
INTRODUCTION TO MULTIMEDIA

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Drawing, Painting and Printmaking

 Define and explain the Line Art

 Define and explain the Etching

 Define and explain the Illustration

 Define and explain the Symbols

 Define and explain the Geometric design

 Define and explain the Engineering drawings and Computer graphics

 Define and explain the Web graphics

 Define and explain the Graphics in Political, Education, Film and animation and education

Definition/Overview:

Graphics: Graphics are visual presentations on some surface, such as a wall, canvas,

computer screen, paper, or stone to brand, inform, illustrate, or entertain. Examples are

photographs, drawings, Line Art, graphs, diagrams, typography, numbers, symbols,

geometric designs, maps, engineering drawings, or other images. Graphics often combine

text, illustration, and color. Graphic design may consist of the deliberate selection, creation,

or arrangement of typography alone, as in a brochure, flier, poster, web site, or book without

any other element. Clarity or effective communication may be the objective, association with

other cultural elements may be sought, or merely, the creation of a distinctive style.

Graphics can be functional or artistic. The latter can be a recorded version, such as a

photograph, or an interpretation by a scientist to highlight essential features, or an artist, in

which case the distinction with imaginary graphics may become blurred.

Key Points:

1. Overview

The earliest graphics known to anthropologists studying prehistoric periods are cave

paintings and markings on boulders, bone, ivory, and antlers, which were created during the
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Upper Palaeolithic period from 40,00010,000 B.C. or earlier. Many of these were found to

record astronomical, seasonal, and chronological details. Some of the earliest graphics and

drawings known to the modern world, from almost 6,000 years ago, are that of engraved

stone tablets and ceramic cylinder seals, marking the beginning of the historic periods and the

keeping of records for accounting and inventory purposes. Records from Egypt predate these

and papyrus was used by the Egyptians as a material on which to plan the building of

pyramids; they also used slabs of limestone and wood. From 600250 BC, the Greeks played a

major role in geometry. They used graphics to represent their mathematical theories such as

the Circle Theorem and the Pythagorean theorem.

2. Drawing

Drawing generally involves making marks on a surface by applying pressure from a tool, or

moving a tool across a surface. Common tools are graphite pencils, pen and ink, inked

brushes, wax color pencils, crayons, charcoals, pastels, and markers. Digital tools which

simulate the effects of these are also used. The main techniques used in drawing are line

drawing, hatching, crosshatching, random hatching, scribbling, stippling, blending, and

shading.

Drawing is generally considered distinct from painting, in which colored pigments are

suspended in a liquid medium and are usually applied with a brush. Notable great drawers

include Sir Michael Ash and Leonardo da Vinci.

Many people choose drawing as a main art style, or they may use it to sketch out paintings,

sculptures and other styles of art.

3. Painting

In the Middle Ages and Post Modern Ages, feet were very distorted; for example, people on a

castle wall appeared disproportionately large because they were the painting's focus. Later,

realism and perspective became more important, characterized by the technique of looking

through a wire mesh to precisely copy dimensions onto a corresponding grid drawn on

canvas. During the Renaissance, artists took a non-mathematical approach to drawing. Giotto

di Bondone and Duccio di Buoninsegna made great advancements in perspective drawing,
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using symmetry, converging lines and foreshortening. Many renaissance painters also used

frescopainting directly onto wallsa technique which finds its prototype in cave and rock art.

Graphics of this kind, from 3040,000 years ago, have survived in Australia and France. A

modern day equivalent is the mural.

4. Printmaking

Printmaking originated in China after paper was invented (about A.D. 105). Relief printing

first flourished in Europe in the 15th century, when the process of papermaking was imported

from the East. Since that time, relief printing has been augmented by the various techniques

described earlier, and printmaking has continued to be practiced as one of the fine arts.

5. Line Art

Line art is any image that consists of distinct straight and curved lines placed against a

(usually plain) background, without gradations in shade (darkness) or hue (color) to represent

two-dimensional or three-dimensional objects. Line art is usually monochromatic, although

lines may be of different colors.

6. Etching

Etching is an intaglio method of printmaking in which the image is incised into the surface of

a metal plate using an acid. The acid eats the metal, leaving behind roughened areas, or, if the

surface exposed to the acid is very thin, burning a line into the plate. The process is believed

to have been invented by Daniel Hopfer of Augsburg, Germany, who decorated armour in

this way, and applied the method to printmaking.

Etching is also a preliminary step in lithography. The Dutch artist M. C. Escher mastered the

technique to perfection, specialising in etchings of impossible structures and oriental

interlocking designs.

Etching is also used in the manufacturing of printed circuit boards and semiconductor

devices.
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7. Illustration

An illustration is a visualisation such as a drawing, painting, photograph or other work of art

that stresses subject more than form. The aim of an illustration is to elucidate or decorate a

story, poem or piece of textual information (such as a newspaper article), traditionally by

providing a visual representation of something described in the text. The editorial cartoon,

also known as a political cartoon, is an illustration containing a political or social message.

Illustrations can be used to display a wide range of subject matter and serve a variety of

functions, such as:

 giving faces to characters in a story

 displaying a number of examples of an item described in an academic textbook (e.g. A

Typology)

 visualising step-wise sets of instructions in a technical manual

 communicating subtle thematic tone in a narrative

 linking brands to the ideas of human expression, individuality and creativity

 making a reader laugh or smile

 for fun (to make laugh) funny

8. Graphs

A graph or chart is a type of information graphic that represents tabular, numeric data. Charts

are often used to make it easier to understand large quantities of data and the relationships

between different parts of the data.

9. Diagrams

A diagram is a simplified and structured visual representation of concepts, ideas,

constructions, relations, statistical data, etc, used to visualize and clarify the topic.

10. Symbols

A symbol, in its basic sense, is a conventional representation of a concept or quantity; i.e., an

idea, object, concept, quality, etc. In more psychological and philosophical terms, all
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concepts are symbolic in nature, and representations for these concepts are simply token

artifacts that are allegorical to (but do not directly codify) a symbolic meaning, or symbolism.

11. Geometric design

11.1 Maps

A map is a simplified depiction of a space, a navigational aid which highlights

relations between objects within that space. Usually, a map is a two-dimensional,

geometrically accurate representation of a three-dimensional space.

One of the first 'modern' maps was made by Waldseemller.

11.2 Photography

One difference between photography and other forms of graphics is that a

photographer, in principle, just records a single moment in reality, with seemingly no

interpretation. However, a photographer can choose the field of view and angle, and

may also use other techniques, such as various lenses to distort the view or filters to

change the colours. In recent times, digital photography has opened the way to an

infinite number of fast, but strong, manipulations. Even in the early days of

photography, there was controversy over photographs of enacted scenes that were

presented as 'real life' (especially in war photography, where it can be very difficult to

record the original events). Shifting the viewer's eyes ever so slightly with simple

pinpricks in the negative could have a dramatic effect.

The choice of the field of view can have a strong effect, effectively 'censoring out'

other parts of the scene, accomplished by cropping them out or simply not including

them in the photograph. This even touches on the philosophical question of what

reality is. The human brain processes information based on previous experience,

making us see what we want to see or what we were taught to see. Photography does

the same, although the photographer interprets the scene for their viewer.
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12. Engineering drawings

An engineering drawing is a type of drawing that is technical in nature, used to fully and

clearly define requirements for engineered items. It is usually created in accordance with

standardized conventions for layout, nomenclature, interpretation, appearance (such as

typefaces and line styles), size, etc.

13. Computer graphics

There are two types of computer graphics: raster graphics, where each pixel is separately

defined (as in a digital photograph), and vector graphics, where mathematical formulas are

used to draw lines and shapes, which are then interpreted at the viewer's end to produce the

graphic. Using vectors results in infinitely sharp graphics and often smaller files, but, when

complex, vectors take time to render and may have larger filesizes than a raster equivalent.

In 1950, the first computer-driven display was attached to MIT's Whirlwind I computer to

generate simple pictures. This was followed by MIT's TX-0 and TX-2, interactive computing

which increased interest in computer graphics during the late 1950s. In 1962, Ivan Sutherland

invented Sketchpad, an innovative program that influenced alternative forms of interaction

with computers.

In the mid-1960s, large computer graphics research projects were begun at MIT, General

Motors, Bell Labs, and Lockheed Corporation. D. T. Ross of MIT developed an advanced

compiler language for graphics programming. S.A.Coons, also at MIT, and J. C. Ferguson at

Boeing, began work in sculptured surfaces. GM developed their DAC-1 system, and other

companies, such as Douglas, Lockheed, and McDonnell, also made significant developments.

In 1968, ray tracing was invented by Apple

During the late 1970s, personal computers became more powerful, capable of drawing both

basic and complex shapes and designs. In the 1980s, artists and graphic designers began to

see the personal computer, particularly the Commodore Amiga and Macintosh, as a serious

design tool, one that could save time and draw more accurately than other methods. 3D

computer graphics became possible in the late 1980s with the powerful SGI computers,

which were later used to create some of the first fully computer-generated short films at
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Pixar. The Macintosh remains one of the most popular tools for computer graphics in graphic

design studios and businesses.

Modern computer systems, dating from the 1980s and onwards, often use a graphical user

interface (GUI) to present data and information with symbols, icons and pictures, rather than

text. Graphics are one of the five key elements of multimedia technology.

3D graphics became more popular in the 1990s in gaming, multimedia and animation. In

1996, Quake, one of the first fully 3D games, was released. In 1995, Toy Story, the first full-

length computer-generated animation film, was released in cinemas worldwide. Since then,

computer graphics have become more accurate and detailed, due to more advanced

computers and better 3D modelling software applications, such as Cinema 4D.

Another use of computer graphics is screensavers, originally intended to preventing the

layout of much-used GUIs from 'burning into' the computer screen. They have since evolved

into true pieces of art, their practical purpose obsolete; modern screens are not susceptible to

such burn in artifacts.

14. Web graphics

In the 1990s, Internet speeds increased, and Internet browsers capable of viewing images

were released, the first being Mosaic. Websites began to use the GIF format to display small

graphics, such as banners, advertisements and navigation buttons, on web pages. Modern web

browsers can now display JPEG, PNG and increasingly, SVG images in addition to GIFs on

web pages. SVG, and to some extent VML, support in some modern web browsers have

made it possible to display vector graphics that are clear at any size. Plugins expand the web

browser functions to display animated, interactive and 3-D graphics contained within file

formats such as SWF and X3D.

Modern web graphics can be made with software such as Adobe Photoshop, the GIMP, or

Corel Paint Shop Pro. Users of Microsoft Windows have MS Paint, which many find to be

lacking in features.
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Numerous platforms and websites have been created to cater to web graphics artists and to

host their communities. A growing number of people use create internet forum

signaturesgenerally appearing after a user's postand other digital artwork, such as photo

manipulations and large graphics.

15. Use

Graphics are visual elements often used to point readers and viewers to particular

information. They are also used to supplement text in an effort to aid readers in their

understanding of a particular concept or make the concept more clear or interesting. Popular

magazines, such as TIME, Wired and Newsweek, usually contain graphic material in

abundance to attract readers, unlike the majority of scholarly journals. In computing, they are

used to create a graphical interface for the user; and graphics are one of the five key elements

of multimedia technology. Graphics are among the primary ways of advertising the sale of

goods or services.

16. Graphics in Business

Graphics are commonly used in business and economics to create financial charts and tables.

The term Business Graphics came into use in the late 1970s, when personal computers

became capable of drawing graphs and charts instead of using a tabular format. Business

Graphics can be used to highlight changes over a period of time.

17. Advertising

Advertising is one of the most profitable uses of graphics; artists often do advertising work or

take advertising potential into account when creating art, to increase the chances of selling

the artwork.

18. Graphics in Political

The use of graphics for overtly political purposescartoons, graffiti, poster art, flag design,

etcis a centuries old practice which thrives today in every part of the world. The Northern

Irish murals are one such example.
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19. Graphics in Education

Graphics are heavily used in textbooks, especially those concerning subjects such as

geography, science and mathematics, in order to illustrate theories and concepts, such as the

human anatomy. Diagrams are also used to label photographs and pictures.

Educational animation is an important emerging field of graphics. Animated graphics have

obvious advantages over static graphics when explaining subject matter that changes over

time.

The Oxford Illustrated Dictionary uses graphics and technical illustrations to make reading

material more interesting and easier to understand. In an encyclopedia, graphics are used to

illustrate concepts and show examples of the particular topic being discussed.

In order for a graphic to function effectively as an educational aid, the learner must be able to

interpret it successfully. This interpretative capacity is one aspect of graphicacy.

20. Graphics in Film and animation

Computer graphics are often used in the majority of new feature films, especially those with a

large budget. Films that heavily use computer graphics include Lord of the Rings trilogy, the

Harry Potter films, Spider-Man and War of the Worlds.

21. Graphics education

The majority of schools, colleges and universities around the world educate students on the

subject of graphics and art.

The subject is taught in a broad variety of ways, each course teaching its own distinctive

balance of craft skills and intellectual response to the client's needs.

Some graphics courses prioritize traditional craft skillsdrawing, printmaking and

typographyover modern craft skills. Other courses may place an emphasis on teaching digital

craft skills. Still other courses may downplay the crafts entirely, concentrating on training

students to generate novel intellectual responses that engage with the brief. Despite these

apparent differences in training and curriculum, the staff and students on any of these courses

will generally consider themselves to be graphic designers.
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The typical pedagogy of a graphic design (or graphic communication, visual communication,

graphic arts or any number of synonymous course titles) will be broadly based on the

teaching models developed in the Bauhaus school in Germany or VKhUTEMAS in Soviet

Russia. The teaching model will tend to expose students to a variety of craft skills (currently

everything from drawing to motion capture), combined with an effort to engage the student

with the world of visual culture.

Topic : Importing And Exporting Graphics

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the Techniques

Definition/Overview:

Animation is the rapid display of a sequence of images of 2-D or 3-D artwork or model

positions in order to create an illusion of movement. It is an optical illusion of motion due to

the phenomenon of persistence of vision, and can be created and demonstrated in a number of

ways. The most common method of presenting animation is as a motion picture or video

program, although several other forms of presenting animation also exist.

Animation can sometimes refer to a way of activating a community, i.e. 'animating' the users.

This means actions which encourages users to interact with a given service and is connected

to moderation.
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Key Points:

1. Overview

Early examples of attempts to capture the phenomenon of motion drawing can be found in

paleolithic cave paintings, where animals are depicted with multiple legs in superimposed

positions, clearly attempting to convey the perception of motion.

The phenakistoscope, zoetrope and praxinoscope, as well as the common flip book, were

early popular animation devices invented during the 1800s. These devices produced

movement from sequential drawings using technological means, but animation did not really

develop much further until the advent of motion picture film.

There is no single person who can be considered the "creator" of the art of film animation, as

there were several people doing several projects which could be considered various types of

animation all around the same time.

Georges Mlis was a creator of special-effect films; he was generally one of the first people to

use animation with his technique. He discovered a technique by accident which was to stop

the camera rolling to change something in the scene, and then continue rolling the film. This

idea was later known as stop-motion animation. Mlis discovered this technique accidentally

when his camera broke down while shooting a bus driving by. When he had fixed the camera,

a hearse happened to be passing by just as Mlis restarted rolling the film, his end result was

that he had managed to make a bus transform into a hearse. This was just one of the great

contributors to animation in the early years.

J. Stuart Blackton was possibly the first American filmmaker to use the techniques of stop-

motion and hand-drawn animation. Introduced to filmmaking by Edison, he pioneered these

concepts at the turn of the 20th century, with his first copyrighted work dated 1900. Several

of his films, among them The Enchanted Drawing (1900) and Humorous Phases of Funny

Faces (1906) were film versions of Blackton's "lightning artist" routine, and utilized modified

versions of Mlis' early stop-motion techniques to make a series of blackboard drawings

appear to move and reshape themselves. 'Humorous Phases of Funny Faces' is regularly cited

as the first true animated film, and Blackton is considered the first true animator.

Another French artist, mile Cohl, began drawing cartoon strips and created a film in 1908

called Fantasmagorie. The film largely consisted of a stick figure moving about and

encountering all manner of morphing objects, such as a wine bottle that transforms into a

flower. There were also sections of live action where the animators hands would enter the
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scene. The film was created by drawing each frame on paper and then shooting each frame

onto negative film, which gave the picture a blackboard look. This makes Fantasmagorie the

first animated film created using what came to be known as traditional (hand-drawn)

animation.

Following the successes of Blackton and Cohl, many other artists began experimenting with

animation. One such artist was Winsor McCay, a successful newspaper cartoonist, who

created detailed animations that required a team of artists and painstaking attention for detail.

Each frame was drawn on paper; which invariably required backgrounds and characters to be

redrawn and animated. Among McCay's most noted films are Little Nemo (1911), Gertie the

Dinosaur (1914) and The Sinking of theLusitania(1918).

The production of animated short films, typically referred to as "cartoons", became an

industry of its own during the 1910s, and cartoon shorts were produced to be shown in movie

theaters. The most successful early animation producer was John Randolph Bray, who, along

with animator Earl Hurd, patented the cel animation process which dominated the animation

industry for the rest of the decade.

2. Techniques

2.1 Traditional animation

(Also called cel animation) Traditional animation was the process used for most

animated films of the 20th century. The individual frames of a traditionally animated

film are photographs of drawings, which are first drawn on paper. To create the

illusion of movement, each drawing differs slightly from the one before it. The

animators' drawings are traced or photocopied onto transparent acetate sheets called

cels, which are filled in with paints in assigned colors or tones on the side opposite the

line drawings. The completed character cels are photographed one-by-one onto

motion picture film against a painted background by a rostrum camera.

The traditional cel animation process became obsolete by the beginning of the 21st

century. Today, animators' drawings and the backgrounds are either scanned into or

drawn directly into a computer system. Various software programs are used to color

the drawings and simulate camera movement and effects. The final animated piece is

output to one of several delivery mediums, including traditional 35 mm film and
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newer media such as digital video. The "look" of traditional cel animation is still

preserved, and the character animators' work has remained essentially the same over

the past 70 years. Some animation producers have used the term "tradigital" to

describe cel animation which makes extensive use of computer technology.

Examples of traditionally animated feature films include Pinocchio (United States,

1940), Animal Farm (United Kingdom, 1954), and Akira (Japan, 1988). Traditional

animated films which were produced with the aid of computer technology include The

Lion King (US, 1994) Sen to Chihiro no Kamikakushi (Spirited Away) (Japan, 2001),

and Les Triplettes de Belleville (2003).

o Full animation refers to the process of producing high-quality traditionally animated films,

which regularly use detailed drawings and plausible movement. Fully animated films can be

done in a variety of styles, from realistically designed works such as those produced by the

Walt Disney studio, to the more "cartoony" styles of those produced by the Warner Bros.

animation studio. Many of the Disney animated features are examples of full animation, as

are non-Disney works such as An American Tail (US, 1986) and The Iron Giant (US, 1999)

o Limited animation involves the use of less detailed and/or more stylized drawings and

methods of movement. Pioneered by the artists at the American studio United Productions of

America, limited animation can be used as a method of stylized artistic expression, as in

Gerald McBoing Boing (US, 1951), Yellow Submarine (UK, 1968), and much of the anime

produced in Japan. Its primary use, however, has been in producing cost-effective animated

content for media such as television (the work of Hanna-Barbera, Filmation, and other TV

animation studios) and later the Internet (web cartoons).

o Rotoscoping is a technique, patented by Max Fleischer in 1917, where animators trace live-

action movement, frame by frame. The source film can be directly copied from actors'

outlines into animated drawings, as in The Lord of the Rings (US, 1978), used as a basis and

inspiration for character animation, as in most Disney films, or used in a stylized and

expressive manner, as in Waking Life (US, 2001) and A Scanner Darkly.

2.2 Stop motion

o Stop-motion animation, used to describe animation created by physically manipulating real-

world objects and photographing them one frame of film at a time to create the illusion of

movement. There are many different types of stop-motion animation, usually named after the

type of media used to create the animation.
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o Clay animation, often abbreviated as claymation, uses figures made of clay or a similar

malleable material to create stop-motion animation. The figures may have an armature or

wire frame inside of them, similar to the related puppet animation (below), that can be

manipulated in order to pose the figures. Alternatively, the figures may be made entirely of

clay, such as in the films of Bruce Bickford, where clay creatures morph into a variety of

different shapes. Examples of clay-animated works include The Gumby Show (US, 1957-

1967) Morph shorts (UK, 1977-2000), Wallace and Gromit shorts (UK, 1989-1995 and 2000

- ?), Jan vankmajer's Dimensions of Dialogue (Czechoslovakia, 1982), The Amazing Mr.

