
songs were recognized by students, for example: Manuk 
Dadali, Mojang Priangan, Panon Hideung, and Mawar Bodas. 
All the mentioned songs originated from West Java. This can 
be caused by a lack of traditional songs learning in schools, 
having traditional art teachers who are not from the specific 
field of art or musical art who have limited knowledge of 
traditional songs, and there is no learning media that supports 
learning to sing traditional songs in schools. In addition, this 
can also be caused by the ineffective method of learning and 
training traditional songs, both in class and in extracurricular 
activities. Related to this, one solution that can be given 
namely by creating customized learning media suited to the 
habits and skills of students, in order to make the learning 
process more fun and effective for the students. 

Most of the students in the 21st century have expertise 
digital literacy (new media literacy) and ICT because of the 
influence of the developing technology [3,4]. Students in the 
21st century are already accustomed to digital media in their 
daily activities from an early age, starting from playing, 
learning, and many any other relevant activities. Because of 
that situation, we need a learning media that uses digital media 
that is packaged attractively in order to stimulate students’ 
interest in knowing and learning Indonesian traditional songs. 
Therefore, the use of teaching materials such as the Collection 
of Traditional Songs book that shows the material in the form 
of scores is no longer effective in motivating students to learn 
traditional songs. In addition, the use of the imitation method, 
which in the process of asking students to sing songs sung by 
the teacher, has become a monotonous method [5].  

Based on that, the author gives a solution of the problem, 
namely designing a learning media in the form of interactive 
video entitled "Let’s Sing Together" for students of 3rd grade. 
The purpose of this media design aims to produce instructional 
media product that can ease the elementary-level students to 
recognize and be able to sing Indonesian traditional songs. This 
is also expected to be a stimulus for students to love traditional 
songs, in the long run it will have a positive impact on the 
preservation of the Indonesian traditional culture. 
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II. THEORETICAL REVIEW 

A. Interactive Media    

Multimedia is a media that combines two or more media 
elements (text, graphics, images, photos, audio, video and 
animation) in an integrated manner [6,7]. Interactive 
multimedia is a learning program consisting of various learning 
resources using computer operations [8]. The program is 
deliberately designed and assesses whether the feasibility of the 
responses (e.g. menu, problem, simulation, question) affect the 
program’s sequence, size, context and form. The characteristic 
of learning multimedia is that it has more than one convergent 
media, for example, combining audio and visual elements; 
interactive, in the sense that it has the ability to accommodate 
users’ responses; and is independent, in the sense of providing 
convenience and completeness of content in such a way that 
users can use it without the guidance of others [8].  

Interactive learning media can increase students’ interest 
and motivation, focus the students’ attention, allow students to 
learn independently, make students active in the learning 
process, and create a pleasant learning atmosphere so learning 
activity can be conducted effectively, efficiently, and 
attractively to help students achieve basic competences that 
have been set [9,10]. 

B. Singing     

Singing activity is one of the activities favored by children. 
Almost every child enjoy the songs or songs that were sung 
that they listen to, especially if the songs are sung by children 
of their age and followed by simple body movements using 
learning aids. Singing is an integral part of the world of 
children [11,12]. This is not surprising, because the song is 
basically a form of tonal language, namely the shape and pitch 
of the voice. Meanwhile, tonal language will actually bring 
them a cheerful, serene, sad and uplifting atmosphere. 

C. Traditional Songs     

Traditional songs are songs or music that were originated 
from a certain area and became popular because they were 
sung by both the people of that area and other people outside of 
the said area. This form of the song is very simple and uses the 
traditional language. Many traditional songs have the theme of 
everyday life so they are easy to understand and easily 
accepted in various traditional activities. In general, the 
composer of this traditional song is no longer known (NN) 
[13,14]. 

