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INTISARI

Kesehatan merupakan hal yang penting dalam kehidupan manusia.
Namun, dengan tingkat kesibukan yang semakin tinggi mengakibatkan
berkurangnya kesadaran untuk berolaharaga. Multimedia pembelajaran
merupakan salah satu cara untuk memb informasi, latihan, dan menjadi alat

dan membuat sebuah
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ABSTRACT

Health is an important thing in people’s lives. However, with the higher
level of business that caused a decline in awareness for exercising. Multimedia
learning is one way to provide information, training, and became a separate
appeal to increase the interest of society to return to exercise.

This paper discusses how to design and build an interactive volleyball technique
multimedia as learning media using adobe flash as one way to increase people
attraction for .doing sports,espescially volleyball. Also explained about the
process of learning many technique in volleyball.

So in the end produced an interactive volleyball technique multimedia as a
learning media will be expected to be able to improve sports attraction to
become better.

Keywords: Multimedia, spots, volleyball
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