Bickford (US, 1987), and The Trap Door (UK, 1984).

o Cutout animation is a type of stop-motion animation produced by moving 2-dimensional

pieces of material such as paper or cloth. Examples include Terry Gilliam's animated

sequences from Monty Python's Flying Circus (UK, 1969-1974); La Plante sauvage

(Fantastic Planet); Skazka skazok (Tale of Tales), and the pilot episode of the TV series

SouthPark (US, 1997).

▪ Silhouette animation is a monochrome variant of cutout animation in

which the characters are only visible as black silhouettes. Examples

include The Adventures of Prince Achmed (Weimar Republic,

1926) and Princes et princesses (France, 2000).

o Graphic animation uses non-drawn flat visual graphic material (photographs, newspaper

clippings, magazines, etc.) which are sometimes manipulated frame-by-frame to create

movement. At other times, the graphics remain stationary, while the stop-motion camera is

moved to create on-screen action.

o Model animation refers to stop-motion animation created to interact with and exist as a part

of a live-action world. Intercutting, matte effects, and split screens are often employed to

blend stop-motion characters or objects with live actors and settings. Examples include the

work of Ray Harryhausen, as seen in films such Jason and the Argonauts (1961), and the

work of Willis O'Brien on films such as King Kong (1933 film).

▪ Go motion is a variant of model animation which uses various

techniques to create motion blur between frames of film, which is

not present in traditional stop-motion. The technique was invented

by Industrial Light and Magic and Phil Tippett to create special

effects scenes for the film The Empire Strikes Back (1980).
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o Object animation refers to the use of regular inanimate objects in stop-motion animation, as

opposed to specially created items. One example of object animation is the brickfilm, which

incorporates the use of plastic toy construction blocks such as LEGOs.

o Pixilation involves the use of live humans as stop motion characters. This allows for a

number of surreal effects, including disappearances and reappearances, allowing people to

appear to slide across the ground, and other such effects. Examples of pixilation include

Norman McLaren's Neighbours (Canada, 1952).

o Puppet animation typically involves stop-motion puppet figures interacting with each other in

a constructed environment, in contrast to the real-world interaction in model animation. The

puppets generally have an armature inside of them to keep them still and steady as well as

constraining them to move at particular joints. Examples include Le Roman de Renard (The

Tale of the Fox) (France, 1937), the films of Jiř Trnka, The Nightmare Before Christmas (US,

1993), and the TV series Robot Chicken (US, 2005-present).

▪ Puppetoon, created using techniques developed by George Pl, are

puppet-animated films which typically use a different version of a

puppet for different frames, rather than simply manipulating one

existing puppet.

2.3 Computer animation

Like stop motion, computer animation encompasses a variety of techniques, the

unifying idea being that the animation is created digitally on a computer.

2.3.1 2D animation

Figures are created and/or edited on the computer using 2D bitmap graphics or

created and edited using 2D vector graphics. This includes automated

computerized versions of traditional animation techniques such as of

tweening, morphing, onion skinning and interpolated rotoscoping.

Examples: Foster's Home for Imaginary Friends, Jib Jab, Mickey the Squirrel

▪ Analog computer animation

▪ Flash animation
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▪ PowerPoint animation

2.3.2 3D animation

Digital models manipulated by an animator. In order to manipulate a mesh, it

is given a digital armature (sculpture). This process is called rigging. Various

other techniques can be applied, such as mathematical functions (ex. gravity,

particle simulations), simulated fur or hair, effects such as fire and water and

the use of Motion capture to name but a few. Many 3D animations are very

believable and are commonly used as special effects for recent movies.

Examples: The Incredibles, Shrek, Finding Nemo, Flatland

3D animation terms

▪ Cel-shaded animation

▪ Morph target animation

▪ Skeletal animation

▪ Motion capture

▪ Crowd simulation

2.4 Other animation techniques

o Drawn on film animation: a technique where footage is produced by creating the images

directly on film stock, for example by Norman McLaren and Len Lye.

o Paint-on-glass animation: a technique for making animated films by manipulating slow

drying oil paints on sheets of glass.

o Pinscreen animation: makes use of a screen filled with movable pins, which can be moved in

or out by pressing an object onto the screen. The screen is lit from the side so that the pins

cast shadows. The technique has been used to create animated films with a range of textural

effects difficult to achieve with traditional cel animation.
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o Sand animation: sand is moved around on a back lighted or front lighted piece of glass to

create each frame for an animated film. This creates an interesting effect when animated

because of the light contrast.

Topic : Modifying Graphics

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the History of graphic design

 Define and explain the Applications

 Define and explain the Skills Define and explain the

 Define and explain the Tools

 Define and explain the Computers versus the creative process

 Define and explain the Types of graphic design

Definition/Overview:

The term graphic design can refer to a number of artistic and professional disciplines which

focus on visual communication and presentation. Various methods are used to create and

combine symbols, images and/or words to create a visual representation of ideas and

messages. A graphic designer may utilize typography, visual arts and page layout techniques

in varying degrees to produce the final result of the project. Graphic design often refers to

both the process (designing) by which the communication is created and the products

(designs) which are generated.
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Key Points:

1. Overview

Common uses of graphic design include magazines, advertisements, product packaging and

web design. For example, a product package might include a logo or other artwork, organized

text and pure design elements such as shapes and color which unify the piece. Composition is

one of the most important features of graphic design especially when utilizing pre-existing

materials or using diverse elements.

2. History of graphic design

Graphic Design spans the history of humankind from the caves of Lascaux to the dazzling

neons of Ginza. In both this lengthy history and in the relatively recent explosion of visual

communication in the 20th and 21st centuries, there is sometimes a blurring distinction and

over-lapping of advertising art, graphic design and fine art. After all, they share many of the

same elements, theories, principles, practices and languages, and sometimes the same

benefactor or client. In advertising art the ultimate objective is the sale of goods and services.

In graphic design, "the essence is to give order to information, form to ideas, expression and

feeling to artifacts that document human experience."

2.1 Early

The paintings in the caves of Lascaux around 14,000 BC and the birth of written

language in the third or fourth millennium BC are both significant milestones in the

history of graphic design and other fields which hold roots to graphic design.

The Book of Kells is an early example of graphic design. It is a lavishly decorated

hand-written copy of the Gospels of the Christian Bible created by Celtic monks

around 800AD.

2.2 The Invention of Printing

During the Tang dynasty (618906) bettween the 4th and 7th century A.D. wood

blocks were cut to print on textiles and later to reproduce Buddhist texts. A Buddhist

scripture printed in 868 is the earliest known printed book. Beginning in the 11th

century, longer scrolls and books were produced using movable type printing making

books widely available during the Song dyanasty (9601279). Sometime around 1450,

Johann Gutenberg's printing press made books widely available in Europe. The book

design of Aldus Manutius developed the book structure which would become the
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foundation of western publication design. This era of graphic design is called

Humanist or Old Style.

2.3 The Start of Industrial Design

In late 19th century Europe, especially in the United Kingdom, the movement began

to separate graphic design from fine art. Piet Mondrian is known as the father of

graphic design. He was a fine artist, but his use of grids inspired the modern grid

system used today in advertising, print and web layout.

In 1849, Henry Cole became on of the major forces in design education in Great

Britain, informing the government of the important of design in his Journal of Design

and Manufactures. He organized the Great Exhibition as a celebration of modern

industrial technology and Victorian design.

From 1892 to 1896 William Morris' Kelmscott Press published books that are some of

the most significant of the graphic design products of the Arts and Crafts movement,

and made a very lucrative business of creating books of great stylistic refinement and

selling them to the wealthy for a premium. Morris proved that a market existed for

works of graphic design in their own right and helped pioneer the separation of design

from production and from fine art. The work of the Kelmscott Press is characterized

by its obsession with historical styles. This historicism was, however, important as it

amounted to the first significant reaction to the stale state of nineteenth-century

graphic design. Morris' work, along with the rest of the Private Press movement,

directly influenced Art Nouveau and is indirectly responsible for developments in

early twentieth century graphic design in general.

2.4 Twentieth Century Design

The term graphic design was first coined by William Addison Dwiggins, an American

book designer in the early 20th century

The signage in the London Underground is a classic of the modern era and used a font

designed by Edward Johnston in 1916.

In the 1920s, Soviet constructivism applied 'intellectual production' in different

spheres of production. The movement saw individualistic art as useless in

revolutionary Russia and thus moved towards creating objects for utilitarian purposes.
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They designed buildings, theater sets, posters, fabrics, clothing, furniture, logos,

menus, etc.

Jan Tschichold codified the principles of modern typography in his 1928 book, New

Typography. He later repudiated the philosophy he espoused in this book as being

fascistic, but it remained very influential. schichold, Bauhaus typographers such as

Herbert Bayer and Laszlo Moholy-Nagy, and El Lissitzky are the fathers of graphic

designas we know it today. They pioneered production techniques and stylistic

devices used throughout the twentieth century. The following years saw graphic

design in the modern style gain widespread acceptance and application. A booming

post-World War II American economy established a greater need for graphic design,

mainly advertising and packaging. The emigration of the German Bauhaus school of

design to Chicago in 1937 brought a "mass-produced" minimalism to America;

sparking a wild fire of "modern" architecture and design. Notable names in mid-

century modern design include Adrian Frutiger, designer of the typefaces Univers and

Frutiger; Paul Rand, who, from the late 1930s until his death in 1996, took the

principles of the Bauhaus and applied them to popular advertising and logo design,

helping to create a uniquely American approach to European minimalism while

becoming one of the principal pioneers of the subset of graphic design known as

corporate identity; and Josef Mller-Brockmann, who designed posters in a severe yet

accessible manner typical of the 1950s and 1960s era.
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3. Applications

From road signs to technical schematics, from interoffice memorandums to reference

manuals, graphic design enhances transfer of knowledge. Readability is enhanced by

improving the visual presentation of text.

Design can also aid in selling a product or idea through effective visual communication. It is

applied to products and elements of company identity like logos, colors, and text. Together

these are defined as branding. See advertising. Branding has increasingly become important

in the range of services offered by many graphic designers, alongside corporate identity, and

the terms are often used interchangeably.

Textbooks are designed to present subjects such as geography, science, and math. These

publications have layouts which illustrate theories and diagrams. A common example of

graphics in use to educate is diagrams of human anatomy. Graphic design is also applied to

layout and formatting of educational material to make the information more accessible and

more readily understandable.

Graphic design is applied in the entertainment industry in decoration, scenery, and visual

story telling. Other examples of design for entertainment purposes include novels, comic

books, opening credits and closing credits in film, and programs and props on stage. This

could also include artwork used for t-shirts and other items screenprinted for sale.

From scientific journals to news reporting, the presentation of opinion and facts is often

improved with graphics and thoughtful compositions of visual information - known as

information design. Newspapers, magazines, blogs, television and film documentaries may

use graphic design to inform and entertain. With the advent of the web, information designers

with experience in interactive tools such as Adobe Flash are increasingly being used to

illustrate the background to news stories

4. Skills

A graphic design project may involve the stylization and presentation of existing text and

either preexisting imagery or images developed by the graphic designer. For example, a

newspaper story begins with the journalists and photojournalists and then becomes the

graphic designer's job to organize the page into a reasonable layout and determine if any

other graphic elements should be required. In a magazine article or advertisement, often
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the graphic designer or art director will commission photographers or illustrators to create

original pieces just to be incorporated into the design layout. Contemporary design

practice has been extended to the modern computer, for example in the use of

WYSIWYG user interfaces, often referred to as interactive design, or multimedia design

.4.1 Visual artsBefore any graphic elements may be applied to a design, the graphic elements

must be originated by means of visual art skills. These graphics are often (but not always)

developed by a graphic designer. Visual arts include works which are primarily visual in

nature using anything from traditional media, to photography or computer generated art.

Graphic design principles may be applied to each graphic art element individually as well

as to the final composition.

4.2 TypographyTypography is the art, craft and techniques of type design, modifying type

glyphs, and arranging type. Type glyphs (characters) are created and modified using a

variety of illustration techniques. The arrangement of type is the selection of typefaces,

point size, line length, leading (line spacing) and letter spacing.

Typography is performed by typesetters, compositors, typographers, graphic artists, art

directors, and clerical workers. Until the Digital Age, typography was a specialized

occupation. Digitization opened up typography to new generations of visual designers and

lay users.
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4.3 Page layout

Page layout is the part of graphic design that deals in the arrangement and style

treatment of elements (content) on a page. Beginning from early illuminated pages in

hand-copied books of the Middle Ages and proceeding down to intricate modern

magazine and catalog layouts, proper page design has long been a consideration in

printed material. With print media, elements usually consist of type (text), images

(pictures), and occasionally place-holder graphics for elements that are not printed

with ink such as die/laser cutting, foil stamping or blind embossing.

4.4 Interface design

Graphic designers are often involved in interface design, such as web design and

software design when end user interactivity is a design consideration of the layout or

interface. Combining visual communication skills with the interactive communication

skills of user interaction and online branding, graphic designers often work with

software developers and web developers to create both the look and feel of a web site

or software application and enhance the interactive experience of the user or web site

visitor.

4.5 Printmaking

Printmaking is the process of making artworks by printing, normally on paper. Except

in the case of monotyping, the process is capable of producing multiples of the same

piece, which is called a print. Each piece is not a copy but an original since it is not a

reproduction of another work of art and is technically known as an impression.

Painting or drawing, on the other hand, create a unique original piece of artwork.

Prints are created from a single original surface, known technically as a matrix.

Common types of matrices include: plates of metal, usually copper or zinc for

engraving or etching; stone, used for lithography; blocks of wood for woodcuts,

linoleum for linocuts and fabric plates for screen-printing. But there are many other

kinds, discussed below. Works printed from a single plate create an edition, in modern

times usually each signed and numbered to form a limited edition. Prints may also be

published in book form, as artist's books. A single print could be the product of one or

multiple techniques.
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4.6 Chromatics

Chromatics is the field of how are eyes perceive color and how to explain and

organize those colors in the printer and on the monitor. The Retina in the eye is

covered by two light-sensitive receptors that are named rods and cones. Rods are

sensitive to light, but not sensitive to color. Cones are the opposite of rods. They are

less sensitive to light, but color can be perceive.

5. Tools

Critical, observational, quantitative and analytic thinking are required for design layouts and

rendering. If the executor is merely following a sketch, script or instructions (as may be

supplied by an art director) they are not usually considered the author. The layout is produced

using external traditional or digital image editing tools. Selecting the appropriate tools for

each project is critical in how the project will be perceived by its audience.

In the mid 1980s, the arrival of desktop publishing and graphic art software applications

introduced a generation of designers to computer image manipulation and creation that had

previously been manually executed. Computer graphic design enabled designers to instantly

see the effects of layout or typographic changes without using any ink, and to simulate the

effects of traditional media without requiring a lot of space. However, traditional tools such

as pencils or markers are often used to develop ideas even when computers are used for

finalization.

Computers are generally considered to be an indispensable tool used in the graphic design

industry. Computers and software applications are generally seen, by creative professionals,

as more effective production tools than traditional methods. However, some designers

continue to use manual and traditional tools for production, such as Milton Glaser.

New ideas can come by way of experimenting with tools and methods. Some designers

explore ideas using pencil and paper to avoid creating within the limits of whatever computer

fonts, clipart, stock photos, or rendering filters (e.g. Kai's Power Tools) are available on any

particular configuration. Others use many different mark-making tools and resources from

computers to sticks and mud as a means of inspiring creativity. One of the key features of

graphic design is that it makes a tool out of appropriate image selection in order to convey

meaning.
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6. Computers versus the creative process

There is some debate whether computers enhance the creative process of graphic design.

Rapid production from the computer allows many designers to explore multiple ideas quickly

with more detail than what could be achieved by traditional hand-rendering or paste-up on

paper, moving the designer through the creative process more quickly. However, being faced

with limitless choices does not help isolate the best design solution and can lead to designers

endlessly iterating without a clear design outcome.

A graphic designer may use sketches to explore multiple or complex ideas quickly without

the potential distractions of technical difficulties from software malfunctions or learning the

software. Hand rendered comps are often used to get approval of an idea execution before

investing time to produce finished visuals on a computer or in paste-up. The same thumbnail

sketches or rough drafts on paper may be used to rapidly refine and produce the idea on the

computer in a hybrid process. This hybrid process is especially useful in logo design where a

software learning curve may detract from a creative thought process. The traditional-

design/computer-production hybrid process may be used for freeing ones creativity in page

layout or image development as well.Traditional graphic designers may employ computer-

savvy production artists to produce their ideas from sketches, without needing to learn the

computer skills themselves. However, this practice is less utilized since the advent of desktop

publishing and its integration with most graphic design courses.

7. Types of graphic design

A graphic design project may involve the presentation of existing text and imagery, such as

with a newspaper story which begins with the journalists and photojournalists. It then

becomes the graphic designer's job to organize the page into a reasonable layout and

determine if any other graphic elements should be required. In a magazine article or

advertisement, often the graphic designer or art director will commission photographers or

illustrators to create original pieces just to be incorporated into the design layout.

Contemporary design practice has been extended to the modern computer, for example in the

use of WYSIWYG user interfaces, often referred to as interactive design, or multimedia

design.
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7.1 Page layout

Page layout is the part of graphic design that deals in the arrangement and style

treatment of elements (content) on a page. Beginning from early illuminated pages in

hand-copied books of the Middle Ages and proceeding down to intricate modern

magazine and catalog layouts, proper page design has long been a consideration in

printed material. With print media, elements usually consist of type (text), images

(pictures), and occasionally place-holder graphics for elements that are not printed

with ink such as die/laser cutting, foil stamping or blind embossing.

7.2 Printmaking

Printmaking is the process of making artworks by printing, normally on paper. Except

in the case of monotyping, the process is capable of producing multiples of the same

piece, which is called a print. Each piece is not a copy but an original since it is not a

reproduction of another work of art and is technically known as an impression.

Painting or drawing, on the other hand, create a unique original piece of artwork.

Prints are created from a single original surface, known technically as a matrix.

Common types of matrices include: plates of metal, usually copper or zinc for

engraving or etching; stone, used for lithography; blocks of wood for woodcuts,

linoleum for linocuts and fabric plates for screen-printing. But there are many other

kinds, discussed below. Works printed from a single plate create an edition, in modern

times usually each signed and numbered to form a limited edition. Prints may also be

published in book form, as artist's books. A single print could be the product of one or

multiple techniques.

Topic : Adding Text To Graphics

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the History

 Define and explain the Timeline by player

 Define and explain the Timeline by ActionScript version
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 Define and explain the Adding Text and Graphics Effects in Word 2007

Definition/Overview:

ActionScript: ActionScript is a scripting language based on ECMAScript. ActionScript is

used primarily for the development of websites and software using the Adobe Flash Player

platform (in the form of SWF files embedded into Web pages), but is also used in some

database applications (such as Alpha Five). Originally developed by Macromedia, the

language is now owned by Adobe (which acquired Macromedia in 2005), which continues its

development. ActionScript was initially designed for controlling simple 2D vector animations

made in Adobe Flash (formerly Macromedia Flash). Later versions added functionality

allowing for the creation of Web-based games and rich Internet applications with streaming

media (such as video and audio).

Key Points:

1. History

ActionScript started as a scripting language for the Adobe Flash authoring tool. The first

three versions of the Flash authoring tool provided limited interactivity features. Early Flash

developers could attach a simple command, called an "action", to a button or a frame. The set

of actions was basic navigation controls, with commands such as "play", "stop", "get URL",

and "goto and play".

With the release of Flash 4 in 1999, this simple set of actions went into a small scripting

language. New capabilities introduced for Flash 4 included variables, expressions, operators,

if statements, and loops. Although referred to internally as "ActionScript", the Flash 4 user

manual and marketing documents continued to use the term "actions" to describe this set of

commands .

2. Timeline by player

 Flash Player 2: The first version with scripting support. Actions included gotoAndPlay,

gotoAndStop, nextFrame and nextScene for timeline control.

