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ABSTRACT 

One type of traditional cultural heritage of Jawa Timur with high historical and 

philosophical value is wayang beber. However, in the current era, along with modern 

advancements and the dominance of foreign popular culture, its existence is starting to be 

forgotten by the younger generation. Therefore, cultural Reinvention efforts are required to 

revive the culture using a modern approach tailored to the characteristics of a young audience. 

One effective method is through learning media based on Augmented Reality (AR) technology, 

which can provide an interactive and immersive experience regarding local cultural values. 

The ADDIE method is utilized as the primary framework in this design, consisting of 

five stages: Analyze, Design, Develop, Implement, and Evaluate. This process is supported by 

qualitative data collection methods, including interviews and observations, as well as 

quantitative data collection through questionnaires, to determine the visual communication 

strategy and design concepts that align with the target audience's characteristics. 

The results of the data collection indicate that the younger generation shows interest in 

cultural media packaged digitally and interactively. Through the application of AR technology, 

the visuals of Wayang Beber Tawangalun can be reintroduced in an engaging, informative, and 

educational digital format. This design produces an interactive media concept that combines 

the traditional values of Wayang Beber with modern visuals, accessible via mobile devices. 

This Augmented Reality-based Wayang Beber Tawangalun reinvention media design is 

expected to serve as an educational and inspiring tool to foster a sense of cinta tanah air among 

the younger generation, while preserving the existence of local cultural heritage to remain 

relevant in the digital era. 

Keywords: Reinvention, Wayang Beber Tawangalun, augmented reality, ADDIE method 
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