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ABSTRACT: The role of technology in arts learning management is very significant, bringing new opportunities, challenges, and
unlimited potential. Some important points related to the role of technology in arts learning involve digital learning, innovation,
computational skills, digital-based education, and collaboration. The digital era allows students and teachers to communicate and
interact efficiently, creating a more interactive and inclusive learning environment. The development of innovative art learning
models using technology, such as audiovisual media, has a high potential for exploring knowledge. Computational skills become
important in the digital era, including understanding technology and communication. The concept of digital-based education,
including the use of technology in music learning, brings transformation in education. Collaboration between students and teachers
is enhanced through technology, creating a learning environment rich in interaction and collaboration. Overall, technology plays an
important role in arts learning management, providing a variety of opportunities and challenges that encompass aspects of education
such as communication, innovation, and collaboration.

KEYWORDS: Arts learning, technology, innovation, digital learning, collaboration.

INTRODUCTION

Traditionally, the use of arts learning management, especially processes of learning in the villages, analyzing children's art learning
process has been done psychologically, freely, and creatively (Karja, 2019; Karja, 2023). However, in the era of globalization and
advances in information technology, art education is undergoing a significant transformation through the use of art learning
management technology. Integrating technology in the context of arts learning does not only include conventional approaches but
also reflects an evolution in learning methods, strategies, and approaches. Digital learning is a system that uses information
technology to support the learning process. According to Williams (1999), digital learning provides various possible learning design
scenarios, where students and teachers can interact and learn efficiently. The use of technology in the form of digital learning has
opened the door to accessing arts education resources more dynamically and interactively. Through digital platforms, students can
access various learning materials, creative assignments, and sources of inspiration from around the world. Digital learning also
allows the use of multimedia, such as images, videos, and simulations, to improve understanding of art concepts. Digital learning is
a learning process that makes innovative use of digital tools and technology during teaching and learning activities, often referred
to as technology Learning (TEL) or e-learning. Through the exploration of digital technology, educators have the opportunity to
design more interesting learning experiences, which can be implemented both in face-to-face learning and entirely in online formats.

According to Muhammad Aji Daffa (2023) Along with technological advances, arts and culture education has also experienced a
significant transformation (Arts learning management technology encourages innovation in teaching and learning approaches.
Teachers can combine creative apps and software to design learning experiences that engage and motivate students. This innovation
opens up opportunities for deeper exploration of art, develops creativity, and stimulates students' imaginations. With increasingly
advanced developments, increasing dependence on the use of computing technology in everyday life (Yuliana Ardiyanti, 2018).
The use of technology in arts learning not only contributes to the development of artistic skills but also improves students'
computational skills. An understanding of design software, image processing, and creative applications is an integral part of today's
digital literacy, equipping students with relevant skills in the digital era. Digital learning is a form of information technology that is
applied in the field of education in the form of cyberspace or can also be called learningE-learning, (Bambang Sucipto and Kustandi,
2011) The concept of digital-based education in arts learning management creates a flexible and open learning environment.
Through online platforms, students can access learning materials anytime and anywhere, enabling independent learning that is
tailored to each student's needs.

The use of arts learning management technology also encourages collaboration between students, teachers, and even the global artist
community. This collaboration can occur through joint art projects, online discussions, or the exchange of ideas via digital platforms,
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creating a broad and supportive learning network. By utilizing the potential of technology in arts learning management, education
can become more inclusive, interactive, and relevant to the demands of the times. This not only provides new insights into
understanding art but also forms a generation that is ready to face future challenges with the necessary skills.

METHODOLOGY

The most appropriate research method to explore this article is the qualitative research method. The article examines the impact of
social media on social interaction and information processing, requiring a more in-depth and descriptive approach. The qualitative
approach allows the exploration of concepts in research problems and highlights the research process based on a theoretical basis
that is strengthened by facts in the field. Qualitative research methods can use various data collection techniques, such as narrative,
phenomenology, grounded theory, ethnography, document study, observation, interviews, and case studies. Thus, qualitative
methods can provide deeper insight into the influence of social media on social interaction and information processing.