 Flash Player 3: Expanded basic scripting support with the ability to load external SWFs

(loadMovie).
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 Flash Player 4: First player with a full scripting implementation (called Actions). The

scripting was a flash based syntax and contained support for loops, conditionals, variables

and other basic language constructs.

 Flash Player 5: Included the first version of ActionScript. Used prototype-based

programming based on ECMAScript, and allowed full procedural programming and object-

oriented programming.

 Flash Player 6: Added an event handling model, accessibility controls and support for switch.

The first version with support for the AMF and RTMP protocols which allowed for

ondemand audio/video streaming.

 Flash Player 7: Additions include CSS styling for text and support for ActionScript 2.0, a

programming language based on the ECMAScript 4 Netscape Proposal with class-based

inheritance. However, ActionScript 2.0 can cross compile to ActionScript 1.0 byte-code, so

that it can run in Flash Player 6.

 Flash Player 8: Further extended ActionScript 1/ActionScript 2 by adding new class libraries

with APIs for controlling bitmap data at run-time, file uploads and live filters for blur and

dropshadow.

 Flash Player 9 (initially called 8.5): Added ActionScript 3.0 with the advent of a new virtual

machine, called AVM2 (ActionScript Virtual Machine 2), which coexists with the previous

AVM1 needed to support legacy content. Performance increases were a major objective for

this release of the player including a new JIT compiler. Support for binary sockets, E4X

XML parsing, full-screen mode and Regular Expressions were added. This is the first release

of the player to be titled Adobe Flash Player.

 Flash Player 10 (initially called Astro): Added basic 3D manipulation, such as rotating on the

X, Y, and Z axis, and a 3D drawing API. Ability to create custom filters using Adobe Pixel

Bender. Graphic processing is now offloaded to the GPU which gives a noticeable decrease

to rendering time for each frame, resulting in higher frame rates. There is a new sound API

which allows for custom creation of audio in flash, something that has never been possible

before.
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3. Timeline by ActionScript version

20002003: ActionScript "1.0" With the release of Flash 5 in September 2000, the "actions"

from Flash 4 were enhanced once more and named "ActionScript" for the first time. This was

the first version of ActionScript with influences from JavaScript and the ECMA-262 (Third

Edition) standard, supporting the said standard's object model and many of its core data

types. Local variables may be declared with the varstatement, and user-defined functions with

parameter passing and return values can also be created. Notably, ActionScript could now

also be typed with a text editor rather than being assembled by choosing actions from drop-

down lists and dialog box controls. With the next release of its authoring tool, Flash MX, and

its corresponding player, Flash Player 6, the language remained essentially unchanged; there

were only minor changes, such as the addition of the switch statement and the "strict

equality" (===) operator, which brought it closer to being ECMA-262-compliant. Two

important features of ActionScript that distinguish it from later versions are its loose type

system and its reliance on prototype-based inheritance. Loose typing refers to the ability of a

variable to hold any type of data. This allows for rapid script development and is particularly

well-suited for small-scale scripting projects. Prototype-based inheritance is the ActionScript

1.0 mechanism for code reuse and object-oriented programming. Instead of a class keyword

that defines common characteristics of a class, ActionScript 1.0 uses a special object that

serves as a "prototype" for a class of objects. All common characteristics of a class are

defined in the class's prototype object and every instance of that class contains a link to that

prototype object.

20032006: ActionScript 2.0 The next major revision of the language, ActionScript 2.0, was

introduced in September 2003 with the release of Flash MX 2004 and its corresponding

player, Flash Player 7. In response to user demand for a language better equipped for larger

and more complex applications, ActionScript 2.0 featured compile-time type checking and

class-based syntax, such as the keywords class and extends. (While this allowed for a more

flexible object-oriented programming approach, the code would still be compiled to

ActionScript 1.0 bytecode, allowing it to be used on the preceding Flash Player 6 as well. In

other words, the class-based inheritance syntax was a layer on top of the existing prototype-

based system.) With ActionScript 2.0, developers could constrain variables to a specific type

by adding a type annotation so that type mismatch errors could be found at compile-time.

ActionScript 2.0 also introduced class-based inheritance syntax so that developers could
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create classes and interfaces, much as they would in class-based languages such as Java and

C++. This version conformed partially to the ECMAScript Fourth Edition draft specification.

2006today: ActionScript 3.0 In June 2006, ActionScript 3.0 debuted with Adobe Flex 2.0 and

its corresponding player, Flash Player 9. ActionScript 3.0 was a fundamental restructuring of

the language, so much so that it uses an entirely different virtual machine. Flash Player 9

contains two virtual machines, AVM1 for code written in ActionScript 1.0 and 2.0, and

AVM2 for content written in ActionScript 3.0. ActionScript 3.0 provides not only a

significant enhancement in performance, but also a more robust programming model that

lends itself to complex Rich Internet Application development.

The update to the language introduced several new features:

 Compile-time and runtime type checkingtype information exists at both compile-time and

runtime.

 Improved performance from a class-based inheritance system separate from the prototype-

based inheritance system.

 Support for packages, namespaces, and regular expressions.

 Compiles to an entirely new type of bytecode, incompatible with ActionScript 1.0 and 2.0

bytecode.

 Revised Flash Player API, organized into packages.

 Unified event handling system based on the DOM event handling standard.

 Integration of ECMAScript for XML (E4X) for purposes of XML processing.

 Direct access to the Flash runtime display list for complete control of what gets displayed at

runtime.

 Completely conforming implementation of the ECMAScript Fourth Edition Draft

specification.

4. Adding Text and Graphics Effects in Word 2007

Microsoft Word has limited built-in graphics capabilities that make adding text and graphics

effects in Word 2007 relatively simple. Although the effects are limited, they can add a

distinctive touch to a document or highlight its graphic elements.

You can make an image appear as though it has been lifted off the page by adding a shadow

effect to a graphic element or image. You can add a shadow effect in Word 2007 to pictures,

text boxes, drawings and WordArt graphics. To add a shadow effect, select the object within

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

30
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



the document and choose the Format tab. Select Shadow Effects to open the Shadow Effects

palette. If you want to apply a shadow to a picture, you'll need to use Picture Effects to apply

your shadow.

The Shadow Effects button applies a pre-configured shadow effect to the selected object. The

palette contains pre-configured drop shadows and perspective shadows. Toggle the shadow

on and off by clicking the Shadow On/Off icon. You can customise your shadow effect by

selecting Shadow Effects > Colour in the lower section of the palette. If you select this

option, Word will display a colour palette from which you may choose the colour of the

object's shadow.

If you don't like the pre-configured shadow offset, you can "nudge" the shadow upward,

downward, or to the left or right to suit your taste. Do this by using the little icons that

surround the Shadow On/Off button.

Word 2007 also enables you to add some 3-D effects to your document. To add 3-D effects to

a text box, drawing, or WordArt graphic, select the graphic you plan to modify and choose

the Format tab. Choose the 3-D effects button, which will activate the 3-D effects palette.

Like the Shadow Effects palette, the 3-D palette contains pre-configured 3-D effects that you

can select. Use the 3-D On/Off button as a toggle to add or remove the effect. In addition to

the colour of the effect, you can customise the depth, direction, lighting and surface of a 3-D

object. If you would like to "nudge" the preconfigured effects, you can change the upward,

downward, left or right tilt of the effect you've selected using the buttons that surround the 3-

D On/Off icon.

Topic : Creating Special Effects

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview
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 Define and explain the Developmental history

 Define and explain the Introduction of Computer Generated Imagery (CGI)

 Define and explain the Planning and use

 Define and explain the Live special effects

 Define and explain the Creating characters and objects on a computer

Definition/Overview:

Special effect: The illusions used in the film, television, theater, or entertainment industries

to simulate the imagined events in a story are traditionally called special effects (a.k.a. SFX,

SPFX, or simply FX). In modern films, special effects are usually used to alter previously-

filmed elements by adding, removing or enhancing objects within the scene. The use of

special effects is more common in big-budget films, but affordable animation and

compositing software enables even amateur filmmakers to create professional-looking

effects.

Special effects are traditionally divided into the categories of optical effects and mechanical

effects. In recent years, a greater distinction between special effects and visual effects has

been recognized, with "visual effects" referring to post-production and optical effects, and

"special effects" referring to on-set mechanical effects.

Key Points:

1. Overview

Optical effects (also called visual or photographic effects), are techniques in which images or

film frames are created and manipulated for film and video. Optical effects are produced

photographically, either "in-camera" using multiple exposure, mattes, or the Schfftan process,

or in post-production processes using an optical printer or video editing software. An optical

effect might be used to place actors or sets against a different background, or make an animal

appear to talk.

Mechanical effects (also called practical or physical effects), are usually accomplished during

the live-action shooting. This includes the use of mechanized props, scenery and scale

models, and pyrotechnics. Making a car appear to drive by itself, or blowing up a building are

examples of mechanical effects. Mechanical effects are often incorporated into set design and
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makeup. For example, a set may be built with break-away doors or walls, or prosthetic

makeup can be used to make an actor look like a monster.

Since the 1990s, computer generated imagery (CGI) has come to the forefront of special

effects technologies. CGI gives film-makers greater control, and allows many effects to be

accomplished more safely and convincingly -- and even, as technology marches on, at lower

costs. As a result, many optical and mechanical effects techniques have been superseded by

CGI.

2. Developmental history

2.1 Early development

In 1857, Oscar Gustave Rejlander created the world's first "trick photograph" by

combining different regions of 32 other photographs into a single image. In 1895,

Alfred Clark created what is commonly accepted as the first-ever special effect on

film. While filming a reenactment of the beheading of Mary, Queen of Scots, Clarke

instructed an actor to step up to the block in Mary's costume. As the executioner

brought the axe above his head, Clarke stopped the camera, had all of the actors

freeze, and had the person playing Mary step off the set. He placed a Mary dummy in

the actor's place, restarted filming, and allowed the executioner to bring the axe down,

severing the dummy's head. Such techniques would remain at the heart of special

effects production for the next century (Rickitt, 10).

This was not only the first use of trickery in the cinema, it was the first type of

photographic trickery that could only be done in a motion picture, i.e. the "stop trick".

In 1896, French magician Georges Mlis accidentally discovered the same "stop trick."

According to Melies, his camera jammed while filming a street scene in Paris. When

he screened the film, he found that the "stop trick" had caused a truck to turn into a

hearse, pedestrians to change direction, and men turn into women. Melies, the stage

manager at the Theatre Robert-Houdin, was inspired to develop a series of more than

500 short films, between 1914, in the process developing or inventing such techniques

as multiple exposures, time-lapse photography, dissolves, and hand painted colour.

Because of his ability to seemingly manipulate and transform reality with the

cinematograph, the prolific Mlis is sometimes referred to as the "Cinemagician." His
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most famous film, Le Voyage dans la lune (1902), a whimsical parody of Jules

Verne's From the Earth to the Moon, featured a combination of live action and

animation, and also incorporated extensive miniature and matte painting work.

During the 1920s and 1930s, special effects techniques were improved and refined by

the motion picture industry. Many techniques were modifications of illusions from the

theater (such as pepper's ghost) and still photography (such as double exposure and

matte compositing). Rear projection was a refinement of the use of painted

backgrounds in the theater only substituting moving pictures to create moving

backgrounds.

But several techniques soon developed that, like the "stop trick", were wholly

original to motion pictures. Animation, creating the illusion of motion, was

accomplished with drawings (most notably by Winsor McCay in Gertie the

Dinosaur) and with three-dimensional models (most notably by Willis O'Brien in

The Lost World and King Kong). Many studios established in-house "special

effects" departments, which were responsible for nearly all optical and

mechanical aspects of motion-picture trickery.

Also, the challenge of simulating spectacle in motion encouraged the

development of the use of miniatures. Naval battles could be depicted with

models in studio tanks, and airplanes could be flown (and crashed) without risk

of life and limb. Most impressively, miniatures and matte paintings could be

used to depict worlds that never existed. Fritz Lang's film Metropolis was an

early special effects spectacular, with innovative use of miniatures, matte

paintings, the Schfftan process, and complex compositing.

An important innovation in special-effects photography was the development of

the optical printer. Essentially, an optical printer is a projector aiming into a

camera lens, and it was developed to make copies of films for distribution. Until

Linwood G. Dunn, A.S.C. refined the design and use of the optical printer,

effects shots were accomplished as in-camera effects. Dunn demonstrating that it

could be used to combine images in novel ways and create new illusions. One

early showcase for Dunn was Orson Welles' Citizen Kane, where such locations

as Xanadu (and some of Gregg Toland, A.S.C.'s famous 'deep focus' shots) were

essentially created by Dunn's optical printer.
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2.2 Color era

The development of color photography required greater refinement of effects

techniques. Also, color enabled the development of such travelling matte

techniques as bluescreen and the sodium vapor process. Many films became

landmarks in special-effects accomplishments: Forbidden Planet used matte

paintings, animation, and miniature work to create spectacular alien

environments. In The Ten Commandments, Paramount's John P. Fulton, A.S.C.,

multiplied the crowds of extras in the Exodus scenes with careful compositing,

depicted the massive constructions of Rameses with models, and split the Red

Sea in a still-impressive combination of travelling mattes and water tanks. Ray

Harryhausen extended the art of stop-motion animation with his special

techniques of compositing to create spectacular fantasy adventures such as Jason

and the Argonauts (whose climax, a sword battle with seven animated skeletons,

is considered a landmark in special effects).

2.3 The Science Fiction Boom

If one film could be said to have established a new high-water mark for special

effects, it would be 1968's 2001: A Space Odyssey, directed by Stanley Kubrick, who

assembled his own effects team (Douglas Trumbull, Tom Howard, Con Pedersen and

Wally Veevers) rather than use an in-house effects unit. In this film, the spaceship

miniatures were highly detailed and carefully photographed for a realistic depth of

field. The shots of spaceships were combined through hand-drawn rotoscopes and

careful motion-control work, ensuring that the elements were precisely combined in

the camera-- a surprising throwback to the silent era, but with spectacular results.

Backgrounds of the African vistas in the "Dawn of Man" sequence were combined

with soundstage photography via the then-new front projection technique. Scenes set

in zero-gravity environments were staged with hidden wires, mirror shots, and large-

scale rotating sets. The finale, a voyage through hallucinogenic scenery, was created

by Douglas Trumbull using a new technique termed slit-scan. Even today, the effects

scenes remain impressive, realistic, and awe-inspiring.

The 1970s provided two profound changes in the special effects trade. The first was

economic: during the industry's recession in the late 1960s and early 1970s, many

studios closed down their in-house effects houses. Many technicians became
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freelancers or founded their own effects companies, sometimes specializing on

particular techniques (opticals, animation, etc.).

The second was precipitated by the blockbuster success of two science fiction and

fantasy films in 1977. George Lucas's Star Wars ushered in an era of fantasy films

with expensive and impressive special-effects. Effects supervisor John Dykstra,

A.S.C. and crew developed many improvements in existing effects technology. They

developed a computer-controlled camera rig called the "Dykstraflex" that allowed

precise repeatability of camera motion, greatly facilitating travelling-matte

compositing. Degradation of film images during compositing was minimized by other

innovations: the Dykstraflex used VistaVision cameras that photographed widescreen

images horizontally along stock, using far more of the film per frame, and thinner-

emulsion filmstocks were used in the compositing process. The effects crew

assembled by Lucas and Dykstra was dubbed Industrial Light and Magic, and since

1977 has spearheaded most effects innovations.

That same year, Steven Spielberg's film Close Encounters of the Third Kind boasted a

finale with impressive special effects by 2001 veteran Douglas Trumbull. In addition

to developing his own motion-control system, Trumbullalso developed techniques for

creating intentional "lens flare" (the shapes created by light reflecting in camera

lenses) to provide the film's undefinable shapes of flying saucers.

The success of these films, and others since, has prompted massive studio investment

in effects-heavy fantasy films. This has fuelled the establishment of many

independent effects houses, a tremendous degree of refinement of existing techniques,

and the development of new techniques such as CGI. It has also encouraged within

the industry a greater distinction between special effects and visual effects; the latter

is used to characterize post-production and optical work, while special effects refers

more often to on-set and mechanical effects.

3. Introduction of Computer Generated Imagery (CGI)

A recent and profound innovation in special effects has been the development of computer

generated imagery, or CGI, which has changed nearly every aspect of motion picture special

effects. Digital compositing allows far more control and creative freedom than optical

compositing, and does not degrade the image like analogue (optical) processes. Digital
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imagery has enabled technicians to create detailed models, matte "paintings," and even fully-

realized characters with the malleability of computer software.

The most spectacular use of CGI has been the creation of photographically-realistic images of

fantasy creations. Images could be created in a computer using the techniques of animated

cartoons or model animation. (In 1993, stop-motion animators working on the realistic

dinosaurs of Steven Spielberg's Jurassic Park were retrained in the use of computer input

devices.) By 1995, films such as Toy Story underscored that the distinction between live-

action films and animated films was no longer clear. Other landmark examples include a

moving stained-glass window in Young Sherlock Holmes, a tentacle of water in The Abyss,

the remastered Yoda from Attack of the Clones, a 'liquid metal' villain in Terminator 2:

Judgment Day, and hordes of armies of fantastic creatures in The Lord of the Rings trilogy.

4. Planning and use

Although most special effects work is completed during post-production, it must be carefully

planned and choreographed in pre-production and production. A Visual effects supervisor is

usually involved with the production from an early stage to work closely with the Director

and all related personnel to achieve the desired effects.

5. Live special effects

Live special effects are effects that are used in front of a live audience, mostly during

sporting events, concerts and corporate shows. Types of effects that are commonly used

include a laser lighting, CO2 effects, pyrotechnics, confetti and other atmospheric effects

such as bubbles and snow.

6. Creating characters and objects on a computer

3D computer animation combines 3D models of objects and programmed movement. Models

are constructed out of geometrical vertices, faces, and edges in a 3D coordinate system.

Objects are sculpted much like real clay or plaster, working from general forms to

specificdetails with various sculpting tools. A bone/joint system is set up to deform the 3D

mesh (e.g., to make a humanoid model walk). In a process called rigging, the virtual

marionette is given various controllers and handles for controlling movement. Animation data
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can be created using motion capture, or keyframing by a human animator, or a combination

of the two.

3D models rigged for animation may contain hundreds of control points - for example, the

character "Woody" in Pixar's movie Toy Story, uses 700 specialized animation controllers.

Rhythm and Hues Studios labored for two years to create Aslan in the movie The Chronicles

of Narnia: The Lion, the Witch and the Wardrobe which had about 1851 controllers, 742 in

just the face alone. In the 2004 film The Day After Tomorrow, designers had to design forces

of extreme weather with the help of video references and accurate meteorological facts.

For the 2005 remake of King Kong, actor Andy Serkis was used to help designers pinpoint

the gorilla's prime location in the shots and used his expressions to model "human"

characteristics onto the creature. Serkis had earlier provided the voice and performance for

Gollum in Peter Jackson's The Lord of the Rings trilogy.

Topic : Creating Animations

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the Techniques

Definition/Overview:

Animation: Animation is the rapid display of a sequence of images of 2-D or 3-D artwork or

model positions in order to create an illusion of movement. It is an optical illusion of motion

due to the phenomenon of persistence of vision, and can be created and demonstrated in a

number of ways. The most common method of presenting animation is as a motion picture or

video program, although several other forms of presenting animation also exist.
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Animation can sometimes refer to a way of activating a community, i.e. 'animating' the users.

This means actions which encourages users to interact with a given service and is connected

to moderation.

Key Points:

1. Overview

Early examples of attempts to capture the phenomenon of motion drawing can be found in

paleolithic cave paintings, where animals are depicted with multiple legs in superimposed

positions, clearly attempting to convey the perception of motion.

The phenakistoscope, zoetrope and praxinoscope, as well as the common flip book, were

early popular animation devices invented during the 1800s. These devices produced

movement from sequential drawings using technological means, but animation did not really

develop much further until the advent of motion picture film.

There is no single person who can be considered the "creator" of the art of film animation, as

there were several people doing several projects which could be considered various types of

animation all around the same time.

