ABSTRAK

Magdalena
Draft Design Work
Book Design: Pengenalan Tokoh Wayang Golek untuk Anak

Today, the regional cultural crisis of existence in society, especially the
younger generation. Lack of provision of cultural education in the youth area is
causing this to happen. Actually already held events relating to local culture, it's just
that these events attracted about a young generation more interested in things that are
more modern. Media book design: Introduction Golek Puppet People for Children is

expected to help the younger generation to learn local cultures.
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