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INTISARI

Perkembangan teknologi setiap tahunnya sangatlah pesat dan akan terus
berkembang,hampir semua orang membutuhkan teknologi yang membantu
pekerjaan sehingga terasa lebih mudah. Saat ini pembelajaran dengan sistem lama
yaitu membawa Buku cetak masing-masing, tentunya kurang menarik,
dikarenakan konten didalamnya kurang mendukung seperti gambar yang masih
terpisah dengan penjelasanya, adapun penjelasan tanpa disertai gambar yang
membuat siswa kurang meminati pelajar. berlangsung.

Dalam hal ini_dibutuhkany elajaran yang membuat siswa
hap-tahap yang di jalankan
yaitu seperti m enarik mungkin untuk
i n media interaktif

DN Perumnas
tu proses belajar

bahan ajar
aplikasi ini di
N Perumnas Con

teraktif, basis data, desktop
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ABSTRACT

Technology development every year is very rapid and will continue to
grow, Almost everyone needs technology that helps the job to make it easier.
Currently the learning with the old system is to bring each printed Book,
Certainly less interesting, because the content in it is less supportive as the image
is still separate by explanation, As for the explanation without any drawings that
make students less interested in the lessons that take place.

In this case the need for learning media that makes students enthusiastic
and easy to absorb the material, As for the stages that are run such as collecting
teaching materials, Concept design is as attractive as possible to attract students’
attention, Of course learning to use interactive media with desktop-based data
base will facilitate the process of teaching teachers.

Therefore the author makes interactive learning media map with
desktop-based database as learning materials teacher grade 5 IPS SDN
Perumnas Condongcatur. The existence of this application is expected to help the
process of teaching and learning teacher. grade 5 IPS SDN Perumnas
Condongcatur.

Keyword: Interactive, database, desktop
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