RESULTS AND DISCUSSION

Learning is considered an important pillar in advancing a nation's competitiveness, and therefore, improving the quality of the
education sector is imperative. This fact reveals that gaps in the quality of education are the main factor that needs to be considered
to improve the overall quality of education. This quality gap does not only come from limited facilities and infrastructure, and
limited human resources, but also from a curriculum that is not yet fully ready to face the future. Therefore, the establishment and
development of information and communication technology in learning not only follows global trends but is also a strategic step to
increase the accessibility and quality of educational services to the community, both now and in the future.

The use of information and communication technology in learning must be directed at establishing an integrated education system
capable of building an independent, dynamic, and advanced nation. To achieve this, all components of human resources need to
prepare themselves not only in terms of thinking but also in behavioral orientation, attitudes, and value systems that support the
development of information and communication technology. This entire process is the key to success in forming a society that is
adaptive to technological change and can optimize educational potential for the progress of the nation as a whole.

The introduction of Arts Learning Management Technology (TMS) is one of the important innovations in arts and culture education
that plays a key role in supporting the preservation of cultural heritage and skills-based arts education. TMS allows organizing,
managing, and accessing information about learning, as well as facilitating communication between teachers, students, and other
stakeholders

The following are some important points in introducing TMS. Technology makes it possible to create digital copies of historical
artifacts with high precision, which is beneficial in preservation efforts and the use of 3D technology to prevent damage. Three-
dimensional scanning technology enables the conservation and digitization of valuable works of art that have existed for as long as
possible. TMS supports learning in distance education, which is of relevance to the view of inclusive education and adaptive
learning. For example, learning management for music arts education subjects at Kanisius Muntilan Middle School, Magelang
Regency uses learning management technology to optimize the learning process. (Thesis: Sugeng Wiyono, 2013). Learning
management technology also supports the development of learning design, which involves understanding learning and learning
theories, as well as the use of technology in the design and development of learning systems.

In the context of arts education, the use of TMS is very important to develop student potential, uphold creativity, and preserve
cultural heritage for the future. By using technology wisely, we can form a society that is more appreciative of arts and culture, and
open to progress in the fields of arts and culture. Utilization of Arts Learning Management Technology Effective use of digital
learning can be the key to increasing the productivity of learning activities. Teachers or educators can achieve this by integrating
the basics of using digital learning. One effective approach is to link digital learning with offline learning. When students can
connect material learned in class with material obtained online through digital learning, this can increase their understanding of
engineering concepts more easily. The relationships formed turn digital learning into a relevant and rewarding experience.

Next, it is important to understand and master the practical application of the knowledge gained. Learning that is only based on
theories without practical application can be boring and less productive. By integrating real-life demonstrations, scenarios, and
artificial simulations into digital learning, students can understand and apply their knowledge more effectively. This approach
provides a thorough understanding of a particular material. Effective digital learning also requires continuous feedback and analysis
of progress. By using assessments and tests, students can assess their knowledge and measure their progress. Digital learning
platforms also provide opportunities for learners to provide feedback, suggestions, or complaints, which helps improve the platform
as a whole. The existence of this ecosystem provides long-term benefits because digital learning platforms gradually adapt to more
specific student needs.

Social engagement (social engagement) is one of the main advantages of using digital learning platforms. Students can socialize,
collaborate, and interact with fellow students on online platforms. They can work together, gather learning resources collaboratively,
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and achieve learning goals together. This social engagement can be enhanced through interactive features that allow students to
engage in group learning with higher intensity. Learning through a blended approach (mixed approach) shows positive results in
improving students' knowledge retention and learning skills. Blended learning programs, which combine digital learning with other
learning media such as videos, podcasts, and multimedia, can increase learning outcomes. This media integration can provide variety
and enrichment to digital learning, giving students a more holistic and in-depth learning experience.

According to Kenji Kitao (1998), there are at least three potentials or functions of digital learning that can be utilized in everyday
life. These functions include the role of digital learning as a communication tool, information access tool, and educational tool.
Kitao explains in more detail about these potentials as follows: Potential Communication Tools1, Information Access Potential2,
Education and Learning Potential3. Variety of Arts Learning Management Technologies. Mabile Learning or M-learning is a form
of learning delivered or supported by mobile technology, such as smartphones (Traxler, 2007). This concept allows students to learn
anytime and anywhere, as long as they have their mobile devices with them. Traxler (2007) identified six categories of mobile
learning, ranging from technology-driven mobile learning to remote mobile learning. Mobile, wireless, and handheld technologies
are used in a variety of contexts, such as academic settings, connected learning classes, and supporting mobile training. Mobile
learning is also developing in informal, personalized, and conditioned contexts, where mobile devices are enhanced with additional
functions to provide a richer learning experience.