Georges Mlis was a creator of special-effect films; he was generally one of the first people to

use animation with his technique. He discovered a technique by accident which was to stop

the camera rolling to change something in the scene, and then continue rolling the film. This

idea was later known as stop-motion animation. Mlis discovered this technique accidentally

when his camera broke down while shooting a bus driving by. When he had fixed the camera,

a hearse happened to be passing by just as Mlis restarted rolling the film, his end result was

that he had managed to make a bus transform into a hearse. This was just one of the great

contributors to animation in the early years.

J. Stuart Blackton was possibly the first American filmmaker to use the techniques of stop-

motion and hand-drawn animation. Introduced to filmmaking by Edison, he pioneered these

concepts at the turn of the 20th century, with his first copyrighted work dated 1900. Several

of his films, among them The Enchanted Drawing (1900) and Humorous Phases of Funny

Faces (1906) were film versions of Blackton's "lightning artist" routine, and utilized modified

versions of Mlis' early stop-motion techniques to make a series of blackboard drawings

appear to move and reshape themselves. 'Humorous Phases of Funny Faces' is regularly cited

as the first true animated film, and Blackton is considered the first true animator.
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Another French artist, mile Cohl, began drawing cartoon strips and created a film in 1908

called Fantasmagorie. The film largely consisted of a stick figure moving about and

encountering all manner of morphing objects, such as a wine bottle that transforms into a

flower. There were also sections of live action where the animators hands would enter the

scene. The film was created by drawing each frame on paper and then shooting each frame

onto negative film, which gave the picture a blackboard look. This makes Fantasmagorie the

first animated film created using what came to be known as traditional (hand-drawn)

animation.

Following the successes of Blackton and Cohl, many other artists began experimenting with

animation. One such artist was Winsor McCay, a successful newspaper cartoonist, who

created detailed animations that required a team of artists and painstaking attention for detail.

Each frame was drawn on paper; which invariably required backgrounds and characters to be

redrawn and animated. Among McCay's most noted films are Little Nemo (1911), Gertie the

Dinosaur (1914) and The Sinking of theLusitania(1918).

The production of animated short films, typically referred to as "cartoons", became an

industry of its own during the 1910s, and cartoon shorts were produced to be shown in movie

theaters. The most successful early animation producer was John Randolph Bray, who, along

with animator Earl Hurd, patented the cel animation process which dominated the animation

industry for the rest of the decade.

2. Techniques

2.1 Traditional animation

(Also called cel animation) Traditional animation was the process used for most

animated films of the 20th century. The individual frames of a traditionally animated

film are photographs of drawings, which are first drawn on paper. To create the

illusion of movement, each drawing differs slightly from the one before it. The

animators' drawings are traced or photocopied onto transparent acetate sheets called

cels, which are filled in with paints in assigned colors or tones on the side opposite the

line drawings. The completed character cels are photographed one-by-one onto

motion picture film against a painted background by a rostrum camera.
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The traditional cel animation process became obsolete by the beginning of the 21st

century. Today, animators' drawings and the backgrounds are either scanned into or

drawn directly into a computer system. Various software programs are used to color

the drawings and simulate camera movement and effects. The final animated piece is

output to one of several delivery mediums, including traditional 35 mm film and

newer media such as digital video. The "look" of traditional cel animation is still

preserved, and the character animators' work has remained essentially the same over

the past 70 years. Some animation producers have used the term "tradigital" to

describe cel animation which makes extensive use of computer technology.

Examples of traditionally animated feature films include Pinocchio (United States,

1940), Animal Farm (United Kingdom, 1954), and Akira (Japan, 1988). Traditional

animated films which were produced with the aid of computer technology include The

Lion King (US, 1994) Sen to Chihiro no Kamikakushi (Spirited Away) (Japan, 2001),

and Les Triplettes de Belleville (2003).

o Full animation refers to the process of producing high-quality traditionally animated films,

which regularly use detailed drawings and plausible movement. Fully animated films can be

done in a variety of styles, from realistically designed works such as those produced by the

Walt Disney studio, to the more "cartoony" styles of those produced by the Warner Bros.

animation studio. Many of the Disney animated features are examples of full animation, as

are non-Disney works such as An American Tail (US, 1986) and The Iron Giant (US, 1999)

o Limited animation involves the use of less detailed and/or more stylized drawings and

methods of movement. Pioneered by the artists at the American studio United Productions of

America, limited animation can be used as a method of stylized artistic expression, as in

Gerald McBoing Boing (US, 1951), Yellow Submarine (UK, 1968), and much of the anime

produced in Japan. Its primary use, however, has been in producing cost-effective animated

content for media such as television (the work of Hanna-Barbera, Filmation, and other TV

animation studios) and later the Internet (web cartoons).

o Rotoscoping is a technique, patented by Max Fleischer in 1917, where animators trace live-

action movement, frame by frame. The source film can be directly copied from actors'

outlines into animated drawings, as in The Lord of the Rings (US, 1978), used as a basis and

inspiration for character animation, as in most Disney films, or used in a stylized and

expressive manner, as in Waking Life (US, 2001) and A Scanner Darkly.
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2.2 Stop motion

o Stop-motion animation, used to describe animation created by physically manipulating real-

world objects and photographing them one frame of film at a time to create the illusion of

movement. There are many different types of stop-motion animation, usually named after the

type of media used to create the animation.

o Clay animation, often abbreviated as claymation, uses figures made of clay or a similar

malleable material to create stop-motion animation. The figures may have an armature or

wire frame inside of them, similar to the related puppet animation (below), that can be

manipulated in order to pose the figures. Alternatively, the figures may be made entirely of

clay, such as in the films of Bruce Bickford, where clay creatures morph into a variety of

different shapes. Examples of clay-animated works include The Gumby Show (US, 1957-

1967) Morph shorts (UK, 1977-2000), Wallace and Gromit shorts (UK, 1989-1995 and 2000

- ?), Jan vankmajer's Dimensions of Dialogue (Czechoslovakia, 1982), The Amazing Mr.

Bickford (US, 1987), and The Trap Door (UK, 1984).

o Cutout animation is a type of stop-motion animation produced by moving 2-dimensional

pieces of material such as paper or cloth. Examples include Terry Gilliam's animated

sequences from Monty Python's Flying Circus (UK, 1969-1974); La Plante sauvage

(Fantastic Planet) (France/Czechoslovakia, 1973) ; Skazka skazok (Tale of Tales) (Russia,

1979), and the pilot episode of the TV series South Park (US, 1997).

▪ Silhouette animation is a monochrome variant of cutout animation in

which the characters are only visible as black silhouettes. Examples

include The Adventures of Prince Achmed (Weimar Republic,

1926) and Princes et princesses (France, 2000).

o Graphic animation uses non-drawn flat visual graphic material (photographs, newspaper

clippings, magazines, etc.) which are sometimes manipulated frame-by-frame to create

movement. At other times, the graphics remain stationary, while the stop-motion camera is

moved to create on-screen action.

o Model animation refers to stop-motion animation created to interact with and exist as a part

of a live-action world. Intercutting, matte effects, and split screens are often employed to
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blend stop-motion characters or objects with live actors and settings. Examples include the

work of Ray Harryhausen, as seen in films such Jason and the Argonauts (1961), and the

work of Willis O'Brien on films such as King Kong (1933 film).

▪ Go motion is a variant of model animation which uses various

techniques to create motion blur between frames of film, which is

not present in traditional stop-motion. The technique was invented

by Industrial Light and Magic and Phil Tippett to create special

effects scenes for the film The Empire Strikes Back (1980).

o Object animation refers to the use of regular inanimate objects in stop-motion animation, as

opposed to specially created items. One example of object animation is the brickfilm, which

incorporates the use of plastic toy construction blocks such as LEGOs.

o Pixilation involves the use of live humans as stop motion characters. This allows for a

number of surreal effects, including disappearances and reappearances, allowing people to

appear to slide across the ground, and other such effects. Examples of pixilation include

Norman McLaren's Neighbours (Canada, 1952).

o Puppet animation typically involves stop-motion puppet figures interacting with each other in

a constructed environment, in contrast to the real-world interaction in model animation. The

puppets generally have an armature inside of them to keep them still and steady as well as

constraining them to move at particular joints. Examples include Le Roman de Renard (The

Tale of the Fox) (France, 1937), the films of Jiř Trnka, The Nightmare Before Christmas (US,

1993), and the TV series Robot Chicken (US, 2005-present).

▪ Puppetoon, created using techniques developed by George Pl, are

puppet-animated films which typically use a different version of a

puppet for different frames, rather than simply manipulating one

existing puppet.

2.3 Computer animation

Like stop motion, computer animation encompasses a variety of techniques, the

unifying idea being that the animation is created digitally on a computer.
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2.3.1 2D animation

Figures are created and/or edited on the computer using 2D bitmap graphics or

created and edited using 2D vector graphics. This includes automated

computerized versions of traditional animation techniques such as of

tweening, morphing, onion skinning and interpolated rotoscoping.

Examples: Foster's Home for Imaginary Friends, Jib Jab, Mickey the Squirrel

▪ Analog computer animation

▪ Flash animation

▪ PowerPoint animation

2.3.2 3D animation

Digital models manipulated by an animator. In order to manipulate a mesh, it

is given a digital armature (sculpture). This process is called rigging. Various

other techniques can be applied, such as mathematical functions (ex. gravity,

particle simulations), simulated fur or hair, effects such as fire and water and

the use of Motion capture to name but a few. Many 3D animations are very

believable and are commonly used as special effects for recent movies.

Examples: The Incredibles, Shrek, Finding Nemo, Flatland

3D animation terms

▪ Cel-shaded animation

▪ Morph target animation

▪ Skeletal animation

▪ Motion capture

▪ Crowd simulation
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2.4 Other animation techniques

o Drawn on film animation: a technique where footage is produced by creating the images

directly on film stock, for example by Norman McLaren and Len Lye.

o Paint-on-glass animation: a technique for making animated films by manipulating slow

drying oil paints on sheets of glass.

o Pinscreen animation: makes use of a screen filled with movable pins, which can be moved in

or out by pressing an object onto the screen. The screen is lit from the side so that the pins

cast shadows. The technique has been used to create animated films with a range of textural

effects difficult to achieve with traditional cel animation.

o Sand animation: sand is moved around on a back lighted or front lighted piece of glass to

create each frame for an animated film. This creates an interesting effect when animated

because of the light contrast.

In Section 2 of this course you will cover these topics:
Enhancing Animations

Publishing An Animation

Working With Video

Enhancing Video

Publishing Video

Working With Presentations

Topic : Enhancing Animations

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the 12 basic principles of animation

 Define and explain the Character animation

 Define and explain the The Illusion of Life
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Definition/Overview:

Animation: Animation is the rapid display of a sequence of images of 2-D or 3-D artwork or

model positions in order to create an illusion of movement. It is an optical illusion of motion

due to the phenomenon of persistence of vision, and can be created and demonstrated in a

number of ways. The most common method of presenting animation is as a motion picture or

video program, although several other forms of presenting animation also exist.

Key Points:

1. 12 basic principles of animation

The 12 basic principles of animation is a set of principles of animation introduced by the

Disney animators Ollie Johnston and Frank Thomas in their 1981 book The Illusion of Life:

Disney Animation.[a] Johnston and Thomas in turn based their book on the work of the

leading Disney animators from the 1930s onwards, and their effort to produce more realistic

animations. The main purpose of the principles was to produce an illusion of characters

adhering to the basic laws of physics, but they also dealt with more abstract issues, such as

emotional timing and character appeal.The book and its principles have become generally

adopted, and have been referred to as the 'Bible of the industry'. In 1999 the book was voted

number one of the "best animation books of all time" in an online poll. Though originally

intended to apply to traditional, hand-drawn animation, the principles still have great

relevance for today's more prevalent computer animation.

1.1 Squash and stretch

The most important principle is "squash and stretch", the purpose of which is to give a

sense of weight and flexibility to drawn objects. It can be applied to simple objects,

like a bouncing ball, or more complex constructions, like the musculature of a human

face. Taken to an extreme point, a figure stretched or squashed to an exaggerated

degree can have a comical effect. In realistic animation, however, the most important

aspect of this principle is the fact that an object's volume does not change when

squashed or stretched. If the length of a ball is stretched vertically, its width (in three

dimensions, also its depth) needs to contract correspondingly horizontally.
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1.2 Anticipation

Anticipation is used to prepare the audience for an action, and to make the action

appear more realistic. A dancer jumping off the floor has to bend his knees first; a

golfer making a swing has to swing the club back first. The technique can also be

used for less physical actions, such as a character looking off-screen to anticipate

someone's arrival, or attention focusing on an object that a character is about to pick

up.

For special effect, anticipation can also be omitted in cases where it is expected. The

resulting sense of anticlimax will produce a feeling of surprise in the viewer, and can

often add comedy to a scene. This is often referred to as a 'surprise gag'.

1.3 Staging

This principle is akin to staging as it is known in theatre and film. Its purpose is to

direct the audience's attention, and make it clear what is of greatest importance in a

scene; what is happening, and what is about to happen. Johnston and Thomas defined

it as "the presentation of any idea so that it is completely and unmistakably clear",

whether that idea is an action, a personality, an expression or a mood. This can be

done by various means, such as the placement of a character in the frame, the use of

light and shadow, and the angle and position of the camera. The essence of this

principle is keeping focus on what is relevant, and avoiding unnecessary detail.
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1.4 Straight ahead action and pose to pose

These are two different approaches to the actual drawing process. "Straight ahead

action" means drawing out a scene frame by frame from beginning to end, while

"pose to pose" involves starting with drawing a few, key frames, and then filling in

the intervals later. "Straight ahead action" creates a more fluid, dynamic illusion of

movement, and is better for producing realistic action sequences. On the other hand, it

is hard to maintain proportions, and to create exact, convincing poses along the way.

"Pose to pose" works better for dramatic or emotional scenes, where composition and

relation to the surroundings are of greater importance. A combination of the two

techniques is often used.

Computer animation removes the problems of proportion related to "straight ahead

action" drawing; however, "pose to pose" is still used for computer animation,

because of the advantages it brings in composition. The use of computers facilitates

this method, as computers can fill in the missing sequences in between poses

automatically. It is, however, still important to oversee this process, and apply the

other principles discussed.

1.5 Follow through and overlapping action

These closely related techniques help render movement more realistic, and give the

impression that characters follow the laws of physics. "Follow through" means that

separate parts of a body will continue moving after the character has stopped.

"Overlapping action" is when a character changes direction, and parts of the body

continue in the direction he was previously going. A third technique is "drag", where

a character starts to move and parts of him take a few frames to catch up. These parts

can be inanimate objects like clothing or the antenna on a car, or parts of the body,

such as arms or hair. On the human body, the torso is the core, with arms, legs, head

and hair appendices that normally follow the torso's movement. Body parts with much

tissue, such as large stomachs and breasts, or the loose skin on a dog, are more prone

to independent movement than bonier body parts. Again, exaggerated use of the

technique can produce a comical effect, while more realistic animation must time the

actions exactly, to produce a convincing result.

Thomas and Johnston also developed the principle of the "moving hold". A character

not in movement can be rendered absolutely still; this is often done, particularly to
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draw attention to the main action. According to Thomas and Johnston, however, this

gave a dull and lifeless result, and should be avoided. Even characters sitting still can

display some sort of movement, such as the torso moving in and out with breathing.

1.6 Slow in and slow out

The movement of the human body, and most other objects, needs time to accelerate

and slow down. For this reason, an animation looks more realistic if it has more

frames near the beginning and end of a movement, and fewer in the middle. This

principle goes for characters moving between two extreme poses, such as sitting down

and standing up, but also for inanimate, moving objects, like the bouncing ball in the

above illustration.

1.7 Arcs

Most human and animal actions occur along an arched trajectory, and animation

should reproduce these movements for greater realism. This can apply to a limb

moving by rotating a joint, or a thrown object moving along a parabolic trajectory.

The exception is mechanical movement, which typically moves in straight lines.

Secondary action: as the horse runs, its mane and tail follow the movement of the

body.

1.8 Secondary action

Adding secondary actions to the main action gives a scene more life, and can help to

support the main action. A person walking can simultaneously swing his arms or keep

them in his pockets, he can speak or whistle, or he can express emotions through

facial expressions. The important thing about secondary actions is that they

emphasize, rather than take attention away from the main action. If the latter is the

case, those actions are better left out. In the case of facial expressions, during a

dramatic movement these will often go unnoticed. In these cases it is better to include

them at the beginning and the end of the movement, rather than during.
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1.9 Timing

Timing in reality refers to two different concepts: physical timing and theatrical

timing. It is essential both to the physical realism, as well as to the storytelling of the

animation, that the timing is right. On a purely physical level, correct timing makes

objects appear to abide to the laws of physics; for instance, an object's weight decides

how it reacts to an impetus, like a push. Theatrical timing is of a less technical nature,

and is developed mostly through experience. It can be pure comic timing, or it can be

used to convey deep emotions. It can also be a device to communicate aspects of a

character's personality.

1.10 Exaggeration

Exaggeration is an effect especially useful for animation, as perfect imitation of

reality can look static and dull in cartoons. The level of exaggeration depends on

whether one seeks realism or comedy. The classical definition of exaggeration,

employed by Disney, was to remain true to reality, just presenting it in a wilder, more

extreme form. Other forms of exaggeration can involve the supernatural or surreal,

alterations in the physical features of a character, or elements in the storyline itself. It

is important to employ a certain level of restraint when using exaggeration; if a scene

contains several elements, there should be a balance in how those elements are

exaggerated in relation to each other, to avoid confusing or overawing the viewer.

1.11 Solid drawing

The principle of solid or good drawing, really means that the same principles apply to

an animator as to an academic artist. The drawer has to understand the basics of

anatomy, composition, weight, balance, light and shadow etc. For the classical

animator, this involved taking art classes and doing sketches from life. One thing in

particular that Johnston and Thomas warned against was creating "twins": characters

whose left and right sides mirrored each other, and looked lifeless. Modern-day

computer animators in theory do not need to draw at all, yet their work can still

benefit greatly from a basic understanding of these principles.
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1.12 Appeal

Appeal in a cartoon character corresponds to what would be called charisma in an

actor. A character who is appealing is not necessarily sympathetic villains or monsters

can also be appealing the important thing is that the viewer feels the character is real

and interesting. There are several tricks for making a character connect better with the

audience, for likable characters a symmetrical or particularly baby-like face tends to

be effective.

2. Character animation

Character animation is a specialized area of the animation process concerning the animation

of one or more characters featured in an animated work. It is usually as one aspect of a larger

production and often made to complement voice acting. Character animation is artistically

unique from other animation in that it involves the creation of apparent thought and emotion

in addition to physical action.

Historically, Winsor McCay's Gertie the Dinosaur (1914) is often considered the very first

example of true character animation. Otto Messmer imbued his Felix the Cat with an

instantly recognizable personality during the 1920s. The following decade, Walt Disney

made character animation a particular focus of his animation studio, best showcased in

productions such as Three Little Pigs, Snow White and the Seven Dwarfs, Pinocchio, and

Dumbo. Disney animation artists such as Bill Tytla, Ub Iwerks, Grim Natwick, Fred Moore,

Ward Kimball, Les Clark, John Sibley, Marc Davis, Wolfgang Reitherman, Hal King,

Hamilton Luske, Norm Ferguson, Eric Larson, Johnny Lounsbery, Milt Kahl, Frank Thomas

and Ollie Johnston all became masters of the technique.

Other notable figures in character animation include the Schlesinger/Warner Bros. directors

(Tex Avery, Don Bluth, Chuck Jones, Hanna-Barbera, Bob Clampett, Max Fleischer, Walter

Lantz, Frank Tashlin, Robert McKimson, and Friz Freleng), independent animator Richard

Williams, John Lasseter at Pixar, and latter-day Disney animators Andreas Deja and Glen

Keane. Character animation is not limited to Hollywoodstudios, however. Some of the finest

examples of character animation can be found in the work of Nick Park of Aardman

Animations and Russian independent animator Yuri Norstein.
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Character animation is augmented by special effects animation, which creates anything that is

not a character; most commonly vehicles, machinery, and natural phenomena such as rain,

snow, and water.

On-going computer science research on character animation deals with the question of

generating multi-layer level of detail at run-time to allow large crowd rendering in real time

applications.

3. The Illusion of Life

The term 'illusion of life' was coined by the Disney animator Hamilton Luske in the 1930s.

