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INTISARI

Banyak cara dalam penyampaian informasi dan promosi, salah satunya
dengan cara melalui penyebaran brosur atau penempelan sticker. Tetapi hal demikian
tidak efektif dan efisien, karena membuang banyak waktu, tenaga, biaya, dan
pemborosan sumber daya manusia. Versus Enemy Band belum menemukan cara
yang tepat dalam media promosi dan penyampaian informasi.

Oleh karena itu agar penyampaian informasi dan promosinya lebih mudah,
efektif, dan efisien, penulis membuat Company Profile berbasis multimedia sebagai
media informasi dan promosi Versus Enemy Band. Dimulai dari pengumpulan data,
analisis sistem, pembuatan sistem, implementasi dan pengujian sistem.

Dengan menggunakan Company Profile sebagai sarana informasi dan
promosi Versus Enemy Band, penyampaian informasi dan cara promosi akan lebih
mudabh, efektif, dan efisien karena tidak membuang banyak waktu, biaya, dan sumber

daya dalam penyampaian informasi dan promosi band.

Kata kunci : Multimedia, Company Profile
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There are many ways in the delivery of information and promotion, one of
them is by distribution of brochures or sticking sticker, but those are not effective and
efficient, because it wasting a lot of time, effort, money, and waste of human
resources. Versus Enemy Band have yet to find the right way in media promotion and
delivery of information.

Because of that, in order to make delivery of information and the promotion
can be more easily, effectively, and efficiently, the writer make Company Profile
based on multimedia as a media of information and promotion of Versus Enemy
Band. Started from the collection of data, system analysis, system creation,
implementation, and testing of the system.

By using Company Profile as a media of information and promotion of the

Versus Enemy Band, the delivery of information and the promotion will be easier,
effective, and efficient, because it doesn't waste a lot of time, money, and resources in

the delivery of information and promotion of the band.

Keywords: Multimedia, Company Profile
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