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Intisari 

Permasalahan yang diambil dalam permasalahan ini adalah perangkat 

lunak “Pengembangan Aplikasi Berbasis Multimedia Sebagai Media Promosi 

Pada PT. Harvindo Perkasa”. Yang telah dibuat dapat dijalankan dengan baik? 

Tujuan dari aplikasi ini adalah sebagai sarana promosi kepada pihak-pihak yang 

terkait untuk dijadikan mitra bisnis. 

Perancangan untuk membangun aplikasi ini meliputi perancangan struktur 

pengembangan system, perancangan naskah, perancangan menu, implementasi 

tampilan aplikasi. Program yang digunakan adalah macromedia flash untuk 

intraktifnya, adobe audition untuk sound dan adobe photoshop untuk desain. 

Pada skripsi ini, peneliti mencoba untuk menganalisa pokok-pokok 

bahasan tersebut dan hasilnya ditujukan untuk menjelaskan kinerja yang 

dilakukan PT. Harvindo Perkasa dalam melakukan tugas dibidang usahanya 

secara professional dan tepat sasaran, karena aplikasi didukung menggunakan 

interaktif multimedia sehingga pihak mitra bisnis akan mudah mengetahui apa 

yang dilakukan PT. Harvindo Perkasa tersebut dan nantinya layak tidak PT 

tersebut bekerja sama dengannya. 

 

Kata Kunci : Macromedia flash, multimedia 
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ABSTRACT 

 

Taken problems in this problems software " Development Application 

Base On Multimedia As Media Promotion at Andrie Wongso (AW) Motivation 

Training ". Which have been made can be run better? Intention of this application 

[is] as promotion medium to related to be made by business partner. 

  Scheme to making this application cover system development structure 

scheme, copy scheme, menu scheme, application appearance implementation. To 

used this program is Macromedia Flas8, Audition2.0 for the sound and 

Photoshop CS for the desain this skripsi. 

Ron this skripsi, researcher trying to analyse the discussion specifics and 

that results is addressed to explain conducted by performance Andrie Wongso 

(AW) Motivation Training in conducting its effort area duty by professional, 

because the application supported to use multimedia interaktif so that business 

partner side will easy to know what conducted by Andrie Wongso (AW) 

Motivation Training and competent or not the PT cooperate with him. 

 

keywords : Macromedia flash, multimedia 

 



13 
 

 

DAFTAR ISI 

Halaman 

HALAMAN JUDUL ................................................................................................ i 

HALAMAN PERSETUJUAN ................................................................................ ii 

HALAMAN PENGESAHAN ................................................................................ iii 

HALAMAN PERNYATAAN ............................................................................... iv 

HALAMAN MOTTO .............................................................................................. v 

HALAMAN PERSEMBAHAN ............................................................................ vi 

KATA PENGANTAR ......................................................................................... viii 

ABSTRAKSI ........................................................................................................... x 

ABSTRACT ........................................................................................................... xi 

DAFTAR ISI ......................................................................................................... xii 

DAFTAR GAMBAR ............................................................................................. xv 

DAFTAR TABEL ............................................................................................... xvii 