Earlier Disney cartoons had looked like little more than moving drawings, but, for the

studio's upcoming feature films like Snow White (1937), there was a need for greater realism.

Through a thorough study of movement, the human body and artistic drawing, the animators

arrived at a set of principles that would make their figures appear more life-like. The term

'illusion of life' summed up the Disney philosophy: while the Warner animator Tex Avery

drew cartoons which depended on surreal humour, Disney strove for a style that was

exaggerated, yet rooted in reality. In Walt Disney's own words: "Our work must have a

foundation of fact in order to have sincerity. The most hilarious comedy is always based on

things actual".

The chief animators at the Disney studios were referred to as the 'Nine Old Men'. While the

animators in reality were relatively young, Walt Disney jokingly used Franklin D.

Roosevelt's dismissive description of the nine justices of the US Supreme Court to describe

the group. Two of the 'Nine Old Men', Ollie Johnston and Frank Thomas, had worked on

such animated feature films as Snow White, Cinderella and Peter Pan. After their retirement

they wrote the book The Illusion of Life, and by the time it was released in 1981, they had

spent nearly five years in research and writing. The book represented over forty years'

experience in the field of animation, and instantly made minor celebrities of the two, a fact

the Disney company knew to exploit commercially.

The topic has been described as the 'Bible' of the industry. Preston Blair, in his book Cartoon

Animation, calls it "An excellent and extensive work", and lists it among the five books that

"Every student of art animation should read and own". In a 1999 poll on the website

Animation World Network, it topped the list of the "best animation books of all time". The
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heart of the book is the set of 'basic principles', that were summed up in twelve points. Most

experts in the field agree that these twelve principles, when applied correctly, are

comprehensive to producing an 'illusion of life'. The advent of computer animation has done

nothing to eliminate the relevance of the 12 basic principles, and they are often repeated in

books and websites on digital animation.

Topic : Publishing An Animation

Topic Objective:

At the end of the topic the student will be able to understand:

Define and explain the 3D computer graphics

Modeling

Layout and animation

Rendering

Communities

Distinct from photorealistic 2D graphics

Methods of animating virtual characters

Computer animation development equipment

The future

Definition/Overview:
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Dynamic Digital Advertising has led the way in digital advertising in Pennsylvaniasince

1994. Included in DDA's list of core digital capabilities is the design and creation of full

motion computer-generated animation. Animation can be used for video productions, internet

websites, and CD-ROM advertising purposes and can show a variety of different things. Here

at DDA, creating digital animation for your companys marketing or internal purposes is done

with exceptional skill and professional quality.

Computer generated animation is often used in conjunction with virtual reality by businesses

to show processes that otherwise may not be observable by the human eye. For example, if a

company wants to show how a large piece of machinery works but all of the work is shielded

by casing, a 3D model of the machine's internal workings can be computer generated. After

the digital model is created, the interior is rendered and the virtual machine animated to show

its inner workings.

Macromedia Flash is an extremely popular form of Internet animation. Flash uses 2D vector

graphics instead of bitmapped photographic graphics, loads quickly and can be more

interactive than traditional HTML. Internet animation can also be 3D or virtual in

construction, such as a 360-degree rotating company logo.

The CD-ROM is a user-friendly marketing or training tool that can benefit from the

integration of a web-based layout, audio, video, animation, virtual reality and 3D modeling.

The use of Quicktime, Macromedia Director and Flash animation helps the CD-ROM

become interactive and engaging. Company catalogs can come to life with product models

and 360-degree spins. Demonstrations of the proper use of a product or piece of equipment

can be presented with coordinated audio and animated video content that can be controlled by

the viewer through web-like interfacing.

Through digital animation in videos, CD-ROMs, and internet graphics, companies can bring

their marketing to a new level. Products can be accurately depicted, catalogs brought to life,

and websites given a sleek and modern look. Using Quicktime, Macromedia Flash and

Director, digitally animated sequences can be smooth and professional. Dynamic Digital

Advertising has been ahead of the trends in digital advertising since 1994. Let DDA take your

company into the 21st century with exceptional digital graphics, rendering and animation for

your next advertising endeavor.
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Key Points:

1. 3D computer graphics

3D computer graphics (in contrast to 2D computer graphics) are graphics that use a three-

dimensional representation of geometric data that is stored in the computer for the purposes

of performing calculations and rendering 2D images. Such images may be for later display or

for real-time viewing. Despite these differences, 3D computer graphics rely on many of the

same algorithms as 2D computer vector graphics in the wire-frame model and 2D computer

raster graphics in the final rendered display. In computer graphics software, the distinction

between 2D and 3D is occasionally blurred; 2D applications may use 3D techniques to

achieve effects such as lighting, and primarily 3D may use 2D rendering techniques. 3D

computer graphics are often referred to as 3D models. Apart from the rendered graphic, the

model is contained within the graphical data file. However, there are differences. A 3D model

is the mathematical representation of any three-dimensional object (either inanimate or

living). A model is not technically a graphic until it is visually displayed. Due to 3D printing,

3D models are not confined to virtual space. A model can be displayed visually as a two-

dimensional image through a process called 3D rendering, or used in non-graphical computer

simulations and calculations.

The process of creating 3D computer graphics can be sequentially divided into three basic

phases: 3D modeling which describes the process of forming the shape of an object, layout

and animation which describes the motion and placement of objects within a scene, and 3D

rendering which produces an image of an object.

2. Modeling

The model describes the process of forming the shape of an object. The two most common

sources of 3D models are those originated on the computer by an artist or engineer using

some kind of 3D modeling tool, and those scanned into a computer from real-world objects.

Models can also be produced procedurally or via physical simulation.
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3. Layout and animation

Before objects are rendered, they must be placed (laid out) within a scene. This is what

defines the spatial relationships between objects in a scene including location and size.

Animation refers to the temporal description of an object, i.e., how it moves and deforms

over time. Popular methods include keyframing, inverse kinematics, and motion capture,

though many of these techniques are used in conjunction with each other. As with modeling,

physical simulation is another way of specifying motion.

4. Rendering

During the 3D rendering step, the number of reflections light rays can take, as well as various

other attributes, can be tailored to achieve a desired visual effect.

Rendering converts a model into an image either by simulating light transport to get

photorealistic images, or by applying some kind of style as in non-photorealistic rendering.

The two basic operations in realistic rendering are transport (how much light gets from one

place to another) and scattering (how surfaces interact with light). This step is usually

performed using 3D computer graphics software or a 3D graphics API. The process of

altering the scene into a suitable form for rendering also involves 3D projection which allows

a three-dimensional image to be viewed in two dimensions.

5. Communities

There are a multitude of websites designed to help educate and support 3D graphic artists.

Some are managed by software developers and content providers, but there are standalone

sites as well (such as Renderosity). These communities allow for members to seek advice,

post tutorials, provide product reviews or post examples of their own work.

6. Distinct from photorealistic 2D graphics

Not all computer graphics that appear 3D are based on a wireframe model. 2D computer

graphics with 3D photorealistic effects are often achieved without wireframe modeling and

are sometimes indistinguishable in the final form. Some graphic art software includes filters

that can be applied to 2D vector graphics or 2D raster graphics on transparent layers. Visual
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artists may also copy or visualize 3D effects and manually render photorealistic effects

without the use of filters. See also still life.

7. Methods of animating virtual characters

In this .gif of a 2D Flash animation, each 'stick' of the figure is keyframed over time to create

motion.

In most 3D computer animation systems, an animator creates a simplified representation of a

character's anatomy, analogous to a skeleton or stick figure. The position of each segment of

the skeletal model is defined by animation variables, or Avars. In human and animal

characters, many parts of the skeletal model correspond to actual bones, but skeletal

animation is also used to animate other things, such as facial features (though other methods

for facial animation exist). The character "Woody" in Toy Story, for example, uses 700

Avars, including 100 Avars in the face. The computer does not usually render the skeletal

model directly (it is invisible), but uses the skeletal model to compute the exact position and

orientation of the character, which is eventually rendered into an image. Thus by changing

the values of Avars over time, the animator creates motion by making the character move

from frame to frame.

There are several methods for generating the Avar values to obtain realistic motion.

Traditionally, animators manipulate the Avars directly. Rather than set Avars for every

frame, they usually set Avars at strategic points (frames) in time and let the computer

interpolate or 'tween' between them, a process called keyframing. Keyframing puts control in

the hands of the animator, and has roots in hand-drawn traditional animation.

In contrast, a newer method called motion capture makes use of live action. When computer

animation is driven by motion capture, a real performer acts out the scene as if they were the

character to be animated. His or her motion is recorded to a computer using video cameras

and markers, and that performance is then applied to the animated character.

Each method has their advantages, and as of 2007, games and films are using either or both

of these methods in productions. Keyframe animation can produce motions that would be

difficult or impossible to act out, while motion capture can reproduce the subtleties of a

particular actor. For example, in the 2006 film Pirates of the Caribbean: Dead Man's Chest,
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actor Bill Nighy provided the performance for the character Davy Jones. Even though Nighy

himself doesn't appear in the film, the movie benefited from his performance by recording the

nuances of his body language, posture, facial expressions, etc. Thus motion capture is

appropriate in situations where believable, realistic behavior and action is required, but the

types of characters required exceed what can be done through conventional costuming.

8. Computer animation development equipment

Computer animation can be created with a computer and animation software. Some examples

of animation software are: Cinema 4D, Pivot Stickfigure Animator, Amorphium, Art of

Illusion, Poser, Ray Dream Studio, Bryce, formZ, Maya, Anim8or, Blender 3D, TrueSpace,

Lightwave, 3D Studio Max, SoftImage XSI, Aladdin4D, Alice, and Adobe Flash (2D). There

are many more software options available. Prices will vary greatly depending on target

market. Some impressive animation can be achieved even with basic programs; however, the

rendering can take a lot of time on an ordinary home computer. Because of this, video game

animators tend to use low resolution, low polygon count renders, such that the graphics can

be rendered in real time on a home computer. Photorealistic animation would be impractical

in this context.

Professional animators of movies, television, and video sequences on computer games make

photorealistic animation with high detail. This level of quality for movie animation would

take tens to hundreds of years to create on a home computer. Many powerful workstation

computers are used instead. Graphics workstation computers use two to four processors, and

thus are a lot more powerful than a home computer, and are specialized for rendering. A large

number of workstations (known as a render farm) are networked together to effectively act as

a giant computer. The result is a computer-animated movie that can be completed in about

one to five years (this process is not comprised solely of rendering, however). A workstation

typically costs $2,000 to $16,000, with the more expensive stations being able to render much

faster, due to the more technologically advanced hardware that they contain. Pixar's

Renderman is rendering software which is widely used as the movie animation industry

standard, in competition with Mental Ray. It can be bought at the official Pixar website for

about $5,000 to $8,000. It will work on Linux, Mac OS X, and Microsoft Windows based

graphics workstations along with an animation program such as Maya and Softimage XSI.
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Professionals also use digital movie cameras, motion capture or performance capture,

bluescreens, film editing software, props, and other tools for movie animation.

9. The future

One open challenge in computer animation is a photorealistic animation of humans.

Currently, most computer-animated movies show animal characters (Finding Nemo, Ice Age,

Over the Hedge), fantasy characters (Shrek, Monsters Inc.), anthropomorphic machines

(Cars, Robots, WALL-E) or cartoon-like humans (The Incredibles, Meet the Robinsons). The

movie Final Fantasy: The Spirits Within is often cited as the first computer-generated movie

to attempt to show realistic-looking humans. However, due to the enormous complexity of

the human body, human motion, and human biomechanics, realistic simulation of humans

remains largely an open problem. It is one of the "holy grails" of computer animation.

Eventually, the goal is to create software where the animator can generate a movie sequence

showing a photorealistic human character, undergoing physically-plausible motion, together

with clothes, photorealistic hair, a complicated natural background, and possibly interacting

with other simulated human characters. This could be done in a way that the viewer is no

longer able to tell if a particular movie sequence is computer-generated, or created using real

actors in front of movie cameras. Complete human realism is not likely to happen very soon,

however such concepts obviously bear certain philosophical implications for the future of the

film industry.

For the moment it looks like three dimensional computer animation can be divided into two

main directions; photorealistic and non-photorealistic rendering. Photorealistic computer

animation can itself be divided into two subcategories; real photorealism (where performance

capture is used in the creation of the virtual human characters) and stylized photorealism.

Real photorealism is what Final Fantasy tried to achieve and will in the future most likely

have the ability to give us live action fantasy features as The Dark Crystal without having to

use advanced puppetry and animatronics, while Antz is an example on stylistic photorealism

(in the future stylized photorealism will be able to replace traditional stop motion animation

as in Corpse Bride). None of them are as mentioned perfected yet, but the progress continues.

The non-photorealistic/cartoonish direction is more like an extension of traditional animation,

an attempt to make the animation look like a three dimensional version of a cartoon, still
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using and perfecting the main principles of animation articulated by the Nine Old Men, such

as squash and stretch.

While a single frame from a photorealistic computer-animated feature will look like a photo

if done right, a single frame vector from a cartoonish computer-animated feature will look

like a painting (not to be confused with cel shading, which produces an ever simpler look).

Topic : Working With Video

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the Characteristics of video streams

 Define and explain the Video formats

 Define and explain the Original video animation

Definition/Overview:

Video is the technology of electronically capturing, recording, processing, storing,

transmitting, and reconstructing a sequence of still images representing scenes in motion.

Key Points:

1. Overview

The term video (from Latin: "I see") commonly refers to several storage formats for moving

eye pictures: digital video formats, including DVD, QuickTime, and MPEG-4; and analog

videotapes, including VHS and Betamax. Video can be recorded and transmitted in various

physical media: in magnetic tape when recorded as PAL or NTSC electric signals by video

cameras, or in MPEG-4 or DV digital media when recorded by digital cameras.
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Quality of video essentially depends on the capturing method and storage used. Digital

television (DTV) is a relatively recent format with higher quality than earlier television

formats and has become a standard for television video.

3D-video, digital video in three dimensions, premiered at the end of 20th century. Six or eight

cameras with realtime depth measurement are typically used to capture 3D-video streams.

The format of 3D-video is fixed in MPEG-4 Part 16 Animation Framework eXtension

(AFX).

In the UK, Australia, The Netherlands, Finland, Hungary and New Zealand, the term video is

often used informally to refer to both Videocassette recorders and video cassettes; the

meaning is normally clear from the context.

2. Characteristics of video streams

2.1 Number of frames per second

Frame rate, the number of still pictures per unit of time of video, ranges from six or

eight frames per second (frame/s) for old mechanical cameras to 120 or more frames

per second for new professional cameras. PAL (Europe, Asia, Australia, etc.) and

SECAM (France, Russia, parts of Africa etc.) standards specify 25 frame/s, while

NTSC (USA, Canada, Japan, etc.) specifies 29.97 frame/s. Film is shot at the slower

frame rate of 24frame/s, which complicates slightly the process of transferring a

cinematic motion picture to video. The minimum frame rate to achieve the illusion of

a moving image is about fifteen frames per second.

2.2 Interlacing

Video can be interlaced or progressive. Interlacing was invented as a way to achieve

good visual quality within the limitations of a narrow bandwidth. The horizontal scan

lines of each interlaced frame are numbered consecutively and partitioned into two

fields: the odd field (upper field) consisting of the odd-numbered lines and the even

field (lower field) consisting of the even-numbered lines. NTSC, PAL and SECAM

are interlaced formats. Abbreviated video resolution specifications often include an i

to indicate interlacing. For example, PAL video format is often specified as 576i50,

where 576 indicates the vertical line resolution, i indicates interlacing, and 50

indicates 50 fields (half-frames) per second.
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In progressive scan systems, each refresh period updates all of the scan lines. The

result is a higher perceived resolution and a lack of various artifacts that can make

parts of a stationary picture appear to be moving or flashing.

A procedure known as deinterlacing can be used for converting an interlaced stream,

such as analog, DVD, or satellite, to be processed by progressive scan devices, such

as TFT TV-sets, projectors, and plasma panels. Deinterlacing cannot, however,

produce a video quality that is equivalent to true progressive scan source material.

2.3 Display resolution

The size of a video image is measured in pixels for digital video, or horizontal scan

lines and vertical lines of resolution for analog video. In the digital domain (e.g.

DVD) standard-definition television (SDTV) is specified as 720/704/640480i60 for

NTSC and 768/720576i50 for PAL or SECAM resolution. However in the analog

domain, the number of visible scanlines remains constant (486 NTSC/576 PAL) while

the horizontal measurement varies with the quality of the signal: approximately 320

pixels per scanline for VCR quality, 400 pixels for TV broadcasts, and 720 pixels for

DVD sources. Aspect ratio is preserved because of non-square "pixels".

New high-definition televisions (HDTV) are capable of resolutions up to

19201080p60, i.e. 1920 pixels per scan line by 1080 scan lines, progressive, at 60

frames per second.

Video resolution for 3D-video is measured in voxels (volume picture element,

representing a value in three dimensional space). For example 512512512 voxels

resolution, now used for simple 3D-video, can be displayed even on some PDAs.

2.4 Aspect ratio

Aspect ratio describes the dimensions of video screens and video picture elements.

All popular video formats are rectilinear, and so can be described by a ratio between

width and height. The screen aspect ratio of a traditional television screen is 4:3, or

about 1.33:1. High definition televisions use an aspect ratio of 16:9, or about 1.78:1.

The aspect ratio of a full 35 mm film frame with soundtrack (also known as

"Academy standard") is around 2.37:1.

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

62
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



Ratios where the height is taller than the width are uncommon in general everyday

use, but do have application in computer systems where the screen may be better

suited for a vertical layout. The most common tall aspect ratio of 3:4 is referred to as

portrait mode and is created by physically rotating the display device 90 degrees from

the normal position. Other tall aspect ratios such as 9:16 are technically possible but

rarely used. (For a more detailed discussion of this topic please refer to the page

orientation article.)

Pixels on computer monitors are usually square, but pixels used in digital video often

have non-square aspect ratios, such as those used in the PAL and NTSC variants of

the CCIR 601 digital video standard, and the corresponding anamorphic widescreen

formats. Therefore, an NTSC DV image which is 720 pixels by 480 pixels is

displayed with the aspect ratio of 4:3 (which is the traditional television standard) if

the pixels are thin and displayed with the aspect ratio of 16:9 (which is the

anamorphic widescreen format) if the pixels are fat.

2.5 Color space and bits per pixel

Color model name describes the video color representation. YIQ was used in NTSC

television. It corresponds closely to the YUV scheme used in NTSC and PAL

television and the YDbDr scheme used by SECAM television.

The number of distinct colours that can be represented by a pixel depends on the

number of bits per pixel (bpp). A common way to reduce the number of bits per pixel

in digital video is by chroma subsampling (e.g. 4:4:4, 4:2:2, 4:2:0).

2.6 Video quality

Video quality can be measured with formal metrics like PSNR or with subjective

video quality using expert observation.

The subjective video quality of a video processing system may be evaluated as

follows:

o Choose the video sequences (the SRC) to use for testing.

o Choose the settings of the system to evaluate (the HRC).

o Choose a test method for how to present video sequences to experts and to

collect their ratings.
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o Invite a sufficient number of experts, preferably not fewer than 15.

o Carry out testing.

o Calculate the average marks for each HRC based on the experts' ratings.

Many subjective video quality methods are described in the ITU-T recommendation

BT.500. One of the standardized method is the Double Stimulus Impairment Scale

(DSIS). In DSIS, each expert views an unimpaired reference video followed by an

impaired version of the same video. The expert then rates the impaired video using a

scale ranging from "impairments are imperceptible" to "impairments are very

annoying".

2.7 Video compression method (digital only)

A wide variety of methods are used to compress video streams. Video data contains

spatial and temporal redundancy, making uncompressed video streams extremely

inefficient. Broadly speaking, spatial redundancy is reduced by registering differences

between parts of a single frame; this task is known as intraframe compression and is

closely related to image compression. Likewise, temporal redundancy can be reduced

by registering differences between frames; this task is known as interframe

compression, including motion compensation and other techniques. The most

common modern standards are MPEG-2, used for DVD and satellite television, and

MPEG-4, used for home video.

