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INTISARI 

 

 

 Penelitian ini dilaksanakan di Bengkel Evolution Magelang. Tujuan 

pembuatan  media interaktif adalah untuk membantu mengkomunikasikan 

informasi serta memperjelas informasi tersebut kepada masyarakat. 

 Kemajuan ilmu pengetahuan dan teknologi yang berkembang pesat 

membuat masyarakat memasuki era teknologi modern. Demi terciptanya 

kemajuan dalam bidang informasi yang bermanfaat bagi masyarakat dan 

menunjang teknologi, maka dilakukan sebuah kebijakan dengan menggunakan 

metode-metode yang memanfaatkan teknologi informasi, diantaranya dibidang 

aplikasi multimedia sebagai media informasi kepada masyarakat. 

 Didalam aplikasi pengembangan ini di buat dalam bentuk statis, sehingga 

ketika user memakai aplikasi tersebut tidak dapat mengubah isi konten dan 

mengubah interfacenya.aplikasi ini menawarkan tampilan yang menarik, simple, 

dan interaktif serta inovatif. 

.  
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ABSTRACT 

 

The purpose of making interactive media is to assist in the evolution of 

media sales services and provide information to the right through a person who 

has the ability and status in evolution that can communicate the information. 

Research methods in use in the form of literature,  research directly in the field,  

as well as interviews with relevant resource persons.  

The results achieved are a draft profile video can visually attractive 

person in the development of the automotive community According to research 

done,  then the conclusion is during this evolution just automobile club 

community. Targeted audience will be given the information that evolution is not 

just a car but a community automotive group which forms a means to strengthen 

the cooperation relations among fellow automotive enthusiasts and owners of the 

business entered into a collaboration with another organization or private 

organizations for the benefit of the development of the organization.  

 

The development application is made in the form of static,  so that when 

the user wears the application can not change and change the content of this 

interfacenya. aplikasi offers an attractive appearance,  simple,  and interactive 

and innovative.  

This application making use of some software that is adobe flash cs 3,  adobe 

photoshop cs 3,  adobe cs 3 primire pro,  adobe after effects cs 3,  adobe 

soundboad.  
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