III. METHODS 

This research is a development research that is oriented to 
the development of learning multimedia products. The stages in 
this research broadly include the preliminary study stage, the 
planning stage, the design stage, and the development stage. 
The preliminary study stage, namely as a needs analysis of 
problems that arise in the process of learning regional songs. 
Starting from this problem then found a solution that can solve 

problems related to learning. Next, the planning stage, which is 
the stage of making lesson design plans in developing more 
effective regional song learning. Furthermore, the design and 
development stage, namely the workflow is more focused on 
organizing activities, compiling content and making learning 
media products.  

The location of the research conducted by researchers was 
SDN Cidadap 2 Bandung, SDN Sindangsono 4, SMK PGRI 1 
Cimahi, and SMA Pasundan 2 Bandung. Researchers 
conducted research at primary and secondary schools in order 
to better know and be able to compare students' knowledge of 
regional songs at each student level. The data were obtained 
through interviews with grade 1 to 6 teachers at the primary 
school level and cultural arts teachers at the secondary school 
level. Interviews were also conducted with students. At the 
primary school level, the researcher interviewed 10 students in 
grades 3, 4, 5, 6. Ten student in each grade. The researcher 
only interviewed students starting from grade 3 because grade 
1 and grade 2 students found it difficult to provide information 
during interview. In high school, the researcher interviewed 15 
grade 1 students, 15 grade 2 students, and 15 grade 3 students. 
In addition, the researcher also conducted observations in each 
of these schools to find out the problems of learning regional 
songs. The instruments used to collect data in this study were 
interview and observation guidelines. The main questions 
asked of respondents include: 

• Do you like Indonesian traditional songs? 

• What traditional songs do you know? 

• What is the reason you like / dislike learning  traditional 
songs? 

IV. RESULTS AND DISCUSSION 

The learning media for singing traditional songs for 3rd 

grade elementary school students has been designed and made 

based on a needs analysis, and then concluded after researcher 
obtained various information, including the ineffective 

learning of traditional songs due to a lack of motivation and 

students’ interests in learning to sing traditional songs, 

therefore it requires interactive multimedia learning. 

Information gathering was done through field studies. Field 

studies were carried out by making observations at SDN. 

Cidadap 2 Bandung and SDN Sindangsono 4 in Tangerang 

Regency. As a complement, the writer also made observations 

at SMK PGRI 1 Cimahi and SMA Pasundan 2 Cimahi to 

compare the results of basic and upper level students’ 

knowledge about traditional songs. In addition, the authors 
conducted a needs analysis interview with classroom teachers 

and cultural arts teachers with the aim of obtaining 

information related to the learning process of traditional songs 

and developing multimedia learning needed by students. 

Based on the results of interviews and observations, the 
following data were obtained; Elementary school students only 
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master traditional songs from West Java which they often 
heard. This happened because the learning process for singing 
traditional songs was less effective, which is indicated by 
students who were bored, disinterested, and were noisy in the 
classroom during the teaching and learning activities. The 
classroom teacher used simple media in the form of song 
scores displayed in front of the class and sang it in front of the 
students, then students were asked to sing the song according to 
the example given by the teacher. Students were also less 
enthusiastic about singing the song they heard for the first time. 
In other elementary schools, the activity of learning to sing 
traditional songs was less effective, because classroom teachers 
were only had limited knowledge about Indonesian traditional 
songs, making it difficult to made example about the matter in 
front of students. In addition, students were less enthusiastic in 
participating in the learning process of singing traditional songs 
carried out by teachers in these schools because the learning 
strategies applied tend to use traditional or expository 
approaches, teacher centered learning, teachers never used 
interactive multimedia learning. This caused students to have 
difficulty mastering singing skills and getting to know various 
kinds of Indonesian traditional songs. Therefore, the interactive 
media "Let’s Sing Together" is needed by students. The use of 
interactive media as a learning resource other than traditional 
song collection books can have a good impact on the learning 
process and outcomes. 

