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ABSTRAK 

In the era of globalization, technology has become an innovation that 

supports individuals' daily activities. The development of globalization has 

both positive and negative impacts, especially on Indonesian culture. The 

inevitable flow of globalization has led to the influx of foreign cultures, 

which can erode the spirit of national cultural identity. In Jakarta, 

globalization particularly influences the mindset of teenagers, making 

them more interested in foreign cultures like K-Pop, while neglecting the 

nation's rich cultural heritage. The government strives to preserve 

Jakarta's culture through education and technology. This study developed 

the "Budaya Kite" application to introduce Jakarta's culture to students of 

SDN Srengseng Sawah 04 Pagi. The application was designed using the 

Multimedia Development Life Cycle (MDLC) method and received 

positive responses from students and teachers. The application effectively 

enhances students' knowledge and awareness of local culture. 

 

Keywords: Application, Betawi Culture, Multimedia Development Life 

Cycle, Android. 

 

Dalam era globalisasi, teknologi menjadi inovasi yang mendukung 

aktivitas harian individu. Perkembangan globalisasi berdampak positif dan 

negatif, terutama terhadap kebudayaan di Indonesia. Arus globalisasi yang 

tak terelakkan menyebabkan masuknya Budaya asing yang dapat mengikis 

jiwa nasionalisme Budaya lokal. Terutama di Jakarta, globalisasi 

mempengaruhi pola pikir remaja yang lebih tertarik pada Budaya asing 

seperti K-Pop, mengabaikan kekayaan Budaya nasional. Pemerintah 

berupaya melestarikan Budaya Jakarta melalui pendidikan dan teknologi. 

Studi ini mengembangkan aplikasi "Budaya Kite" untuk mengenalkan 

Budaya Jakarta kepada siswa SDN Srengseng Sawah 04 Pagi. Aplikasi ini 

dirancang menggunakan metode Multimedia Development Life Cycle 

(MDLC) dan mendapat respon positif dari siswa dan guru. Aplikasi ini 

efektif meningkatkan pengetahuan dan kesadaran Budaya lokal di 

kalangan siswa. 

 

Kata kunci: Aplikasi, Budaya Betawi, Multimedia Development Life 

Cycle, Android
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