2.8 Bit rate (digital only)

Bit rate is a measure of the rate of information content in a video stream. It is

quantified using the bit per second (bit/s or bps) unit or Megabits per second (Mbit/s).

A higher bit rate allows better video quality. For example VideoCD, with a bit rate of

about 1 Mbit/s, is lower quality than DVD, with a bit rate of about 5 Mbit/s. HDTV

has a still higher quality, with a bit rate of about 20 Mbit/s.

Variable bit rate (VBR) is a strategy to maximize the visual video quality and

minimize the bit rate. On fast motion scenes, a variable bit rate uses more bits than it

does on slow motion scenes of similar duration yet achieves a consistent visual

quality. For real-time and non-buffered video streaming when the available bandwidth

is fixed, e.g. in videoconferencing delivered on channels of fixed bandwidth, a

constant bit rate (CBR) must be used.
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2.9 Stereoscopic

Stereoscopic video requires either two channels a right channel for the right eye and a

left channel for the left eye or two overlayed color coded layers. This left and right

layer technique is occasionally used for network broadcast, or recent "anaglyph"

releases of 3D movies on DVD. Simple Red/Cyan plastic glasses provide the means

to view the images discretely to form a stereoscopic view of the content.* New HD

DVD and Blu-ray Discs will greatly improve the 3D effect, in color coded stereo

programs. The first commercially available HD players were expected to debut at the

2006 NAB Show in Las Vegas in April. See articles Stereoscopy and 3-D- Max film.

3. Video formats

There are different layers of video transmission and storage, each with its own set of formats

to choose from.

For transmission, there is a physical connector and signal protocol ("video connection

standard" below). A given physical link can carry certain "display standards" which specify a

particular refresh rate, display resolution, and color space. There are a number of analog and

digital tape formats, though digital video files can also be stored on a computer file system

which have their own formats. In addition to the physical format used by the storage or

transmission medium, the stream of ones and zeros that is sent must be in a particular digital

video "encoding", of which a number are available.
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4. Original video animation

4.1 Format

Like anime made for television broadcast, OVAs are broken into episodes. OVA

media (tapes, laserdiscs, or DVDs) are usually sold with just one episode each.

Episode length varies from title to title, and might be anywhere from a few minutes to

two hours or more. An episode length of 30 minutes is quite common, but this is by

no means the rule. In some cases, the length of episodes in a specific OVA may vary

greatly (in GaoGaiGar FINAL, the first 6 episodes last around 30 minutes, while the

last 2 episodes last 40 and 50 minutes respectively; the OVA Key the Metal Idol

consists of 15 separate episodes, ranging in length from 20 minutes to nearly two

hours each.) An OVA series can run anywhere from an episode (essentially a direct-

to-video movie) to dozens in length. Probably the longest OVA series ever made was

Legend of the Galactic Heroes, which spanned 110 main episodes and 52 gaiden

episodes.

Many popular series are first animated as an OVA, and later grow to become popular

television series or movies. Tenchi Muyo!, for example, began as an OVA but went

on to spawn several TV series, three movies, and numerous other spin-offs. Other

OVA releases are made as sequels, side stories, music video collections, or bonus

episodes that continue existing TV series or films, such as Love Hina Again and

Wolf's Rain.

OVA animation is well regarded for its high production quality. OVA titles generally

have a much higher budget per episode than that of a TV series; therefore the

technical quality of animation is almost always superior to TV series; occasionally

even equal to that of animated movies.
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OVA titles are also known for the detailed plots and character development which can

result from greater creative freedom it offers to writers and directors than other

formats. This also allows for animated adaptations of manga to be adapted more

faithfully to the source material. Since OVA episodes and series can be any length,

the director can use however much time he or she likes to tell the story. There is a

great deal of time available for significant background and character/plot

development. This is in contrast to TV episodes that must begin and conclude an

episode in 22 minutes, or films which rarely last more than two hours. There is

likewise no pressure to produce "filler content" to extend a short plot into a full TV

series; OVA titles are generally targeted to a specific audience, rather than the more

mass-market audience of films and TV series, and are not bound as much by content

restrictions and censorship (such as violence, nudity, or language) that are often

placed on television series.

OVAs are typically aimed at male anime enthusiasts. Bandai Visual stated in a 2004

news release (for their new OVAs aimed at women) that about 50% of the customers

who bought their anime DVDs in the past were 25- to 40-year-old men, while only

13% of them were women, even with all ages included. Those statistics are about

anime DVDs in general, not only about OVAs, but it shows the general tendency at

this point. Nikkei Business Publications also stated in its news release that anime

DVDs were mainly bought by 25- to 40-year-old adults.OVAs specifically aimed at

women are few, but do exist Earthian is one such an example.

Usually, one volume costs 58009800 yen as of 2006, higher-priced than other anime

DVDs, though some are less expensive (Mobile Police Patlabor OVAs (1988) were

priced at 4800 yen per volume).

Some OVAs based on television series (especially those that are based on manga)

may be designed to provide closure to the plot that was not present in the series. The

Rurouni Kenshin OVAs, to name one series, exemplified numerous aspects of OVAs;

they were based on chapters of the author Nobuhiro Watsuki's manga that had not

been adapted into the TV anime, had higher-quality animation, were much more

violent, and were executed in a far more dark and realistic style than the TV episodes.
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The later was the same case for Masami Kurumada's famous manga Saint Seiya. The

anime adapted two of the three arcs in Kurumada's manga, as the project to adapt the

third arc to the anime was never started. As Kurumada had completed his manga in

1991, its third act was finally adapted to anime, releasing the episodes as OVAs,

starting in 2003 and finishing in 2008, at last adapting Kurumada's manga completely

to anime.

Most OVA titles run 48 episodes and tend to have a complex and continuous plot

which is best enjoyed if all episodes are viewed in sequence. This is in contrast to TV

series, which generally have many short "mini-stories" that happen to be related

somehow, rather than a unified plot. Many OVA titles can be thought of as "long

films" that just so happen to be released in parts. Release schedules vary, as some

series may progress as slowly as 1-2 episodes per year. Some OVA titles with a

lengthy release schedule ended up unfinished due to lack of fan support and sales.

There are many one-episode OVAs. Typically, such an OVA is a side story to the TV

series that gained popularity. At the earliest stage of the history of the OVA (1980s),

one-episode OVAs were not rare. Hundreds of manga that were popular but not

enough to gain TV series were granted one-shot (or othewise extremely short) OVA

episodes. OVA's could be found on many anime websites, most of them are bad

quality though.

Topic : Enhancing Video

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the History

 Define and explain the Technical overview

 Define and explain the Digital cinematography

 Define and explain the Digital vs. film cinematography: Technical Considerations

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

68
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



Definition/Overview:

Digital video is a type of video recording system that works by using a digital rather than an

analog video signal. The terms camera, video camera, and camcorder are used

interchangeably in this article.

Key Points:

1. History

Starting in the late 70s to the early 80s, several types of video production equipment- such as

time base correctors (TBC) and digital video effects (DVE) units (two of the latter being the

Ampex ADO, and the NEC DVE) were introduced that operated by taking a standard analog

video input and digitizing it internally. This made it easier to either correct or enhance the

video signal, as in the case of a TBC, or to manipulate and add effects to the video, in the

case of a DVE unit. The digitized and processed video from these units would then be

converted back to standard analog video.

Later on in the 1970s, manufacturers of professional video broadcast equipment, such as

Bosch (through their Fernseh division), RCA, and Ampex developed prototype digital

videotape recorders in their research and development labs. Bosch's machine used a modified

1" Type B transport, and recorded an early form of CCIR 601 digital video. None of these

machines from these manufacturers were ever marketed commercially, however.

Digital video was first introduced commercially in 1986 with the Sony D-1 format, which

recorded an uncompressed standard definition component video signal in digital form instead

of the high-band analog forms that had been commonplace until then. Due to the expense, D-

1 was used primarily by large television networks. It would eventually be replaced by

cheaper systems using compressed data, most notably Sony's Digital Betacam, still heavily

used as a field recording format by professional television producers.

Consumer digital video first appeared in the form of QuickTime, Apple Computer's

architecture for time-based and streaming data formats, which appeared in crude form around

1990. Initial consumer-level content creation tools were crude, requiring an analog video

source to be digitized to a computer-readable format. While low-quality at first, consumer
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digital video increased rapidly in quality, first with the introduction of playback standards

such as MPEG-1 and MPEG-2 (adopted for use in television transmission and DVD media),

and then the introduction of the DV tape format allowing recording direct to digital data and

simplifying the editing process, allowing non-linear editing systems to be deployed cheaply

and widely on desktop computers with no external playback/recording equipment needed.

The widespread adoption of digital video has also drastically reduced the bandwidth needed

for a high definition television signal (with HDV and AVCHD, as well as several commercial

variants such as DVCPRO-HD, all using less bandwidth than a standard definition analog

signal) and Tapeless camcorders based on flash memory and often a variant of MPEG-4.

2. Technical overview

Digital video cameras come in two different image capture formats: interlaced and

progressive scan. Interlaced cameras record the image in alternating sets of lines: the odd-

numbered lines are scanned, and then the even-numbered lines are scanned, then the odd-

numbered lines are scanned again, and so on. One set of odd or even lines is referred to as a

"field", and a consecutive pairing of two fields of opposite parity is called a frame.

A progressive scanning digital video camera records each frame as distinct, with both fields

being identical. Thus, interlaced video captures twice as many fields per second as

progressive video does when both operate at the same number of frames per second.

Progressive scan camcorders are generally more desirable because of the similarities they

share with film. They both record frames progressively, which results in a crisper image.

They can both shoot at 24 frames per second, which results in motion strobing (blurring of

the subject when fast movement occurs). Thus, progressive scanning video cameras tend to

be more expensive than their interlaced counterparts. (Note that even though the digital video

format only allows for 29.97 interlaced frames per second [or 25 for PAL], 24 frames per

second progressive video is possible by displaying identical fields for each frame, and

displaying 3 fields of an identical image for certain frames. For a more detailed explanation,

see the adamwilt.com link.)

Standard film stocks such as 16 mm and 35 mm record at 24 frames per second. For video,

there are two frame rate standards: NTSC, and PAL, which shoot at 30/1.001 (about 29.97)

frames per second and 25 frames per second, respectively.
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Digital video can be copied with no degradation in quality. No matter how many generations

a digital source is copied, it will be as clear as the original first generation of digital footage.

Digital video can be processed and edited on an NLE, or non-linear editing station, a device

built exclusively to edit video and audio. These frequently can import from analog as well as

digital sources, but are not intended to do anything other than edit videos. Digital video can

also be edited on a personal computer which has the proper hardware and software. Using an

NLE station, digital video can be manipulated to follow an order, or sequence, of video clips.

More and more, videos are edited on readily available, increasingly affordable hardware and

software. Even large budget films, such as ColdMountain, have been edited entirely on

Apple's Final Cut Pro.

Regardless of software, digital video is generally edited on a setup with ample disk space.

Digital video applied with standard DV/DVCPRO compression takes up about 250

megabytes per minute or 13 gigabytes per hour.

Digital video has a significantly lower cost than 35 mm film, as the digital tapes can be

erased and re-recorded multiple times, viewed on location without processing, and the tape

stock itself is very inexpensive about $3 for a 60 minute MiniDV tape, in bulk, as of

December, 2005. By comparison, 35 mm film stock costs about $1000 per minute, including

processing.

Digital video is used outside of movie making. Digital television (including higher quality

HDTV) started to spread in most developed countries in early 2000s. Digital video is also

used in modern mobile phones and video conferencing systems. Digital video is also used for

Internet distribution of media, including streaming video and peer-to-peer movie distribution.

Many types of video compression exist for serving digital video over the internet, and onto

DVDs. Although digital technique allows for a wide variety of edit effects, most common is

the hard cut and an editable video format like DV-video allows repeated cutting without loss

of quality, because any compression across frames is lossless. While DV video is not

compressed beyond its own codec while editing, the file sizes that result are not practical for

delivery onto optical discs or over the internet, with codecs such as the Windows Media

format, MPEG2, MPEG4, Real Media, the more recent H.264, and the Sorenson media

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

71
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



codec. Probably the most widely used formats for delivering video over the internet are

MPEG4 and Windows Media, while MPEG2 is used almost exclusively for DVDs, providing

an exceptional image in minimal size but resulting in a high level of CPU consumption to

decompress.

While still images can have any number of pixels the video community defines one standard

for resolution after the other and notwithstanding the devices use incompatible resolutions

and insist on their resolution and rescale a video several times from the sensor to the LCD.

Anamorph still images are the result of technical limitations while anamorph videos can be

result of standardization aberrations. As of 2007[update], the highest resolution demonstrated

for digital video generation is 33 megapixels (7680 x 4320) at 60 frames per second

("UHDV"), though this has only been demonstrated in special laboratory settings. The

highest speed is attained in industrial and scientific high speed cameras that are capable of

filming 1024x1024 video at up to 1 million frames per second for brief periods of recording.

3. Digital cinematography

Digital cinematography is the process of capturing motion pictures as digital images, rather

than on film. Digital capture may occur on tape, hard disks, flash memory, or other media

which can record digital data. As digital technology has improved, this practice has become

increasingly common. Several mainstream Hollywood movies have now been shot digitally,

and many vendors have brought products to market, including traditional film camera

vendors like Arri and Panavision, new vendors like RED and Silicon Imaging, and companies

which have traditionally focused on consumer and broadcast video equipment, like Sony and

Panasonic. The benefits and drawbacks of digital vs. film acquisition are still hotly debated,

but digital cinematography cameras sales have surpassed mechanical cameras in the classic

35mm format.

3.1 Technology

Digital cinematography captures motion pictures digitally, in a process analogous to

digital photography. While there is no clear technical distinction that separates the

images captured in digital cinematography from video, the term "digital

cinematography" is usually applied only in cases where digital acquisition is

substituted for film acquisition, such as when shooting a feature film. The term is not
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generally applied when digital acquisition is substituted for analog video acquisition,

as with live broadcast television programs.

3.2 Sensors

Digital cinematography cameras capture images using CMOS or CCD sensors,

usually in one of two arrangements.

High-end cameras designed specifically for the digital cinematography market often

use a single sensor (much like digital photo cameras), with dimensions similar in size

to a 35mm film frame or even (as with the Vision 65) a 65mm film frame. An image

can be projected onto a single large sensor exactly the same way it can be projected

onto a film frame, so cameras with this design can be made with PL, PV and similar

mounts, in order to use the wide range of existing high-end cinematography lenses

available. Their large sensors also let these cameras achieve the same shallow depth

of field as 35 or 65mm motion picture film cameras, which is important because many

cinematographers consider selective focus an essential visual tool.

Television cameras typically use three 1/3" or 2/3" sensors in conjunction with a

prism, with each sensor capturing a different color. Camera vendors like Sony and

Panasonic, which have their roots in the broadcast and consumer camera markets,

have leveraged their experience with these designs into three-chip products targeted

specifically at the digital cinematography market. The Thomson Viper also uses a

three-chip design. These designs offer benefits in terms of color reproduction, but are

incompatible with traditional cinematography lenses (though new lines of high-end

lenses have been developed with these cameras in mind), and incapable of achieving

35mm depth of field unless used with depth-of-field adaptors, which can lower image

sharpness and result in a loss of light.

3.3 Acquisition Formats

As far as digital cinematography is concerned, video resolution standards depend first

on the frames' aspect ratio in the film stock (which is usually scanned for digital

intermediate post-production) and then on the actual points' count. Although there is

not a unique set of standardized sizes, it is common place within motion picture
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industry to refer to "nK" image "quality", where n is a (small, usually even) integer

number which translates into a set of actual resolutions, depending on the film format.

As a reference consider that, for a 4:3 (around 1.33) aspect ratio which a film frame

(no matter what is its format) is expected to horizontally fit in, n is the multiplier of

1024 such that the horizontal resolution is exactly 1024n points. For example, 2K

reference resolution is 20481536 pixels, whereas 4K reference resolution is 40963072

pixels. Nevertheless, 2K may also refer to resolutions like 20481556, 20481080 or

2048858 pixels, whereas 4K may also refer to 40963112, 39962160 or 40962048

pixels.

While many people make movies with MiniDV camcorders and other consumer and

"prosumer" products that have lower resolutions or shoot interlaced video,

commercial cameras marketed as digital cinematography cameras typically shoot in

progressive HDTV formats such as 720p and 1080p.

To date, 1080p has been the most common format for digitally acquired major motion

pictures.

3.4 Data Storage

Broadly, there are two paradigms used for data storage in the digital cinematography

world.

Many people, particularly those coming from a background in broadcast television,

are most comfortable with video tape based workflows. Data is captured to video tape

on set. This data is then ingested into a computer running non-linear editing software,

using a deck. Once on the computer, the footage is edited, and then output in its final

format, possibly to a film recorder for theatrical exhibition, or back to video tape for

broadcast use. Original video tapes are kept as an archival medium. The files

generated by the non-linear editing application contain the information necessary to

retrieve footage from the proper tapes, should the footage stored on the computer's

hard disk be lost.

Increasingly, however, digital cinematography is shifting toward "tapeless" workflow,

where instead of thinking about digital images as something that exists on a physical
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medium like video tape, digital video is conceived of as data in files. In tapeless

workflow, digital images are usually recorded directly to files on hard disk or flash

memory based "digital magazines". At the end of a shooting day (or sometimes even

during the day), the digital files contained on these digital magazines are downloaded,

typically to a large RAID connected to an editing system. Once data is copied from

the digital magazines, they are erased and returned to the set for more shooting.

Archiving is accomplished by backing up the digital files from the RAID, using

standard practices and equipment for data backup from the Information Technology

industry, often to data tape.

3.5 Compression

Digital cinema cameras are capable of generating extremely large amounts of data;

often hundreds of megabytes per second.To help manage this huge data flow, many

cameras or recording devices designed to be used in conjunction with them offer

compression. Prosumer cameras typically use high compression ratios in conjunction

with chroma subsampling. While this allows footage to be comfortably handled even

on fairly modest personal computers, the convenience comes at the expense of image

quality.

High-end digital cinematography cameras or recording devices typically support

recording at much lower compression ratios, or in uncompressed formats.

Additionally, digital cinematography camera vendors are not constrained by the

standards of the consumer or broadcast video industries, and often develop proprietary

compression technologies that are optimized for use with their specific sensor designs

or recording technologies.

3.6 Lossless vs. lossy compression

A lossless compression system is capable of reducing the size of digital data in a fully

reversible way -- that is, in a way that allows the original data to be completely

restored, byte for byte. This is done by removing redundant information from a signal.

Digital cinema cameras rarely use only lossless compression methods, because much

higher compression ratios (lower data rates) can be achieved with lossy compression.

With a lossy compression scheme, information is discarded to create a simpler signal.
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Due to limitations in human visual perception, it is possible to design algorithms

which do this with little visual impact.

3.7 Chroma subsampling

Some digital cinematography systems further reduce data rate by subsampling color

information. Because the human visual system is much more sensitive to luminance

than to color, lower resolution color information can be overlaid with higher

resolution luma (brightness) information, to create an image that looks very similar to

one in which both color and luma information are sampled at full resolution. This

scheme may cause pixelation or color bleeding under some circumstances. High

quality digital cinematography systems are capable of recording full resolution color

data (4:4:4) or raw sensor data.

3.8 Bitrate

Video and audio compression systems are often characterized by their bitrates. Bitrate

describes how much data is required to represent one second of media. One cannot

directly use bitrate as a measure of quality, because different compression algorithms

perform differently. A more advanced compression algorithm at a lower bitrate may

deliver the same quality as a less advanced algorithm at a higher bitrate.

