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INTISARI

Media interaktif kini semakin dikembangkan oleh para pengembang
software dalam dunia komputer. Pengembangan suatu media interaktif adalah
melalui perancangan aplikasi multimedia. Multimedia telah mengubah cara
manusia berinteraksi dengan komputer melalui penggunaan media teks, gambar,
audio serta animasi yang berintegrasi. Teknologi software multimedia merupakan
gabungan teks,-audio, gambar, animasi dan visual dalam suatu program aplikasi
sehingga informasi yang dihasilkan lebih banyak.

Pada skripsi- ini, peneliti mencoba untuk mendefinisikan masalah
multimedia, studi kelayakan multimedia, analisis kebutuhan sistem multimedia,
merancang konsep multimedia, merancang isi multimedia, merancang naskah
multimedia, merancang grafik multimedia, memproduksi sistem multimedia,
mengetes sistem multimedia, menggunakan sistem multimedia, dan. memelihara
sistem multimedia. Perbedaan utamanya adalah pemakai tidak diharapkan harus
melaksanakan pemeliharaan. Ini adalah tugas para spesialis dan professional.
Multimedia bukan aplikasi end user computing.

Aplikasi ini menyampaikan informasi tentang profil organisasi PERKIN,
struktur organisasi PERKIN, visi misi PERKIN, dan kegiatan PERKIN. Cara
membuat atau mendesain aplikasi multimedia sebagi media informasi profil pada
PERKIN dengan menggunakan beberapa aplikasi atau software antara lain Adobe
Flash CS3 sebagai software utama dan Adobe Audition CS3, CorelDraw X5,
Adobe Premiere Pro CS3 sebagai software pendukung. Diharapkan adanya
perbaikan kedepannya untuk mengembangkan dan menyempurnakan dalam
pembuatan multimedia interaktif yang masih sederhana ini. Diharapkan
pembuatan multimedia interaktif ini dapat menjangkau yang lebih besar lagi dan
tidak hanya masyarakat yang tinggal di daerah sekitar saja, tetapi juga seluruh
masyarakat Yogyakarta dan juga Indonesia.

Kata-kunci: media interaktif, multimedia, end user computing, PERKIN.
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ABSTRACT

Very rapid progress in information technology provides considerable
influence on various aspects of human life. The most evident influence on
fundamental changes to the way people conduct transactions, especially in the
business world. Interactive media is increasingly developed by the developers of
the software in the computer world. Development of an interactive media is
through the design of multimedia applications. Multimedia has changed the way
humans interact with computers through the use of media text, images, audio, and
animation are integrated. Promotion has been done by the Best Kingdom Kennel
only use communication media via chat and social media. Media such
information is limited to text and images. While interactive multimedia has
elements of text, audio, images, animation, and visual. So, we need a media
campaign that can penetrate the target market. Media campaign in the form of
interactive multimedia.

In this paper, researchers are trying to define the problem of multimedia,
multimedia concept planning, designing multimedia content, design a multimedia
text, multimedia graphic designing, producing multimedia systems, multimedia
systems tested, using multimedia systems, and maintaining another computer-
based systems, multimedia systems should be maintained . The main difference is
the user IS not expected to have to carry out maintenance. It is the task of
specialists and professionals. Multimedia is not the application end user
computing.

This application convey information about the profile of The Best
Kingdom Kennel, owned stud pemacakan The Best Kingdom Kennel, and sales
made The Best Kingdom Kennel. How to create or design a multimedia
application as a media profile information on The Best Kingdom Kennel by using
multiple applications or software, among others, Adobe Flash CS3 Professional
as a major software and Adobe Photoshop CS3, Adobe Premiere Pro CS3 as
supporting software. Expected future interactive multimedia production is using
the database. Interactive multimedia production is expected to reach a greater
promotion and not just the people who live in the area around the course, but also
all the people of Yogyakarta and Indonesia.

Keywords: interactive media, multimedia, media campaign, end user computing,
The Best Kingdom Kennel and society.
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