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MOTTO 

 

 Kadang kenyataan tidak sesuai dengan 

apa yang kita inginkan dan kegagalan 

merupakan awal dari kesuksesan, berjuang 

dan terus berjuang, semangat dan terus 

semangat, serta berusaha diiringi dengan 

do’a. 
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ABSTRACT 

 
 Media Visualisation represent congeniality of advertisement of multimedia 

in usage of in various segment aspect. Congeniality of advertisement of 

multimedia is usage of computer to present advertisement and define assortedly of 

product to in introducing to society generally. advertisement of Multimedia very 

good for which so that can have interaction, navigations, masterpiece, and 

communicate. 

 Multimedia is often used in the world of entertainment amusement, 

despitefully multimedia also be of benefit to education world and used as by 

instruction. Some elements of multimedia for example like text, voice, video and 

picture. Pursuant to benefit and its function of very important multimedia used by 

various area working. congeniality of advertisement. Is as usage of payment 

media by a seller to communicate information (idea, goods, service) or 

organization representing strong promotion appliance.  

 The advertisement there are some strategy unsure which must be applied 

to be an diffraction society product know it. Making of advertisement use various 

software for advertisement. Many software which is diffraction used to make 

advertisement. And in making of advertisement have to through some phase in 

cycle system development of multimedia. passed by phase it is define problem, 

design concept, design content, design copy, design graph, producing system, 

system test, and look after system. 

Keyword : Media Visualizing advertisement, Cycle system development of 

multimedia, Making of advertisement. 
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