BAB I PENDAHULUAN ........................................................................................ 1 

1.1 Latar Belakang Masalah ................................................................................. 1 

1.2 Rumusan Masalah .......................................................................................... 2 

1.3 Batasan Masalah ............................................................................................. 2 

1.4 Maksud dan Tujuan ........................................................................................ 3 

1.5 Metode Pengumpulan Data ............................................................................ 3 

1.5.1 Metode Observasi .................................................................................... 3 

1.5.2 Metode Studi Pustaka .............................................................................. 4 

1.5.3 Metode Wawancara ................................................................................. 4 



14 
 

BAB II LANDASAN TEORI .................................................................................. 5 

2.1 Konsep Dasar Multimedia .............................................................................. 6 

2.1 Sejarah Multimedia ..................................................................................... 6 

2.2 Definisi Multimedia .................................................................................... 7 

2.2 Pengertian Promosi ......................................................................................... 8 

2.3 Elemen-Elemen Multimedia ........................................................................... 9 

2.4 Pengembangan Aplikasi Multimedia ........................................................... 12 

2.5 Fungsi Efektif Multimedia ........................................................................... 17 

2.6 Struktur Sistem Informasi Multimedia ......................................................... 18 

2.7 Sistem Perangkat Lunak Multimedia ........................................................... 21 

2.7.1 Macromedia Flash8 ............................................................................... 21 

2.7.2 Adobe Photoshop ................................................................................... 24 

2.7.3 Adobe Audition 2.0 ............................................................................... 24 

BAB III ANALISIS DAN PERANCANGAN ...................................................... 27 

3.1 Tinjauan Umum ............................................................................................ 27 

3.1.1 Sejarah Berdirinya ................................................................................. 27 

3.1.2 Profil Perusahaan ................................................................................... 28 

3.1.3 Struktur Organisasi ................................................................................ 28 

3.1.4 Visi dan Misi ......................................................................................... 30 

3.2 Promosi ......................................................................................................... 31 

3.3 Analisis Sistem Multimedia ......................................................................... 31 

3.4 Tinjauan Umum ............................................................................................ 32 

3.4.1 Analisis PIECES .................................................................................... 33 



15 
 

3.4.2 Analisis Kebutuhan Sistem .................................................................... 39 

3.4.3 Analisis Kelayakan ................................................................................ 43 

3.5 Merancang Multimedia ................................................................................ 52 

3.5.1 Merancang Konsep ................................................................................ 52 

3.5.2 Merancang Isi ........................................................................................ 53 

3.5.3 Merancang Naskah ................................................................................ 58 

3.5.4 Merancang Grafik .................................................................................. 63 

BAB IV IMPLEMENTASI DAN PEMBAHASAN ............................................. 73 

4.1 Memproduksi Sistem .................................................................................... 73 

4.1.1 Adobe Phostoshop ................................................................................. 73 

4.1.2 Adobe Audition 2.0 ............................................................................... 76 

4.1.3 Macromedia Flash8 ............................................................................... 79 

4.2 Melakukan Test Pemakaian ........................................................................ 100 

4.2.1 Testing Hardware................................................................................. 100 

4.2.2 Testing Pengguna................................................................................. 100 

4.3 Penggunaan Sistem Multimedia Interaktif ................................................. 106 

4.4 Memelihara Sistem  .................................................................................... 106 

BAB V PENUTUP ............................................................................................... 108 

5.1 Kesimpulan ................................................................................................. 108 

5.2 Saran ........................................................................................................... 109 

DAFTAR PUSTAKA 

LAMPIRAN 



16 
 

DAFTAR GAMBAR 

Halaman 

Gambar 2.1 Siklus Pengembangan Aplikasi Multimedia ...................................... 16 

Gambar 2.2 Struktur Liniear .................................................................................. 19 

Gambar 2.3 Struktur Hirarki .................................................................................. 19 

Gambar 2.4 Struktur Piramida ............................................................................... 20 

Gambar 2.5 Struktur Polar ..................................................................................... 20 

Gambar 2.6 Tampilan Macromedia Flash8 ............................................................ 22 

Gambar 2.7 Tampilan Adobe Audition 2.0 ............................................................ 26 

Gambar 3.1 Struktur Organisasi ............................................................................. 29 

Gambar 3.2 Struktur Aplikasi Multimedia Dengan struktur hirarki ...................... 55 

Gambar 3.3 Tampilan Halaman Menu Utama ....................................................... 64 

Gambar 3.4 Tampilan Halaman About .................................................................. 65 

Gambar 3.5 Tampilan Halaman Profil ................................................................... 67 

Gambar 3.6 Tampilan Halaman Portofolio ............................................................ 68 

Gambar 3.7 Tampilan Halaman AW 4 U............................................................... 69 

Gambar 3.8 Tampilan Halaman AW Shop ............................................................ 70 

Gambar 3.9Tampilan Halaman Contact ................................................................. 72 

Gambar 4.1 Tampilan Adobe Photoshop ............................................................... 75 

Gambar 4.2 Tampilan Sususnan Layer .................................................................. 76 

Gambar 4.3 Pengeditan Gambar di Photoshop ...................................................... 77 

Gambar 4.4 Tampilan Open ................................................................................... 78 

Gambar 4.5 Tampilan Adobe Audition 2.0 ............................................................ 79 



17 
 

Gambar 4.6 Tampilan Setelah lagu dipotong ......................................................... 79 

Gambar 4.7 Tampilan Amplify .............................................................................. 80 

Gambar 4.8 Tampilan Penyimpanan ...................................................................... 80 

Gambar 4.9 Tampilan Pembuka Flash ................................................................... 81 

Gambar 4.10 Mengubah ukuran stage ................................................................... 82 

Gambar 4.11 membuat movie clip “bars_mc ......................................................... 82 

Gambar 4.12 Tampilan import to library ............................................................... 83 

Gambar 4.13 Tampilan membuat symbol .............................................................. 84 

Gambar 4.14 Tampilant symbol button ................................................................. 84 

Gambar 4.15 Tampilan memasukan sound sebagai background ........................... 86 

Gambar 4.16 Tampilan cara membuat tombol ....................................................... 87 

Gambar 4.17 Script pada button profil ................................................................... 88 

Gambar 4.18 Script untuk berhenti atau memulai pada frame............................... 89 

Gambar 4.19 Script XML untuk menampilkan tampilan promo ........................... 91 

Gambar 4.20 Tampilan Publish Setting ................................................................. 95 

Gambar 4.21 gambar intro ..................................................................................... 96 

Gambar 4.22 Gambar menu utama ........................................................................ 96 

Gambar 4.23 Tampilan menu profile ..................................................................... 97 

Gambar 4.24 Tampilan menu portofolio ................................................................ 98 

Gambar 4.25 Tampilan menu AW 4 U .................................................................. 99 

Gambar 4.26 Tampilan menu Aw Shop ............................................................... 100 

Gambar 4.27 Tampilan menu contact .................................................................. 100 

 



18 
 

DAFTAR TABEL 

Halaman 

Table 3.1 Analisis Performance ( Kinerja) ............................................................ 34 

Table 3.2 Analisis Information ( Informasi) .......................................................... 35 

Table 3.3 Analisis Economic ( Ekonomi) .............................................................. 36 

Table 3.4 Analisis Control ( Pengendalian) ........................................................... 37 

Table 3.5 Analisis Efficiency ( Efisiensi) ............................................................... 38 

Table 3.6 Analisis Services ( Pelayanan) ............................................................... 39 

Table 3.7 Rincian Biaya – Manfaat........................................................................ 46 

Table 3.8 Hasil Analisis ......................................................................................... 51 

Table 3.9 Teks dan narasi aplikasi multimedia ...................................................... 58 

Table 4.1 Hasil Uji Coba Koresponden ............................................................... 102 


