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INTISARI

Ikan lele adalah ikan lele local maupun ikan lele dumbo, sudah lama dikenal
dan digeluti oleh masyarakat Indonesia, dimarna ikan lele mempunyai keuntungan
seperti berikut, tahan banting, masa pemelihraan lebih singkat, teknik pemeliharaan
cukup sederhana maka dari itu banyak segelintir masyarakat Indonesia memilih untuk
membudidayakan ikan lele karna dapat memberikan hasil ekonomis yang tinggi.

Tujuan pembuatan skripsi ini adalah untuk membantu cv catfish 89 jambi agar
dapat memberikan sosialisasi tentang pembudidayaan ikan lele menggunakan media
pembelajaran cd interaktif agar masyarakat di kabupaten batanghari, jambi dan
karyawan cv 89 catfish lebih bisa mendapatkan informasi dan pelajaran tentang
pembudidayaan ikan lele. Dan juga sebagai syarat untuk menyelesaikan program
studi strata 1 (satu) pada jurusan Sistem Informasi sekolah tinggi menejemen
informatika dan computer “ AMIKOM * Yogyakarta.

Panduan Budidayaikan lele berbasis multimedia ini mempunyai empat menu
yaitu home, materi, simulasi dan About. Aplikasi ini berisikan animasi berupa teks,
gambar, dan di lengkapi dengan suara narasi pada video, serta ada beberapa sub
menu, pembibitan, persiapankolam, pembenihan, panen. Dengan adanya aplikasi ini
diharapkan kepada cv 89 catfish agar lebih mudah untuk memberikan sosialisasi dan

pembelajaran untuk karyawan cv 89 catfish dan masyarakat Batanghari, Jambi.

Kata Kunci : Multimedia, Media pembelajaran, Budidayaikanlele

XVi



ABSTRACT

The sophistication of multimedia technology that can combine several
multimedia elements such as text , audio , images , and videos 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 a variety
of multimedia elements can be created in a container , so as to produce a lot of
information that is made simpler and more complex . One of the authoring tool used
in the creation of multimedia applications are Macromedia Flash , Adobe Photoshop ,
Adobe Audition . With these technologies , has created an app for the sake of
learning concerns about catfish farming

Over the last decade , the development of computerized technology ,
communications and multimedia applications is growing very rapidly . Construction
of a.computer application that has been integrated from a variety of media processing
resulting in a computer network as well as its delivery is no longer in the form of text
and pictures only, but it can support audio and video . The integration of various
media ( text , images , audio , and video ) into the computer is currently supporting
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

improves performance and allows a wide range of activities can be implemented
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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 the television

Application of multimedia applications on a means of learning more or
less focused on teaching and learning activities . These activities include cultivation
information catfish , from seed to harvest and handling problems. By using
interactive information technology device that can generate and display a variety of
interesting applications , then some of the media is able to describe an activity catfish
from seed to harvest as a whole though only displayed for a short time . With the
advantages of multimedia that can incorporate a variety of media to optimize the
delivery of information and learning process in detail and interactive teaching about

catfish farming from seed to harvest.

Keywords : multimedia , instructional media , catfish farming
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