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INTISARI 

 

Abankireng Photography merupakan perusahaan yang bergerak dibidang 

jasa fotografi. Dimana selalu dituntut untuk professional memberikan pelayanan 

yang prima kepada konsumen agar tercapai visi dan misi perusahaan. 

Dalam memberikan jasa potograsi, Abankireng Photography masih 

menemui berbagai kendala untuk menyiapkan tenaga-tenaga fotografi yang 

handal, untuk itu dalam penelitian ini dibuatlah sebuah aplikasi pembelajaran 

fotografi lensa fix dengan lensa standar berbasis multimedia untuk memberikan 

pengetahuan bagi karyawan Abankireng Photography. 

Rancang bangun system pembelajaraan fotografi lensa fix dan lensa 

standart berbasis multimedia ini menggunakan software adobe flash player yang 

diharapkan mampu memberikan pengetahuan kepada karyawan tanpa harus 

melalui jenjang pendidikan formal dalam dunia fotografi. 

 

Kata Kunci : Multimedia, adobe flash player, pembelajaran fotografi lensa fix 
dan lensa standart.  
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ABSTRACT 

 

Abankireng Photography is a company engaged in the service of 

photography . Where are always required to professionally provide excellent 

service to customers in order to achieve the vision and mission of the company . 

In providing services potograsi , Photography Abankireng various 

constraints to prepare personnel reliable photography , for it is in this study made 

an application of learning photography prime lens with a standard lens -based 

multimedia to provide knowledge for employees Abankireng Photography . 

The design of the system of learning photography standard fixed lens and 

lens -based multimedia using software adobe flash player that is expected to 

provide knowledge to employees without having to go through formal education 

in photography . 

 

 

Keywords : Multimedia , adobe flash player , learning photography standard 

fixed lens and lens . 
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