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INTISARI

Saat ini , perkembangan teknologi terus berkembang dengan cepat dan

perkembangan teknologi tersebut dibuktikan melalui beragam media

pembelajaran salah satu nya media berbasis multimedia , dengan

adanya medi diharapkan dapat

embelajaran

is multimedia.

t lunak untuk editing suara.

ia Pembelajaran, Multimedia, Interakti
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ABSTRACT

Nowadays, the development of technology continues to evolve quickly and
the development of these technologies through a variety of instructional media

proved one of its multimedia-based i tional media, with the media is

multimedia-based | ing i a passion for learning and

education about

shop and Wavepad Sound Editor r sound

ning Media, Multimedia, Interactive
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