This interactive media is in the form of videos recorded 
using the Android Samsung A30S and edited using a video 
editor application created by NexStreaming, namely 
KineMaster. The target users of this interactive media product 
are students in 3rd grade of elementary school. This learning 
multimedia product is packaged in an interactive Compact Disc 
(CD) that can be run on a computer. The interactive media 
production process is processed in the KineMaster and 
PixelLab applications as supporting applications. KineMaster is 
a video editor application on an Android smartphone that has 
an easy-to-use appearance and features like an editor on a 
computer, so the video editing process was not complicated. 
The production process can run smoothly, quickly, and be 
more organized because it is based on a pre-made video design 
and the readiness of the required materials according to users’ 
characteristics. The process of making interactive learning 
videos is divided into 2 main activities, namely the script 
making and product making. In script making, the first thing 
the writer did was to design a learning video, prepare basic 
vocal material, create a script as a guide in delivering the 
material, choose traditional songs, make choreography and 
choose dancers. Meanwhile, product making includes create 
the watermark, video recording, editing processes and 
rendering. 

A. Script Making Process of the Video 

The process of making a video script began with designing 
an interactive learning video. The author made a video design 
which includes an opening performance, basic vocal material 
for elementary school students, a video display of traditional 
songs accompanied by choreography, and a closing. 

The first thing the writer did after designing the video was 
to prepare basic vocal material. The said basic vocal material 
only includes body posture, articulations, breathing techniques, 
and expressions. This is because this video was made for 
elementary students, so that vocal material was adapted to the 
understanding and abilities of elementary school students [11]. 
Furthermore, the author prepared a script to convey basic vocal 
material interactively during video recording. One example of 
the process of delivering material that is carried out 
interactively is in the dialogue "to do the correct articulation 
technique, let's sing the Rainbow song together with me, just 
like what we did just now, friends". The script is prepared by 
the writer with a friendly attention and time effectiveness, 
which aims to make the material delivery process not boring 
and interesting to be noticed by the target audience. 

The next step is the selection of traditional songs. The 
writer chose five traditional songs from different provinces. 
The songs were Kampuang Nan Jauah di Mato (West 
Sumatra), Si Patokaan (North Sulawesi), Cik-cik Periuk (West 
Kalimantan), Ayo Mama (Maluku), and Tokecang (West Java). 
Apart from considering the origin of the song, the songs were 
chosen musically based on the tempo, lyrics and melody. The 
tempo of the traditional songs chosen by the researchers are 
relatively fast. This is because in this interactive learning video 
the researcher wanted to stimulate students to be interested in 
learning Indonesian traditional songs. So, choosing a song with 
a fast tempo will create an impression of enthusiasm so as to 
stimulate the enthusiasm of students in learning it. In addition, 
the selection of songs with fast tempo also supported the 
choreography function which aimed to increase students’ 
activities and interests. Next, the researchers chose the song 
based on its simple lyrics. The lyrics in those traditional songs 
only consist of 4 - 5 verses but contain a lot of repetition that 
make them easily remembered by students. The last thing the 
writer considered in choosing the songs were the melody 
aspect. The melodies in these songs tend to have 'stepping' 
intervals, not 'jumping' intervals so that they would be easily 
sung by students. 

Next is making choreography. The reason the researcher 
made a video of learning to sing traditional songs using simple 
choreography was to increase the activeness, interests, and 
enthusiasms of students in learning the traditional songs. This 
is because the aspect of movement that is entertaining in 
children's learning makes children more interested and excited 
in learning. Besides that, it can also develop students’ 
activeness, creativity, and memory [11]. The choreography is 
done by the researcher with the help of someone who is 
experienced in making choreography for choir competitions 
and such. The choreography was different for each song, 
adjusted to the rhythm of the song. The choreography basically 
coordinates the movements of the head, shoulders, hands, waist 
and legs which are were done in turn to the right and left one at 
a time but were developed in each song. The choreography in 
each song contains 3-4 concept movements that were repeated. 

The final step in making a video script is the selection of 
dancers. The researcher chose three ten-year-old elementary 
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school students as dancers in this interactive learning video. 
The researcher determined the age of the dancers to be at the 
same level as the target video audience. The target of this 
learning video was 3rd grade elementary school students, so 
dancers with ages that are not much different from 3rd grade 
elementary school students make students more interested in 
following the movement. 