Along with the development of computer and mobile technology, the mobility of technology, students, and learning has become an
important basis for M-learning (EI-Hussein & Cronje, 2010). The use of mobile learning is increasing in various sectors, including
schools, higher education institutions, and workplaces. Mobile technology companies and educational institutions are exploring how
to leverage mobile devices to improve productivity and curriculum design. In this context, it is necessary to develop digital content
that supports mobile technology devices, such as smartphones and tablets, to meet the needs of students (Ting, 2005). YouTube
videos, as a form of content that is easily accessible via mobile devices, can be a solution to support mobile learning.

" Mobile
Learning

Figure 1. Principles of Mobile Learning
(source: https://classroom-aid.com/2012/11/26/mobile-learning-is-aboutself-actuated-personalization/)

Based on the illustration above, the principles of mobile learning (smartphone-based learning) can be described as follows.
These principles include personalization of access, use of metrics for measurement and evaluation, utilization of cloud technology
for data storage and access, transparency or open nature in information access, game-based approach to increase engagement,
asynchronous nature that allows indirect learning, focus on actualization learners, prioritizing individual differences, curative
nature by overcoming obstacles, blending mode that integrates various learning methods, always-on characteristics that allow
endless access, and authentic nature to guarantee the authenticity of the learning experience.

Game-based learning(Games Based Learning), globally, in 2013, the video game market approached a value of 93 billion dollars
(Gartner, 2013). As digital gaming has become a common phenomenon throughout the world, there has been growing interest in
utilizing digital gaming for educational purposes. Games-Based Learning (GBL) focuses on using games as learning tools, not just
for entertainment. For those involved in GBL, a primary focus is identifying contexts and conditions that support the integration
of digital games in learning environments, both formal and informal. Educational experts recognize several features of games that
enable them to be used as learning tools, including active learner participation, motivational appeal, real-world experience,
provision of context, significant feedback on learner performance, interactivity, learner-oriented, and authentic learning. (just-in-
time learning). The use of games in the learning context is relevant to various research and views from experts such as Dickey
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(2005), Prensky (2003), Arena and Schwartz (2013), Gee (2003), Shute (2011), Squire (2008), Gee (2003), 2005), and Shaffer
(2006) who highlight various positive aspects ofGames-Based Learning.
The GBL cycle can be explained through the following illustration:

Game Based Learning — The Cycle
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Figure 2. Cycle of Game-Based Learning
(source:http://InteractiveLearning/building-learning-games-using-rapid-interactivity)

The GBL cycle can be divided into three main components, namely Process, Input, and Output. Input consists of two
elements, namely the instructional content in the game being designed and the game characteristics that correspond to the content.
Meanwhile, the process involves assessment or judgment, feedback, behavior expected from students when involved in the game,
and discussion sessions. The final component is Output, which includes the expected results after students undergo learning activities
using GBL.3. “Cloud” Based Electronic Learning or Cloud.

The concept of cloud computing or Cloud Computing is currently becoming very popular, where this model allows the joint
use of resources such as networks, servers, storage media, applications, and services (Mell & Grance, 2011). The advent of cloud
computing resulted in changes in software distribution, allowing users to run word processing applications, for example, through a
web browser.

Cloud
Computing

Croup COMPUTING SERVICES:

Figure 3.Cloud Computing Service
(source: https://www.startupgrind.com)

As seen in the illustration above, cloud computing is generally divided into three basic services, namely software as a service
(SaaS), platform as a service (PaaS), dan infrastructure as a service (laaS). Software as a service allows users to directly use the
application or software that has been provided without the need to manage the infrastructure behind it. For example, Google Drive
provides online file, document, presentation, form, and spreadsheet storage services. Other services, such as Microsoft, present
similar options through Office 365 and Microsoft One Drive. In addition, for those who need image or video processing, Adobe
provides the Adobe Suite application which can be accessed via Adobe Creative Cloud. Thus, cloud computing makes it easier for
users to access and use these applications without having to think about the complexity of managing infrastructure behind the
scenes.

