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Abstract.

The implementation of this activity presents an innovative approach to promote the
sustainability of the Javanese batik industry by developing interactive batik designs
and fostering human resources in the arts and technopreneurship fields. The research
project undertaken in Mantraman Village, Pagelaran, aims to brand Mantraman Village
as a unique destination embodying Javanese Cultural Village characteristics. The
cutting-edge approach combines age-old batik techniques with the latest in digital
augmented reality technology. By doing so, it aims to boost visitor engagement
and offer a hands-on experience in the batik design process. This implementation
also focuses on fostering human resources in the arts and technopreneurship fields.
These educational activities are designed to impart both theoretical knowledge and
practical skills, empowering individuals to venture into or further develop their own
art-technopreneurial pursuits. Training programs and workshops are conducted to
develop participants’ skills and knowledge in batik design, business management,
marketing, and related technological aspects. This implementation methodology
involves conducting participatory surveys, observations, and interviews with relevant
stakeholders, as well as testing and evaluating prototypes of interactive batik design
systems. The data collected will be analyzed qualitatively and quantitatively to measure
the project’s impact on increasing public interest, improving the quality of batik products,
and developing human resources in the arts and technopreneurship fields. The results
of the implementation of this activity made a positive contribution through an inventory
of interactive batik motif designs with augmented reality technology, contributing to
the development of the batik industry in Mantraman Village, Pagelaran Village as an
iconic tourism village branding. Through these efforts, the project contributes positively
to the sustainable growth of the batik industry and cultural branding of the village.

interactive; pattern; batik; mantraman village; pagelaran.
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Pagelaran pottery industrial village is an industrial area located in the geographical
location of Malang Regency. However, amidst modernization and global competition,
the village’s batik industry faces the challenge of maintaining authenticity and relevance
in an ever-evolving world [1]-[3]. Therefore, this pilot project aims to strengthen the
identity of Mantraman village as a Javanese cultural village and promote batik as a
highly valued cultural heritage with a philosophical value [4], [5].

One of the main focuses of this activity is the development of interactive batik designs.
The use of technology can increase the attractiveness and selling value of batik. This not
only increases user engagement and satisfaction, but also creates new opportunities
in the marketing and sales of batik with the principle that batik motifs tell their own
philosophy. In addition, this development also emphasizes the development of human
resources in the field of batik art. Through human resource incubation, local communities
will be involved in training, workshops and educational activities related to batik. They
will be given knowledge and skills in the process of making batik, coloring techniques,
and product marketing. Thus, the people of Mantraman will be prepared to become
skilled and uniquely competitive entrepreneurs and batik craftsmen, ready to engage

in the world of entrepreneurship and generate sustainable income [6].

The Asset Based Community Development (ABCD) method is an approach that focuses
on groups by utilizing resources and identifying those in the group. The approach
assumes that each group has strengths and assets as the basis for positive change
and growth. This method has stages (discovery) group assets, give rise to dreams
(dream) and a shared vision of the future, designing (design) concrete activities based
on assets discovered, defined (define) roles and responsibilities in implementing plans,
and pursuing destiny (destiny) to achieve change and vision of change in the community.

In full in the following chart:

2. Data Collection

This process collects data through interviews, questionnaires, and referrals. The types
of data obtained are quantitative for practicality testing and number-based validation,

and qualitative for needs analysis and expert validators.
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Figure 1: Implementation Flow, adapted from [7]-[9].

2.2. Data Analysis

2.21. Media validation test and material validation test

Description:

V.

V.ah. : Expert validation

TSe : Total Empirical Score

TSh : Total Expected Score

ah =
TSh

TSe

x 100%

ICADECS

The decision making of the validation test is based on the achievement level criteria,

namely if the achievement level is 81% - 100% then it can be classified as very valid, 61%

- 80% is classified as valid, 41% - 60% is classified as quite valid, and if it is less than

40% then the medium is classified invalid.

2.2.2. Practicality Test

The practicality test data was obtained by filling out an assessment instrument consisting

of 10 statement items. Practicality data is analyzed by percentage using the following

formula:

DOI 10.18502/kss.v9i15.16191
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Total score obtained < 100%

Practical Value = -
M aximum total score

After the practicality percentage is obtained, the practicality level assessment criteria
is based on if the practicality value range is 86% - 100% then it is at a very practical
level, the range is 76% - 85% at the practical level, the range is 60% - 75% at the level
is quite practical, the range is 55 % — 59% is not practical, and if the practicality value

is less than 54% then it is at a very impractical level.

34. Product Visualization

The use of the latest technology to create interactive batik designs is part of the product
visualization of this project. Village visitors can participate directly in the process of
making batik through digital applications and touch screen-based technology. Through
direct interaction with this technology, visitors have the opportunity to develop their

own creativity and understand the process of making batik in more depth.
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Figure 2: Product Visualization.

The augmented reality function in the AR application of interactive batik motifs, users
can point their device’s camera at batik cloth that has certain motifs. Through image
detection, the application will recognize existing batik motifs and display additional
visual effects, such as animations, sounds, or additional information about these patterns

. For example, when the user points the camera at a batik cloth with a bird motif, the AR
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application can display birds flying around the batik motif, emit the sound of birdsong,
and provide an explanation of the symbolic meaning of birds in local culture associated
with the batik motif (Arifitama, 2020). In addition, users can also interact with batik motifs
by touching the screen. They can rotate, zoom, or move the batik motifs on the screen
of their device, so that they can observe the details of the motifs more closely and
can provide philosophical images. The batik motifs that are the focus of development
consist of: 1) Gamelan 1 Motifs, 2) Flora Spells, 3) Mantraman Today, 4) Beskalan, 5)

Gamelan 2, 6) Kentrung.

3.2. Analysis Test Results

3.21. Media Expert Validation

Based on the results of the analysis of media expert validation data on all aspects of
the assessment, an empirical score was obtained at 181 with a total expected score of
200. So that an overall average of 90.5% was obtained with a very valid achievement
level. Thus the design of interactive batik motifs as the flagship of Kampung Mantraman,
Pagelaran Village, is appropriate to be used as a medium for branding a typical Javanese

cultural village.

3.2.2. Material Expert Validation

Based on the results of the analysis of material expert validation data on all aspects of
the assessment, a total empirical score of 177 was obtained with a total expected score
of 200. So that an overall average of 88.5% was obtained which could be classified at
a very valid achievement level. Thus the material aspects of the design of interactive
batik motifs as the flagship of Kampung Mantraman, Pagelaran Village, are appropriate

to be used as media branding for a typical Javanese cultural village.

3.2.3. Practicality Test Analysis Results

Based on the results of the analysis of the results of filling out the practicality assessment
instrument, the overall average result was 90.8%. When referring to the practicality
assessment criteria, the media is at a very practical level. The results of the practicality

questionnaire analysis are presented in the following table:
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TABLE 1: Practicality Data.

ltems Practicality Score (%)

=N

88
92
92
88
88
96

N o o1 A wN

92
Average 90,8

Criteria

Very Practical
Very Practical
Very Practical
Very Practical
Very Practical
Very Practical
Very Practical

Very Practical

ICADECS

This activity successfully combined interactive batik designs with human resource incu-

bation, creating business opportunities in the arts and technology fields. Through inter-

active batik designs, the user experience is enriched with visual and audio interactions,

while human resource incubation empowers local communities to produce competitive

designs. This project is a bridge between Javanese cultural heritage and technology,

introduces Mantraman as a Javanese Cultural Village brand, and enhances economic

opportunities through art and technopreneurship. This activity is entirely through non-

APBN funding sources, State University of Malang in 2023.
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