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INTISARI 

Tanaman karet (Havea brasiliensis) berasal dari Negara Brazil, Tanaman 
karet merupakan tanaman tahunan yang dapat tumbuh sampai umur  30 tahun dan 
tinggi dapat mencapai 15 sampai 20 meter, modal utama dari tumbuhan ini  
adalah batang  setinngi 2,5 sampai 3 meter dimana terdapat pembuluh lateks. 
Tanaman karet memiliki masa belum panen selama lima tahun (masa TMB 5 
tahun) dan sudah mulai disadap pada tahun ke enam. Secara ekonomis tanaman 
karet dapat disadap selama 15 sampai 20 tahun . 

Tujuan pembuatan skripsi ini adalah membangun sebuah aplikasi berupa 
panduan yang dapat membantu petani atau masyarakat luas dalam mempelajari 
tata cara budidaya tanaman karet dengan benar. Dan juga sebagai syarat untuk 
menyelesaikan program studi strata 1 (satu) pada jurusan Sistem Informasi 
sekolah tinggi menejemen informatika dan Komputer “AMIKOM” Yogyakarta. 

Panduan budidaya tanaman karet berbasis multimedia ini mempunyai 
empat menu yaitu home, materi, simulasi, dan about. Aplikasi ini berisikan 
animasi berupa teks, gambar dan dilengkapi backsound untuk memperjelas 
informasi tentang budidaya tanaman karet serta simulasi dari pembibitan, 
persiapan lahan, penanaman, dan panen. Dengan adanya aplikasi ini diharapkan 
para petani atau masyarakat luas lebih tertarik untuk membudidayakan tanaman 
karet. 
 
Kata kunci : multimedia, media pembelajaran, budidaya tanaman karet 
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ABSTRACT 

 
        Sophistication of multimedia technology that can incorporate multiple 
multimedia elements such as text , audio , image , and video can be used to create 
an interactive application in the delivery of information . The number of software 
or authoring tool that supports the creation of multimedia applications , lead to 
various multimedia elements can be created in a container , so as to produce a lot 
of information that is made in a simple or more complex . One of the authoring 
tool used in the creation of multimedia applications is Macromedia Flash 8 , 
Adobe Photoshop , Adobe Audition . With this technology , has created an app for 
the sake of learning concerns about how the rubber planter . 
 Over the last decade ,the development of computerized technology , 
communications and multimedia applications is growing very rapidly . 
Construction of computer applications that have been integrated from a variety of 
media processing resulting in a computer network and no longer be sending text 
and images alone , but was able to support audio and video . Integration of a 
variety of media ( text , images , audio , and video ) to the computer currently 
supports the development of information technology especially supported also by 
the development of various software that have different advantages so that the 
user can select and combine the results with each other even for the application 
can be improve performance and enable a wide range of activities can be 
implemented quickly , precisely and accurately , so as to increase productivity as 
well . And multimedia applications can also be used in various fields of education 
, business , banking , government , entertainment , and so on , so now gradually 
began to replace the role of television  
   Implementation of multimedia applications on the means learning less is 
more focused on teaching and learning activities . This activity includes 
information on how the planting of rubber , from seed to harvest and handling 
problems. By using interactive information technology devices that can generate 
and display a variety of interesting applications , then some of the media is able to 
describe the activity of the rubber planting seed to harvest overall though shown 
only in a short time . With the advantages of multimedia that can incorporate a 
variety of media to optimize the delivery of information and learning processes in 
detail and interactive teaching about rubber planting of seed to harvest. 
 
Keywords : multimedia , instructional media , rubber planting 
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