3.9 Intra- vs. Inter-frame compression

Most compression systems used for acquisition in the digital cinematography world

compress footage one frame at a time, as if a video stream is a series of still

images.This is called intra-frame compression scheme. Inter frame compression

systems can further compress data by examining and eliminating redundancy between

frames. This leads to higher compression ratios, but displaying a single frame will

usually require the playback system to decompress a number of frames from before &

after it. In normal playback this is not a problem, as each successive frame is played

in order, so the preceding frames have already been decompressed. In editing,

however, it is common to jump around to specific frames and to play footage

backwards or at different speeds. Because of the need to decompress extra frames in

these situations, inter-frame compression can cause performance problems for editing
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systems. Inter-frame compression is also disadvantageous because the loss of a single

frame (say, due to a flaw writing data to a tape) will typically ruin all the frames until

the next keyframe occurs. In the case of the HDV format, for instance, this may result

in as many as 6 frames being lost with 720p recording, or 15 with 1080i recording. An

inter-frame compressed video stream consists of group of pictures (GOPs), which has

only one full frame, and a handful of other frames referring to this frame. If the full

frame, called I-frame, is lost due to transmission or media error, none of the P-frames

of B-frames (the referenced images) can be displayed. In this case, the whole GOP is

lost. The length of the GOP depends mainly on the compression ratio. Long-GOP

sequences are hard to edit - one can cut only at the ned of GOPs. For all these reasons

the video streams manipulated during a digital intermediate process are not usually

stored as few (possibly one) long video file(s), but rather in one or more file

sequences, where each one stores a still frame, ordered by either timecode, keycode or

simple frame order. In such a case, audio data is stored in separate streams (and files).

4. Digital vs. film cinematography: Technical Considerations

4.1 Predictability

When shooting on film, response to light is determined by what film stock is chosen.

A cinematographer can choose a film stock he or she is familiar with, and expose film

on set with a high degree of confidence about how it will turn out. Because the film

stock is the main determining factor, results will be substantially similar regardless of

what camera model is being used. However, the final result cannot be controlled when

shooting with mechanical cameras until the film negative has been processed at a

laboratory. Therefore, damage to the film negative, scratches which are generated by

faulty camera mechanics etc can not be controlled.

In contrast, when shooting digitally, response to light is determined by the CMOS or

CCD sensor(s) in the camera and recorded and "developed" directly. This means a

cinematographer can measure and predict exactly how the final image will look by

eye if familiar with the specific model of camera being used or able to read a

vector/waveform.
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On-set monitoring allows the cinematographer to see the actual images that are

captured, immediately on the set, which is impossible with film. With a properly

calibrated high-definition display, on-set monitoring, in conjunction with data

displays such as histograms, waveforms, RGB parades, and various types of focus

assist, can give the cinematographer a far more accurate picture of what is being

captured than is possible with film. However, all of this equipment may impose costs

in terms of time and money, and may not be possible to utilize in difficult shooting

situations.

Film cameras do often have a video assist that captures video though the camera to

allow for on-set playback, but its usefulness is largely restricted to judging action and

framing. Because this video is not derived from the image that is actually captured to

film, it is not very useful for judging lighting, and because it is typically only NTSC-

resolution, it is often useless for judging focus.

4.2 Portability

Ultra-lightweight and extremely compact digital cinematography cameras, as the

SI:2K mini, are much smaller and lighter than mechanical film cameras. Other High-

end digital cinema cameras can be quite large, and some models require bulky

external recording mechanisms (though in some cases only a small strand of optical

fiber is necessary to connect the camera and the recording mechanism).

Compact 35mm film cameras that produce the full 35mm film resolution and accept

standard 35mm lenses cannot be sized down below a certain size and weight, as they

require at least space for the film negative and basic mechanics.

Smaller form-factor digital cinema cameras such as the Red One and SI-2K have

made digital more competitive in this respect. The SI-2K, in particular, with its

detachable camera head, allows for high-quality images to be captured by a

camera/lens package that is far smaller than is practically achievable with a 35mm

film camera and is used in many scenarios to replace film - especially for stereoscopic

productions.
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4.3 Dynamic Range

The sensors in most high-end digital video cameras have less exposure latitude

(dynamic range) than modern motion picture film stocks. In particular, they tend to

'blow out' highlights, losing detail in very bright parts of the image. If highlight detail

is lost, it is impossible to recapture in post-production. Cinematographers can learn

how to adjust for this type of response using techniques similar to those used when

shooting on reversal film, which has a similar lack of latitude in the highlights. They

can also use on-set monitoring and image analysis to ensure proper exposure. In some

cases it may be necessary to 'flatten' a shot, or reduce the total contrast that appears in

the shot, which may require more lighting to be used.

Many people also believe that highlights are less visually pleasing with digital

acquisition, because digital sensors tend to 'clip' them very sharply, whereas film

produces a 'softer' roll-off effect with over-bright regions of the image. Some more

recent digital cinema cameras attempt to more closely emulate the way film handles

highlights, though how well they achieve this is a matter of some dispute. A few

cinematographers have started deliberately using the 'harsh' look of digital highlights

for aesthetic purposes. One notable example of such use is Battlestar Galactica.

Digital acquisition typically offers better performance than film in low-light

conditions, allowing less lighting and in some cases completely natural or practical

lighting to be used for shooting, even indoors. This low-light sensitivity also tends to

bring out shadow detail. Some directors have tried a "best for the job" approach, using

digital acquisition for indoor or night shoots, and traditional film for daylight

exteriors.

4.5 Resolution

Substantive debate over the subject of film resolution vs. digital image resolution is

clouded by the fact that it is difficult to meaningfully and objectively determine the

resolution of either. Unlike a digital sensor, a film frame does not have a regular grid

of discrete pixels. Rather, it has an irregular pattern of differently sized grains. As a

film frame is scanned at higher and higher resolutions, image detail is increasingly

masked by grain, but it is difficult to determine at what point there is no more useful

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

79
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



detail to extract. Moreover, different film stocks have widely varying ability to

resolve detail.

Determining resolution in digital acquisition seems straightforward, but is

significantly complicated by the way digital camera sensors work in the real world.

This is particularly true in the case of high-end digital cinematography cameras that

use a single large bayer pattern CMOS sensor. A bayer pattern sensor does not sample

full RGB data at every point; each pixel is biased toward red, green or blue , and a full

color image is assembled from this checkerboard of color by processing the image

through a demosaicing algorithm. Generally with a bayer pattern sensor, actual

resolution will fall somewhere between the "native" value and half this figure, with

different demosaicing algorithms producing different results. Additionally, most

digital cameras (both bayer and three-chip designs) employ optical low-pass filters to

avoid aliasing. Such filters reduce resolution.

In general, it is widely accepted that film exceeds the resolution of HDTV formats

and the 2K digital cinema format, but there is still significant debate about whether

4K digital acquisition can match the results achieved by scanning 35mm film at 4K,

as well as whether 4K scanning actually extracts all the useful detail from 35mm film

in the first place. However, as of 2007 the majority of films that use a digital

intermediate are done at 2K because of the costs associated with working at higher

resolutions. Additionally, 2K projection is chosen for almost all permanent digital

cinema installations, often even when 4K projection is available.

One important thing to note is that the process of optical duplication, used to produce

theatrical release prints for movies that originate both on film and digitally, causes

significant loss of resolution. If a 35mm negative does capture more detail than 4K

digital acquisition, ironically this may only be visible when a 35mm movie is scanned

and projected on a 4K digital projector.
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4.6 Grain & Noise

Film has a characteristic grain structure, which many people view positively, either

for aesthetic reasons or because it has become associated with the look of 'real'

movies. Different film stocks have different grain, and cinematographers may use this

for artistic effect.

Digitally acquired footage lacks this grain structure. Electronic noise is sometimes

visible in digitally acquired footage, particularly in dark areas of an image or when

footage was shot in low lighting conditions and gain was used. Some people believe

such noise is a workable aesthetic substitute for film grain, while others believe it has

a harsher look that detracts from the image.

Well shot, well lit images from high-end digital cinematography cameras can look

almost eerily clean. Some people believe this makes them look "plasticky" or

computer generated, while others find it to be an interesting new look, and argue that

film grain can be emulated in post-production if desired.

Since most theatrical exhibition still occurs via film prints, the super-clean look of

digital acquisition is often lost before moviegoers get to see it, because of the grain in

the film stock of the release print.

4.7 Digital Intermediate Workflow

The process of using digital intermediate workflow, where movies are color graded

digitally instead of via traditional photochemical finishing techniques, has become

common, largely because of the greater artistic control it provides to filmmakers. In

2007, all of the 10 most successful movies released used the digital intermediate

process.

In order to utilize digital intermediate workflow with film, the camera negative must

first be processed and then scanned to a digital format. High quality film scanning is

expensive (up to $4 a frame, although the costs of this are continually dropping). It

also cannnot normally done in real time, although in practice this does not add greatly

to the total processing time. With digital acquisition, the scanning step is not

necessary, and footage can go directly into a digital intermediate pipeline as digital
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data. In practice, this only aplies to the relatively low resolution HDCAM images

recorded on videotape; ironically, with high-end cameras such as the RED One which

only record RAW data, the 4K debayering process can actually take longer than

traditional photochemical developing followed by scanning.

Some filmmakers have years of experience achieving their artistic vision using the

techniques available in a traditional photochemical workflow, and prefer that

finishing/editing process. While it would be theoretically possible to use such a

process with digital acquisition by creating a film negative on a film recorder, in

general digital acquisition is not a suitable choice if a traditional finishing process is

desired.

4.8 Sound

Films are traditionally shot with dual-system recording, where picture is recorded on

camera, and sync sound is recorded to a separate sound recording device. Picture and

sound are then synced up in post-production. In the past this was done manually by

lining up the image of the just-closed clapper board sticks with their characteristic

"Click!" on the sound recording. Nowadays this is normally done automatically using

timecodes burnt onto the edge of the film emulsion.

Practically every camera used for digital cinematography can record sound internally,

already in sync with picture. In theory this eliminates the need for syncing in post,

which can lead to faster workflows. However, most sound recording is done by

specialist operators, and the sound will likely be separated and further processed in

post-production anyway. Apart from this, software problems can cause unpredictable

sound-picture timing problems or even complete loss of sound recording which need

to be corrected.

Because of this, experienced operators often use old-fashioned clapper boards as well

as timecode, (often with the timecode generator built into the clapper/slate assembly)

as this can provide a valuable backup if the sound-sync gets lost. (This is regularly

seen in the "making of" segments at the end of each episode of the most recent Dr

Who series).
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However, a lot of television oriented productions still record sound only on the

camera, usually with some kind of wired or wireless monitoring feedback to the sound

recordists.

Recording sound in-camera will also require running additional cables if overhead

microphones are used, which can be problematic in some shooting situations,

particularly if the camera is moving. Wireless transmission systems can reduce these

problems, but they are not suitable for use in all circumstances.

4.9 Archiving

Many people feel there is significant value in having a film negative master for

archival purposes. There are after all numerous extant examples of original 19th

century film footage which were manufactured under primitive conditions, with no

consideration given to archival value, but whose original images are still clearly

visible and recoverable with relatively simple equipment. As long as the negative

does not completely degrade, it will always be possible to recover the images from it

in the future, regardless of changes in technology, since all that will be involved is

simple photographic reproduction. In contrast, even if digital data is stored on a

medium that will preserve its integrity, highly specialized digital equipment will

always be required to reproduce it. Changes in technology may thus render the format

unreadable or expensive to recover over time. For this reason, film studios distributing

digitally-originated films often make film-based separation masters of them for

archival purposes.

Topic : Publishing Video

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Reasons for releasing direct-to-video
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 Define and explain the Direct-to-video films screened theatrically

 Define and explain the Television spin-offs

 Define and explain the Direct-to-DVD market

 Define and explain the The V-Cinema and OVA markets in Japan

Definition/Overview:

A film that is released direct-to-video (also known as made-for-video, straight-to-video, more

recently, straight-to-DVD) is one which has been released to the public on home video

formats (historically VHS) before or without being released in movie theaters or broadcast on

television. The term is also at times used as a derogatory term for sequels of films that are not

expected to have financial success.

Key Points:

1. Reasons for releasing direct-to-video

Direct-to-video releases can occur for several reasons. Often a production studio will develop

a TV show or film which is not generally released for several possible reasons: poor quality,

lack of support from a TV network, controversial nature, or a simple lack of general public

interest. Studios, limited in the annual number of films they grant cinematic releases to, may

choose to pull the completed film from the theaters, or never exhibit it in theaters at all.

Studios then recoup some of their losses through video sales and rentals.

In the case of a TV show, low ratings may cause a network to cancel the show, possibly after

having filmed an entire season and aired some episodes. If the show has a considerable

fanbase, the studio may release un-aired episodes on video to recoup losses. Clerks: The

Animated Series and Firefly are examples of canceled shows which were successful cult hits

on DVD. Occasionally outstanding DVD sales may revive a canceled show, as in the case of

Family Guy. Originally canceled in 2002, the series was revived in 2005 due partly to its

excellent DVD sales.

Direct-to-video releases have historically carried a stigma of lower technical or artistic

quality than theatrical releases. Some studio films released direct-to-video are films which

have been completed but were never released. This delay often occurs when a studio doubts a
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film's commercial prospects would justify a full cinema release, or because its "release

window" has closed. A release window refers to a timely trend or personality, and missing

that window of opportunity means a film, possibly rushed into production, failed to release

before the trend faded. In film industry slang such films are referred to as having been

"vaulted."

There is a positive side to direct-to-video releases. They have become something of a lifeline

for independent filmmakers and smaller companies.

Direct-to-video releases can be done for films which cannot be shown theatrically due to

controversial content, or because the cost involved in a theatrical release is beyond the

releasing company. Almost all pornographic films are released direct-to-video.

Animated sequels and movie-length episodes of animated series are also often released in this

fashion. The Walt Disney Company began making sequels of most of its animated films for

video release beginning with The Return of Jafar (the sequel to Aladdin) in 1994. Universal

Studios also began their long line of The Land Before Time sequels that same year. In 2005,

Fox released Stewie Griffin: The Untold Story for DVD and Universal Media Disc.

Studios also release sequel or spin-off to a successful live action films straight to DVD. Its

commonly refer as a "cheapquel" by film critics due to the lack of quality and budget in

comparison to the original.

2. Direct-to-video films screened theatrically

Once in a while, a studio that makes a movie that was prepared as a direct-to-video film will

release it theatrically at the last minute due to the success of another movie with a similar

subject matter or an ultimate studio decision. Doug's 1st Movie is an example of this, quickly

changed from a DTV to a theatrical release due to the surprise success of The Rugrats Movie.

3. Television spin-offs

Television spin-offs are animated or live action television series or made for TV movies

which contain either characters or theme elements from an older series or movie (Clerks: The

Animated Series and Bill and Ted's Excellent Adventures). While the most common
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examples of a television spin off are animated series there are also live action examples

(Robocop: Prime Directives)

Some SpongeBob SquarePants DVD volumes contain episodes not yet aired in the United

States. Certain special episodes of Pokmon were released directly on video such as Pikachus

Winter Vacation. Some Disney Channel shows, such as That's So Raven, The Suite Life of

Zack and Cody, Phil of the Future, and Lilo & Stitch: The Series have also had direct-to-

video episodes. Some DVD volumes of The Land Before Time also contain episodes not yet

aired in the United States or Canada.

4. Direct-to-DVD market

As the DVD format supplanted the videocassette, companies released movies in DVD format

rather than VHS, causing the term "direct-to-DVD" to replace "direct-to-video" in some

instances. However, the word "video" does not necessarily refer to VHS cassettes. The new

term used is DVDP ("DVD Premiere"). Such films can cost as much as $20 million (about a

third of the average cost of a Hollywood release) and feature actors like Jean-Claude Van

Damme and Steven Seagal. Salaries for such actors range from $2 to $4 million (Van

Damme) to $4.5 to $10 million (Seagal). According to Variety, American Pie: Band Camp

sold a million copies in one week, despite retaining only two actors from the original trilogy.

In recent years, DVD Premieres have become a substantial source of revenue for movie

studios. DVDPs have collectively grossed over $3 billion over the last few years, and have

matured enough that DVDP divisions of studios now option their own films. Studios realized

that DVDP movies can be shot on a smaller budget, thus allowing studios larger profits with

the combined revenues of home video sales and rentals, in addition to licensing movies for

television and for distribution abroad (where some DVDP movies do see theatrical releases).

Distributing DVDPs is not a practice reserved solely for larger Hollywood studios. Several

companies, such as The Asylum, MTI Home Video, and York Entertainment distribute

DVDPs almost exclusively. The budgets for films distributed by these companies are even

smaller than those of ones distributed by a larger studio, but these companies are still able to

profit off their sales.
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5. The V-Cinema and OVA markets in Japan

In Japan, the direct-to-video movement carries different connotations, being a niche product

rather than a fallback medium. Despite having lower budgets than features intended for

theater release, Japanese direct-to-video productions are rarely marred by the poor storyline

and lower quality production often associated with the DTV market in the US. So-called V-

Cinema has more respect from the public, and affection from film directors for the greater

creative freedoms the medium allows. DTV releases are subject to fewer content restrictions

and less creative dictate than other formats.

In the case of anime, this is called Original Video Animation (OVA or OAV), and their

production values usually fall between those of television series and movies. They are often

used to tell stories too short to fill a full TV season, and were particularly common in the

early 1990s. Sometimes OVAs garner enough interest to justify commissioning a full

television series, like Tenchi Muyo!, One Piece, Saint Seiya and El Hazard.

With the advent of the 13 episode season format, OVAs are less common now. The majority

of OVAs released in today's market are usually continuations or reworkings of recently

completed TV series. For instance, the DVD release of a TV series might include a bonus

episode that was never broadcast as a sales hook.

Topic : Working With Presentations

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the History

 Define and explain the Persuasive technology

 Define and explain the Taxonomies

Definition/Overview:
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Presentation: A presentation program is a computer software package used to display

information, normally in the form of a slide show. It typically includes three major functions:

an editor that allows text to be inserted and formatted, a method for inserting and

manipulating graphic images and a slide-show system to display the content.

Key Points:

1. History

1.1 A presentation using PowerPoint

The original presentation graphics software ran on computer workstations, such as those

manufactured by Genigraphics, Autographix, and Dicomed. It became quite easy to make

last-minute changes compared to traditional typesetting and pasteup. It was also a lot

easier to produce a large number of slides in a small amount of time. However, these

workstations also required skilled operators, and a single workstation represented an

investment of $50,000 to $200,000 (in 1979 dollars).

In the mid-1980s developments in the world of computers changed the way presentations

were created. Inexpensive, specialized applications now made it possible for anyone with

a PC or Macintosh to create professional-looking presentation graphics.

Originally these programs were used to generate 35 mm slides, to be presented using a

slide projector. As these programs became more common in the late 1980s several

companies set up services that would accept the shows on diskette and create slides or

print transparencies. In the 1990s dedicated LCD-based screens that could be placed on

the projectors started to replace the transparencies, and by the late 1990s they had almost

all been replaced by video projectors.

The first commercial computer software specifically intended for creating WYSIWYG

presentations was developed at Hewlett Packard in 1979 and called BRUNO and later

HP-Draw. The first software displaying a presentation on a personal computer screen was

VCN ExecuVision, developed in 1982. This program allowed users to choose from a

library of images to accompany the text of their presentation.
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1.2 Features

There are many different types of presentations including professional (work-related),

education, entertainment, and for general communication. Presentation programs can

either supplement or replace the use of older visual aid technology, such as Pamphlets,

handouts, chalkboards, flip charts, posters, slides and overhead transparencies. Text,

graphics, movies, and other objects are positioned on individual pages or "slides" or

"foils". The "slide" analogy is a reference to the slide projector, a device that has become

somewhat obsolete due to the use of presentation software. Slides can be printed, or

(more usually) displayed on-screen and navigated through at the command of the

presenter. Transitions between slides can be animated in a variety of ways, as can the

emergence of elements on a slide itself. Typically a presentation has many constraints and

the most important being the limited time to present consistent information. A

presentation program is supposed to help both: the speaker with an easier access to his

ideas and the participants with visual information which complements the talk.

Presentation programs are used for printing 35 mm slides as well as video projecting.

Many presentation programs come with pre-designed images (clip art) and/or have the

ability to import graphic images. Custom graphics can also be created in other programs

such as Adobe Photoshop or Adobe Illustrator and then imported. The concept of clip art

originated with the image library that came as a complement with VCN ExecuVision,

beginning in 1983.

With the growth of digital photography and video, many programs that handle these types

of media also include presentation functions for displaying them in a similar "slide show"

format. For example, Apple's iPhoto allows groups of digital photos to be displayed in a

slide show with options such as selecting transitions, choosing whether or not the show

stops at the end or continues to loop, and including music to accompany the photos.

