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ABSTRACT

Multimedia is the use of a computer to present and combine text, sound,
images, animation, audio and video with the tools and connections so that the user
can navigate, interact, work, and communicate. Multimedia is often used in the world
of informatics. A side from the world of informatics, multimedia also adopted by the
gaming world and also to make a website. Advances in technology make 3D
animation read more loved than merely writing a media campaign. Visual motion
animation more visually interesting-to look at then not move like writing. Animation
Pingky and Smoky-Journey Madiun City will give information about every corner of
the Madiun City and the surrounding areas. The second trip character will provide
information on each dismissal with clear and concise.

Keywords : Multimedia, 3D Animation, Journey
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