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5 MOTTO 

 

 

“To explore is always better than just to follow – Rene Suhardono ” 

“Life is not about finding yourself; ist about creating yourself – George 

Bernad Shaw” 

“You have to learn the rules of the game. And then you have to play better 

than anyone else. – Albert Einstein” 

“You can’t connect the dots looking forward; you can only connect them 

looking backward. So you have to trust that the dots will somehow connect in your 

future. You have to trust in something — your gut, destiny, life, karma, whatever. 

This approach has never let me down, and it has made all the difference in my life. 

– Stave Jobs” 
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3 INTISARI 

 

Semakin berkembangnya teknologi perangkat lunak dan teknologi 

informasi di era globalisasi ini, komputer bisa memenuhi kebutuhan manusia untuk 

belajar, bermain, bekerja dan berpikir. Website saat ini berkembang sebagai sarana 

promosi yang paling popular saat ini, memiliki jangkauan ruang dan waktu yang 

tak terbatas. Promosi merupakan cara yang penting untuk memenangkan 

persaingan. Selain harus menarik, promosi juga harus bisa mengedepankan isi atau 

keunggulan sebuah produk. Salah satu promosi yang kini lagi disuka pengusaha 

adalah dengan memanfaatkan teknik spin 360 photography, yaitu teknik 

menampilkan objek yang berupa gambar yang dapat dinavigasi dan berputar secara 

360 derajat.    

Spin 360 photography akan diimplementasikan pada website 

memungkinkan proses penyebaran informasi lebih mudah dimengerti dan menarik 

. Teknik ini yang akan diterapkan dan dianalisis dalam pembuatan media promosi 

sengan teknik spin 360 photography dengan interaktif web.    

Dengan analisis spin 360 photography sebagai media promosi dengan 

interaktif web diharapkan akan lebih efektif dalam penyebaran dan pemahaman 

informasi tentang produk baru. 

 

Kata Kunci : virtual spin 360, media promotion, photography 360 
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4 ABSTRACT 

 

The continued development of software technology and information 

technology in the era of globalization, the computer can meet the human need to 

learn, play, work and think. Website currently developed as a means of promotion 

of the most popular today, has a range of space and time are infinite. Promotion is 

an important way to win the competition. Apart from having to draw, promotion 

should also be able to prioritize the content or superiority of a product. One of the 

promotions that are now longer entrepreneurs preferred technique is to utilize a 

360 spin photography, which is a technique which displays an image object that 

can navigate and rotate it 360 degrees.    

360 Spin photography will be implemented on the website allows the 

dissemination of information easier to understand and interesting. This technique 

will be applied and analyzed in the making of a media campaign with a bunch of 

360 spin photography techniques with interactive web.    

With the analysis of the 360 spin photography as an interactive media 

campaign with the web is expected to be more effective in the dissemination and 

understanding of obstruction of information about the new product. 

 

Keywords : virtual spin 360, media promotion, photography 360 
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