B. Product Making     

The first thing the researcher did was to create a watermark 
as well as the main logo of this video for the opening and 
closing of the video. In making this watermark, researchers 
used the PixelLab application. The images contained in the 
watermark are a map of Indonesia, a symbol of musical 
notation, and two children wearing elementary school 
uniforms. The entire image is downloaded via Google and 
edited into a .png file, then put together in a circle and title. The 
watermark show in figure 1. 

  

Fig. 1. The watermark. 

After that, the author made an opening video. These frames 
consist of images, animation, and audio. The images in this 
frame are downloaded via Google while the animation is made 
by the author using the PixelLab and KineMaster applications. 
The process of editing the entire frame was done using the 
KineMaster application on Android. The next frame was the 
researcher’s opening. The opening included greeting, asking 
the students’ well-being, and introductions. Researcher’s 
opening video and Introductions in figure 2. 

 

Fig. 2. Researcher’s opening video and introductions. 

Then, there was the delivery of basic vocal material as well 
as an example of an interactive singing technique tutorial. This 
video recording process used the Android Samsung Galaxy 
A30S. The recording process was then edited by the author 
using an explanatory explanation in the form of text or images 
on the required video section. In addition, a video consisting of 
correct and incorrect examples is given, with the aim of making 
students better understand the material presented. The entire 
process of delivering the material and examples lasted for 5 
minutes. Correct and incorrect examples in figure 3. 

 

Fig. 3. Correct and incorrect examples. 

The next process is recording choreography with the 
dancers. The dance recording process was carried out after 
prior training for the dancers to master the choreography of 
each traditional song. The recording process was carried out in 
a closed room. After the recording process, the author edited 
the entire dance video using the KineMaster application. The 
researcher brought together dance videos and traditional song 
audio, and added running texts to caption the song lyrics 
underneath the dance videos. The entire section was 15 minutes 
long. The choreography is accompanied by audio and lyrics 
under the video show in figure 4. 

 

Fig. 4. The choreography is accompanied by audio and lyrics under the 

video. 

The last process of making the product was making the 
closing part of the video. The closing part of the video was 
filled with speakers who invited students to learn Indonesian 
traditional songs, because Indonesian traditional songs are very 
fun to sing and make students get to know the various ethnic 
groups and cultures in Indonesia. Then the speaker closed the 
video. 

After the overall editing process, the researcher had to 
check again. The checking was carried out internally by the 
author and then completed and converted into a smaller size 
than the original. This paper only discusses the process of 
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making interactive learning videos Bernyanyi Lagu Daerah 
Yuk carried out by the researchers. The next process, such as 
evaluation and testing of the target audience, will be carried out 
at a later date after the video design has been completed. 

V. CONCLUSION 

This interactive learning media is made based on problems 
that occur in many schools, namely students who have limited 
knowledge of Indonesian traditional songs. The design of the 
video was carried out through two main activities, namely 
making a video script and making a product. The making of a 
video script consists of the process of making a learning video 
design, determining basic vocal materials, making interactive 
dialogues to deliver the materials, selecting traditional songs, 
making choreography and selecting dancers. Meanwhile, 
product making includes video recording and editing processes. 
This interactive learning video produces a product in the form 
of an interactive learning CD with a duration of 15 minutes 
consists of an introduction, basic vocal materials, five 
traditional songs presented using choreography, audio, and 
running lyrics text, and a closing part. 

This interactive learning media is expected to be evaluated 
by experts so that it may become suggestions and input for 
writers to make improvements and development, so it can be 
used by educators as a medium in learning traditional songs for 
students, both in class and extracurricular activities. In 
addition, it can be used by students self-taught and guided by 
parents to make it easier to achieve goals and mastery of 
traditional songs. This learning media is also expected to be a 
stimulus for students to be interested in learning and singing 
Indonesian traditional songs. 

This product is still limited to a simple tutorial program and 
a collection of traditional songs. Further product development 
on interactive learning CDs can be done by developing learning 
software with other programs, for example simulation, drill & 
practice, authoware. 
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