Social media is a very familiar element in everyday life, where every day we routinely use this platform to interact with friends,
family, and even between students and teachers. The ease and speed of conveying information make social media an efficient means
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of interaction. Playing on social media, such as Twitter, Facebook, and Instagram, is included in our daily habits. The existence of
various social media provider sites allows various types of interaction, from sharing photos on Instagram to communicating via
various chat applications such as Facebook Chat, Line, WhatsApp, Yahoo Messenger, zoom, Google Meet, and Skype. The use of
social media is not limited to playing games, viewing friends' photos, or commenting on statuses. Social media is an online platform
where users can participate, share, and create content such as blogs, social networks, wikis, forums, and virtual worlds. Through
social media, users can easily communicate, send letters, or even make video calls without having to go through conventional
processes such as post boxes. An illustration of social media users per month shows that in 2019, Facebook, with more than 2
billion monthly users, hosted more than a quarter of the world's population, making it the largest social media platform compared
to others.
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Figure 4 Social Media User Data Per Month in 2019
(source:https://www.bigcommerce.com)

The emergence of social media in recent decades has changed the way we interact and process the information around us.
The use of social media is increasing along with the popularity of mobile devices that support social media applications. Social
media is an application of Web 2.0, which is defined as a collection of internet-based applications that form the ideological and
technological foundation of Web 2.0, enabling the creation and exchange of user content. A variety of social media technologies
support a variety of activities, including audio, video, text, and images, with different functional capabilities. Examples of social
media technology involve activities such as creating a profile, publishing, creating, posting, commenting, tagging, and sharing.
Some of them are designed for sharing experiences such as blogging, while others are aimed at collaboration and social networking
such as Wikis and social networking sites. Facebook, Twitter, Delicious, Blogger, and YouTube are examples of social media
technologies that have penetrated schools, higher education, and the workplace. By utilizing social media for digital learning, the
function of social media can be applied positively as a medium for socializing.

CONCLUSION

Use of Arts Learning Management Technology shows that the use of technology in arts learning management has a significant
impact. Some of the main points emphasized in this journal involve the use of technology in digital learning, innovation,
computational skills, digital-based education, and collaboration. The use of digital technology in arts learning, such as digital
learning and Enhanced Learning (TEL), provides dynamic and interactive access to arts education resources. Digital media, such as
images, videos, and simulations, enhance understanding of art concepts. Arts learning management technology drives innovation in
teaching and learning methods. The integration of creative applications and software enables the development of students' creativity
and imagination. The use of technology in arts learning not only contributes to the development of artistic skills but also improves
students' computational skills. An understanding of design software and creative applications is an integral part of digital literacy.
The concept of digital-based education creates a flexible and open learning environment. Students can access learning materials
independently through online platforms, supporting learning tailored to each student's needs. The use of technology increases
collaboration between students and teachers. Joint art projects, online discussions, and the exchange of ideas via digital platforms
create a learning environment rich in interaction and collaboration. Overall, technology plays an important role in arts learning
management, providing various opportunities and challenges that include educational aspects such as communication, innovation,
and collaboration. Through the use of this technology, arts education can become more inclusive, interactive, and relevant to the
demands of the times, forming a generation that is ready to face the future with the necessary skills.

SUGGESTION

In the journal "Use of Arts Learning Management Technology," there are several suggestions that can be implemented to enrich the
arts learning experience through technology integration. First, further emphasis is needed on developing students' computational
skills in the arts, which can be realized through additional programs and training. Another suggestion is to encourage further research
to explore the impact of technology in arts learning with collaboration between institutions or across disciplines. Integrating the
latest creative applications and developing innovative learning models is also a focus, accompanied by training programs for teachers
to utilize technology effectively in arts teaching. Closer collaboration between students, teachers, and the artist community through
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technology is proposed to support a broader exchange of ideas and learning experiences. In addition, there is a need to develop
digital learning platforms that are more interactive and inclusive as well as ongoing evaluation of the impact of using technology in
arts learning for improvement and refinement in the future. By implementing these suggestions, it is hoped that arts education can
be more dynamic, innovative, and relevant to the demands of the times.
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