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A Multimedia Guide to Cyprus 
Demetris Panayi 

( Summary) 

The Computer Studies department of Higher Technical Institute has assigned me 
the development of a multimedia guide to Cyprus in order to get my diploma. 
This project seemed to me very challenging and interesting. On the other hand I 
was sure from the fIrst moment that I had a lot of work to do in order to satisfy 
the requirements and conditions of the project but also I had a lot of work to do 
in order to satisfy my self and my ambitions. 

The main purpose of my work is to develop a user friendly system with easy 
navigation , good quality images - videos and sounds , with a good organised 
content and treatment. The project must deliver the expected content to the user 
in a readable form and the interface must so transparent to the user in order to 
push him focus only into the info delivery. 

The projects content must be enough to satisfy a big range of user from ages 
ranging from 10 years old. It must cover every subject that a normal Cypriot user 
wants information for. 

During the analysis and development of the project I have tried as much as I 
could in order to produce the expected output following a mixed approached. I 
have not used a clear SSADM approach but I have imported many other 
consideration that suit better a multimedia project. 
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