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INTISARI

PT.SIMPANG MEDIA TELEVISI adalah sebuah perusahaan yang
bergerak pada bidang industri pertelevisian lokal dengan acara yang disukai
masyarakat daerah Pati. Sesuai dengan bidangnya yang bergerak di pertelevisian,
Simpang5tv mempunyai calon klien yang ingin memasangkan iklan perusahaan
maupun usahanya di Simpang5tv.

Dalam penyampaian kepada klien Simpang5tv perlu mempresentasikan
terlebih dahulu didepan klien, sehingga klien tau pelayanan dan program -
program unggulan Simpang5tv. Untuk itu dalam penelitian ini dibuatlah sebuah
Aplikasi Media Promosi Interaktif Berbasis Multimedia Sebagai Media Promosi
untuk membantu Simpang5tv untuk promosi didepan klien .

Rancang sistem media presentasi digital dengan tambahan konten video
pelayan dan program acara yang tampil sebagai bumbu penyedap mata, kerangka
wadah informasinya yang dibuat menggunakan aplikasi berbasis flash. Di harap
bisa membantu tim marketing Simpang5tv.

Kata kunci : Multimedia, adobe flash player, media presentasi digital,
Simpang5tv.
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ABSTRACT

PT. Simpang television is a company that moves to the field of industrial
local television with events that favored local communities starch. In accordance
with its field those working in television, Simpang5tv have prospective clients who
want to pairing advertising for both firms and their business Simpang5tv.

In communicating to the client Simpang5tv need to presented beforehand
in front of clients, that clients know_ programs and services a flagship program
Simpang5tv. For it in this research and he made an application media promotion
based interactive multimedia as media promotion to help Simpang5tv for the
promotion of in front of clients.

Devise a system of digital media presentation with video content and
additional program the event of a waiter who appeared as a condiment flavoring
the eye, the framework of a container made using the application of the
information was based on flash . In the hope could help the team marketing
Simpang5tv .

Keyword : Multimedia, adobe flash player, digital media presentation,
Simpang5tv.
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