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MOTTO 
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mencoba tanpa mengenal putus asa” 

 

“sesederhana apapun hasil yang didapat dari jerih payah sendiri, 

akan lebih baik dibanding semegah dan semewah hasil yang 

didapat dari karya orang lain” 
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rintangan hidup, itu menjadikan kita sebagai manusia yang kuat” 

 

“jangan pernah merasa khawatir dengan kesalahan, karena 
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INTISARI 

 

Kebutuhan manusia akan pendidikan semakin lama semakin meningkat. 

Peningkatan ini sejalan dengan berkembangnya kemajuan teknologi yang semakin 

canggih. Media merupakan suatu alat yang dipakai sebagai saluran (channel) 

untuk menyampaikan pesan (message) atau informasi dari suatu sumber 

(resource) kepada penerimanya (receiver) . 

Para pengajar musik dituntut agar mampu menggunakan alat-alat yang 

tersedia dan pengajar juga diharapkan untuk dapat mengembangkan ketrampilan 

membuat media pembelajaran yang akan digunakannya untuk metode 

pembelajaran Perancangan dengan Adobe Photoshop CS 3, Adobe Premiere CS 3, 

Adobe Flash CS 3, Cool Edit Pro 2.0. 

Untuk itulah ”Perancangan Media Pembelajaran Interaktif Tekhnik 

Bermain Bass” dipilih sebagai judul skripsi dimana nantinya diharapkan aplikasi 

ini mampu menyajikan informasi yang jelas dan menarik, sekaligus menjadi salah 

satu alternatif metode pembelajaran baru di dunia musik.                                                

 

 

Kata kunci : Pembelajaran Media Interaktif, Teknik Bermain Bass 
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ABSTRACT 

 

Human needs for education is more and more increasing. This increase is in line 

with the development of increasingly sophisticated technological advances. Media is a 

tool that is used as a channel (channel) to deliver the message (message) or information 

froma source (resource) to the recipient (receiver). 

The music teachers are required to be able to use the tools available and 

teachers are also expected to be able to develop skills that will make use of instructional 

media for learning methods. In the process of teaching and learning are two very 

important element is the teaching methods and teaching media. , sometimes the media 

used the manual is to deliver information that still use human resources as a teacher. 

Some of the weaknesses that are manually include the human factor itself. As a human 

being must not be separated from human nature that is less effective and efficient in the 

delivery of the learning process required by the disciples about bass playing techniques. 

Design with Adobe Photoshop CS 3, Adobe Premiere CS 3, Adobe Flash CS 3, Cool Edit 

Pro 2.0. 

This problem causes the learning process becomes a little less quality because 

of the lack of availability of facilities that could encourage the learning process. 

The main factors bass enthusiasts problems encountered after the method taught by face 

to face in developing techniques bass game is forgetting factor, and ashamed to ask the 

teacher factor. For that "Design of Learning Interactive Media Bass Playing 

Technique" is selected as the title of thesis where the latter is expected the application is 

able to present information that is clear and interesting, it's also one new alternative 

learning method in the music world. 

 

 

 

 

Keyword : Learning Interctive Media, Bass Playing Technique 
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