Similar to programming extensions for an operating system or web browser, "add ons" or

plugins for presentation programs can be used to enhance their capabilities. For example,

it would be useful to export a PowerPoint presentation as a Flash animation or PDF

document. This would make delivery through removable media or sharing over the

Internet easier. Since PDF files are designed to be shared regardless of platform and most
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web browsers already have the plugin to view Flash files, these formats would allow

presentations to be more widely accessible.

Certain presentation programs also offer an interactive integrated hardware element

designed to engage an audience (e.g. audience response systems) or facilitate

presentations across different geographical locations (e.g. web conferencing). Other

integrated hardware devices ease the job of a live presenter such as laser pointers and

interactive whiteboards.

The increasing use of video projectors in churches has prompted the development of

many worship presentation programs with specific features such as built-in bibles and a

database for song lyrics.

1.3 Programs

The most commonly known presentation program is Microsoft PowerPoint, although

there are alternatives such as OpenOffice.org Impress and Apple's Keynote. In general,

the presentation follows a hierarchical tree explored linearly (like in a table of content)

which has the advantage to follow a printed text often given to participants. Adobe

Acrobat is also a (less) popular tool for presentation which can be used to easily link other

presentations of whatever kind and by adding the faculty of zooming without loss of

accuracy due to vector graphics inherent to PostScript and PDF.

Online presentations tools like Zoho Show, Empressr.com, 280Slides.com and

SlideRocket are all angling to become the next generation of presentations online, giving

Keynote and PowerPoint a run for their money.

Another kind of presentation programs are Mind Map programs which may be convenient

to adapt a presentation dependent upon the reaction of the audience. It is based on a

similar hierarchical tree but the tree can be explored, accessed and developed at each

node according to the presenter's talk. They offer printings of any subtree and also include

the faculty of move and zoom. Its typical use is for lectures.

The concept of IBM personal computer based presentation graphics originated with VCN

ExecuVision that was introduced commercially in 1983.
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2. Persuasive technology

Persuasive technology is broadly defined as technology that intentionally changes attitudes or

behaviors through persuasion and social influence. A technology either designed or employed

for those purposes is persuasive technology (Fogg 2002). Such technologies are regularly

used in sales, diplomacy, politics, religion, military training, public health, and management,

and may potentially be used in any area of human-human or human-computer interaction.

Most self-identified persuasive technology research focuses on interactive, computational

technologies, including desktop computers, Internet services, video games, and mobile

devices (Oinas-Kukkonen et al. 2008), but this incorporates and builds on the results and

methods of experimental psychology, rhetoric (Bogost 2007), human-computer interaction,

and design with intent.

3. Taxonomies

Persuasive technologies can be categorized by their functional roles. B.J. Fogg (1998)

proposes the Functional Triad as a classification of three "basic ways that people view or

respond to computing technologies": persuasive technologies can function as either tools,

media, and social actors -- or as more than one at once.

As tools, technologies can increase people's ability to perform a target behavior by making it

easier or restructuring it (Fogg 2002, ch. 3). For example, an installation wizard can influence

task completion -- including completing tasks (such as installation of additional software) not

planned by users.

As media, interactive technologies can use both interactivity and narrative to create

persuasive experiences that support rehearsing a behavior, empathizing, or exploring causal

relationships (Fogg 2002, ch. 4). For example, simulations and games instantiate rules and

procedures that express a point of view and can shape behavior and persaude; these use

procedural rhetoric (Bogost 2007).

Technologies can also function as social actors (Reeves & Nass 1996, Turkle 1984). This

"opens the door for computers to apply [...] social influence" (Fogg 2002, p. 90). Interactive

technologies can cue social responses through e.g. their use of language, assumption of

established social roles, or physical presence. For example, computers can use embodied
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conversational agents as part of their interface. Or a helpful or disclosive computer can cause

users to mindlessly reciprocate (Fogg 1997b, Moon 2000).

Persuasive technologies can also be categorized by whether they change attitude and

behaviors through direct interaction or through a mediating role (Oinas-Kukkonen &

Harjumaa 2008): do they persuade through e.g. human-computer interaction (HCI) or

computer-mediated communication (CMC)? The examples already mentioned are the former,

but there are many of the latter. Communication technologies can persuade or amplify the

persuasion of others by transforming the social interaction (Licklider 1968, Bailenson et al.

2004) or restructuring communication processes (Winograd 1986).

In Section 3 of this course you will cover these topics:
Enhancing A Presentation

Working With Graphic Objects

Working With Sound And Animations

Creating Support Materials

Giving A Presentation

Working With Documents

Topic : Enhancing A Presentation

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Basic Fundamentals of Presentations

 Define and explain the Installing and migrating

 Define and explain the Benefits

 Define and explain the Table Layout

Definition/Overview:
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Microsoft Internet Explorer 5 gives the author more control over table presentation.

Significantly faster rendering is now possible. Using this layout, authors can increase table

rendering speeds by several orders of magnitude, particularly for longer, more complex

tables.

Authors can also manipulate what table information reaches users, as well as when and how it

is displayed. To this end, the author can now collapse rows and cells, render table content

invisible, and join shared borders. These key features accord with the Cascading Style Sheets,

Level 2 (CSS2) World Wide Web link specification, keeping Windows Internet Explorer the

leader in standards support.

Key Points:

1. Basic Fundamentals of Presentations

 Begin with the end in mind.

o Learning outcomes

o Objectives

o Retention

 Become the scribe on the side, not the sage on the stage.

o Lecture (in other words86 it).

o Discussions and two-way communication.

 Specific tasking / broad-based teaching)

2. Installing and migrating

Before you can design or develop your application with Rational Software Architect, you

must install and configure it. You might also need to migrate or import any existing data that

you created with a previous version or with other tools.

You can access the installation guide for information about product installations,

requirements, limitations, and optional features. If you have data that you created with a

previous version of the Rational modeling tools or the IBM WebSphere application

development tools, you can migrate your data for continued development on the Rational

Software Development Platform. If you have application code that was created with other

software development tools, you can import the software files.
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3. Benefits

Tables provide structured information to end users. Often, however, the amount of data

overwhelms the user, or the type of information is simply not relevant. Internet Explorer

solves these problems by enabling the author to show and hide information based on user

actions or information gathered about the user's system.

Presentation is further improved by taking advantage of the new borderCollapse and

tableLayout properties. Each of these properties adds performance gains to table rendering.

With user patience usually measured in seconds, this speed is vital for delivering information

to users before they move on to another page. Using the tableLayout property can easily

halve the time for rendering of large tables. Faster rendering is possible with even larger

tables.

4. Table Layout

Table rendering performance can be increased by specifying the tableLayout property. This

property causes Internet Explorer to incrementally render the table, providing users with

information at a faster pace. Using the tableLayout property, the layout of a table is

determined in the following order:

 From information in the width property for the col or colGroup objects.

 By analyzing the formatting of the first table row.

 By an equal division of the columns.

First, information from the width property of the COLor COLGROUP object is used if it is

available. If it is unavailable, then formatting for the first table row is taken into account.

Lastly, if formatting is not available for the COLor COLGROUP objects, or the first table

row, table layout is determined by an equal division of the columns.

5. Collapsing or Hiding Rows and Cells

Too much information can confuse or distract your readers. To aid your readers and improve

their comprehension of important data, you can selectively show information or you can

enable the user to selectively view information. A number of techniques are available to

achieve this end.
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Hiding the full table itself is the most basic means of hiding data. This full table hiding has

been available to authors since Internet Explorer 4.0. Using the display property, the entire

table may be hidden and its physical space eliminated in the layout. Choosing the visibility

property, on the other hand, hides the table but preserves its space in the layout.

The display and visibility properties can be limited to rows and cells. Using the display

property, rows can be collapsed out of view. If, instead, you desire the space occupied by the

row or cell to show, but not the information, apply the visibility property. Changing the

visibility through scripting is useful for showing and hiding overlapping content based on

user interaction. Note that for a child element to be visible, the parent element must also be

visible.

Note that similar functionality is available through the data-binding filtering mechanism.

Data binding may be a more appropriate choice where scalability is important. For more

information, see Introduction to Data Binding.

 Collapsing Rows

 Hiding Information in Rows and Cells

 Hiding Information in Multiple Rows

Topic : Working With Graphic Objects

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the The Drawing toolbar

 Define and explain the Creating lines and shapes

 Define and explain the Working with connectors

 Define and explain the Managing glue points

 Define and explain the Working with 3D shapes

 Define and explain the Grouping shapes together
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 Define and explain the Arranging shapes

 Define and explain the Alignment using the grid and snap guides

 Define and explain the Using the grid

Definition/Overview:

Vector graphics is the use of geometrical primitives such as points, lines, curves, and shapes

or polygon(s), which are all based upon mathematical equations, to represent images in

computer graphics.

Vector graphics formats are complementary to raster graphics, which is the representation of

images as an array of pixels, as it is typically used for the representation of photographic

images. There are instances when working with vector tools and formats is best practice, and

instances when working with raster tools and formats is best practice. There are times when

both formats come together. An understanding of the advantages and limitations of each

technology and the relationship between them is most likely to result in efficient and effective

use of tools.

Key Points:

1. The Drawing toolbar

The Drawing toolbar collects the majority of the tools normally used to create graphic

objects. If this toolbar is not showing, selectView > Toolbars > Drawing from the main

menu bar.

The toolbar can be divided into two parts. The first part contains drawing objects, as shownin

Figure 1. The tools in this part of the Drawing toolbar are:

 Select: selects objects. To select multiple objects click on the top leftmost object and while

keeping the mouse button pressed, drag the mouse to the bottom rightmost object of the

intended selection. A marching ants rectangle identifying the selection area is displayed. It is

also possible to select several objects by pressing the Control button while selecting the

individual objects.

 Line: draws a straight line.
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 Arrow: draws a straight line ending with an arrowhead. The arrowhead will be placed where

you release the mouse button.

 Rectangle: draws a rectangle. Press the Shift button to draw a square.

 Ellipse: draws an ellipse. Press the Shift button to draw a circle.

 Text: creates a text box with text aligned horizontally.

 Vertical text: creates a text box with text aligned vertically. This tool is available only when

Asian language support has been enabled in Tools > Options > Language

 Settings > Languages.

Curve: draws a curve. Click the black triangle for more options, shown in Figure 2. Note that

the title of the submenu when undocked is Lines.

Connectors: draws a connector line between two figures. Click the black triangle for

additional connectors, shown in Figure 3. The use of connectors is described in Working with

connectors on page 4.

2. Creating lines and shapes

To create shapes and lines:

Select the desired line or shape tool.

Click and drag to create the object on the slide.

When drawing a polygon, keep the Shift key pressed to restrict the angle between the

segments to multiples of 45 degrees. To finish drawing a polygon, double-click on the last

part of the segment. If a closed polygon was selected, OOo will color the inside area. When

drawing certain shapes, one or more yellow dots are displayed along with the blue resizing

handles. These dots perform a different function according to the shape they are applied to.

With the basic shapes the yellow dot (or dots) are used for the following purposes:
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 Rounded rectangle and Rounded square shapes: use the yellow dot to change the size of the

curve replacing the corners.

 Circle Pie: use the two yellow dots to change the size of the filled sector.

 Isosceles triangle: move the yellow dot on one vertex to modify the triangle type.

 Trapezoid, Parallelogram, or Octagon: move the yellow dot to change the angle between the

sides.

 Cross: use the yellow dot to change the thickness of the four sides.

 Ring: use the yellow dot to change the internal diameter.

 Block arc: use the yellow dot to change both the internal diameter and the size of the filled

area.

 Cylinder and Cube: use the yellow dot to change the perspective.

 Folded corner: use the yellow dot to change the size of the corner.

 Frame: use the yellow dot to change the internal rectangle diagonal.

3. Working with connectors

Connectors are lines that can be anchored to particular places, called glue points, on the

graphic object. The advantage of connectors is that when the graphic object to which the

connector is attached is moved or resized, the connector automatically adjusts to the change.

When creating a flowchart, org chart, schematics or diagrams, it is highly recommended to

use connectors instead of simple lines. Impress offers a wide variety of predefined

connectors, which differ in the termination shape (none, arrow, custom) and in the way the

connector is drawn (straight, line, curved).

Unlike normal lines, when a connector is drawn or selected Impress displays red handles; in

particular, the termination points are identified by red circles, while square handles are used

to modify the routing of a connector (where applicable). Draw a connector in a similar way to

drawing any object. First select the connector style from the Connector toolbar (Figure 3),

then move the mouse cursor over one of the objects to be connected. When the cursor is

brought near an object, small black crosses appear around the object; these represent the glue

points to which the connector can be attached. Click on the required glue point to attach one

end of the connector, then hold the mouse button down and drag the connector to the second

object and click on a glue point on that object to connect the other end. For instructions on

how to format a connector, refer to the corresponding section in Chapter 6 (Formatting

Graphic Objects).
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4. Managing glue points

As described above, a glue point is the point of attachment for a connector to a shape or

graphic object. Each shape has a number of predefined glue points, but it is possible to define

new ones as well as edit them, using the Gluepoints toolbar,

Use the first tool to insert a new glue point. The next four tools determine the exit direction of

the connector terminating at the glue point. To maintain the relative position of the glue point

when resizing the object, make sure that the Glue point relative icon (highlighted in Figure

7) is selected. Deselecting the Glue point relative icon enables the next six icons of the

toolbar; use these to fix the position of the gluepoint during the resizing of the object. Hover

the mouse over the buttons to obtain a tooltip giving a short description of its function. To

delete a custom glue point, select it with the mouse and press the Delete key. Setting custom

glue points is particularly useful where multiple connectors terminate on the same side of a

shape or where the default glue point position is not satisfactory. To move a predefined or

newly inserted glue point: 1) Select the glue point tool from the drawing toolbar (see Figure

5). 2) Click on the glue point you want to move. The glue point should now be highlighted. 3)

Keep the mouse button pressed and drag the glue point to the desired position. Release the

mouse button.

5. Working with 3D shapes

3D graphic objects can be created in different ways in Impress:

 From the 3D-Objects toolbar. The 3D-Objects tool is not included in the default Drawing

toolbar. To include it, click on the small triangle at the end of the toolbar, select Visible

Buttons, and select 3D-Objects from the list. On the Drawing toolbar, click on the triangle by

the 3D-Objects icon to display the extended 3D Objects toolbar

 From Convert menu as Rotation. Select an object, right-click on it, then select Convert and

select To 3D Rotation Object. From the Extrusion on/off icon on the drawing toolbar. Select

the shape to which apply a 3D effect, then click the button on the Drawing toolbar
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6. Grouping shapes together

It is often convenient to group shapes together so that they are treated as a single shape by

Impress. A group of shapes can be formatted as if it was a single shape, moved, rotated,

deleted and so on. To group shapes together, do as follows:

 Select the shapes to be grouped. To do this, use the selection tool on the drawing toolbar and

draw a rectangle around the shapes to be grouped, or click on each shape to be added to the

group while pressing the Shift key.

 When the green resizing handles show, select Format > Group > Group or press

Control+Shift+G on the keyboard.

Once the group is defined, click on any of the shapes in the group to select the group. To edit

only the elements of the group, press F3when the group is selected or select Format >

Group > Enter group from the menu bar. Notice that the elements not part of the group are

grayed out and that only the shapes belonging to the group can be edited. Use this function

when you need to apply a particular format to a single member of the group. To exit from

group mode, press Control+F3 or select Format > Group> Exit group from the menu bar.

For more about working with grouped objects, see Chapter 6 (Combining Multiple Objects)

in the Draw Guide. To ungroup objects:

 Select the group of shapes.

 When the green resizing handles show, select Edit > Format > Group > Ungroup from the

menu bar.

7. Arranging shapes

Arrange determines the stacking order of the selected object. Impress organizes objects in a

stack so that the objects on a high level of the stack cover the objects on lower levels if

overlapping occurs. To modify the position of an object in the stack, click the small triangle

on the side of the Arrange icon to open the extended toolbar (Figure 11). The same arrange

options described below are available from the right-click menu.
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The first four tools work on a single object:

 Bring to front: the selected object is moved on top of any other object.

 Bring forward: the selected object is moved one level up in the stack.

 Send backwards: the selected object is moved one level down in the stack.

 Send to back: the selected object is given the lowest position in the stack. The other three

tools work on the relative positions of two objects:

 In front of object: brings the selected object in front of the second selected object.

 Behind object: brings the selected object behind the second selected object.

 Reverse: swaps the stacking order of two selected objects.

 To use the In front of object and Behind object tools:

Select the first object by clicking on it.

o When the green handles show, select the desired arrange action.

o

o The mouse pointer changes to a pointing hand. Click on the second object.

8. Alignment using the grid and snap guides

The section Aligning shapes on page 9 discussed the alignment of objects relative to each

other or to the page border. However, sometimes it is important to align objects to specific

points of the page or to make sure that objects that appear on multiple slides are placed in

exactly the same position. For this purpose Impress provides two mechanisms: the Grid and

the Snap Guides (also called Snap Lines).

9. Using the grid

Options for the grid are available in the menu that opens by right-clicking on an empty part of

the page in Normalview and choosing Grid or by selecting View > Grid from the menu bar.

In both cases a submenu with three options opens:

 Visible Grid: displays the grid.

 Snap to Grid: the anchor points of an object will always be placed on a grid when the object

is moved or resized.

 Grid to Front: displays the grid in the foreground.
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 To set up the grid spacing and snapping options, choose Tools > Options > OpenOffice.org

Impress > Grid from the menu bar.

Topic : Working With Sound And Animations

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Perception of sound

 Define and explain the Longitudinal and transverse waves

 Define and explain the Sound wave properties and characteristics

 Define and explain the Speed of sound

 Define and explain the Acoustics and noise

 Define and explain the Sound pressure level

 Define and explain the Examples of sound pressure and sound pressure levels

 Define and explain the Equipment for dealing with sound

Definition/Overview:

Sound is vibration transmitted through a solid, liquid, or gas; particularly, sound means those

vibrations composed of frequencies capable of being detected by ears.

Key Points:

1. Perception of sound

For humans, hearing is limited to frequencies between about 20 Hz and 20,000 Hz (20 kHz),

with the upper limit generally decreasing with age. Other species have a different range of

hearing. For example, dogs can perceive vibrations higher than 20 kHz. As a signal perceived

by one of the major senses, sound is used by many species for detecting danger, navigation,

predation, and communication. Earth's atmosphere, water, and virtually any physical

phenomenon, such as fire, rain, wind, surf, or earthquake, produces (and is characterized by)

its unique sounds. Many species, such as frogs, birds, marine and terrestrial mammals, have
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also developed special organs to produce sound. In some species, these have evolved to

produce song and (in humans) speech. Furthermore, humans have developed culture and

technology (such as music, telephone and radio) that allows them to generate, record,

transmit, and broadcast sound.

Physics of sound

The mechanical vibrations that can be interpreted as sound can travel through all forms of

matter: gases, liquids, solids, and plasmas. However, sound cannot propagate through

vacuum. The matter that supports the sound is called the medium.

2. Longitudinal and transverse waves

Sound is transmitted through gases, plasma, and liquids as longitudinal waves, also called

compression waves. Through solids, however, it can be transmitted as both longitudinal and

transverse waves. Longitudinal sound waves are waves of alternating pressure deviations

from the equilibrium pressure, causing local regions of compression and rarefaction, while

transverse waves in solids, are waves of alternating shear stress.

Matter in the medium is periodically displaced by a sound wave, and thus oscillates. The

energy carried by the sound wave converts back and forth between the potential energy of the

extra compression (in case of longitudinal waves) or lateral displacement strain (in case of

transverse waves) of the matter and the kinetic energy of the oscillations of the medium.

3. Sound wave properties and characteristics

Sound waves are characterized by the generic properties of waves, which are frequency,

wavelength, period, amplitude, intensity, speed, and direction (sometimes speed and direction

are combined as a velocity vector, or wavelength and direction are combined as a wave

vector).

Transverse waves, also known as shear waves, have an additional property of polarization.

Sound characteristics can depend on the type of sound waves (longitudinal versus transverse)

as well as on the physical properties of the transmission medium.

Whenever the pitch of the soundwave is affected by some kind of change, the distance

between the sound wave maxima also changes, resulting in a change of frequency. When the

loudness of a soundwave changes, so does the amount of compression in airwave that is

travelling through it, which in turn can be defined as amplitude.
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4. Speed of sound

The speed of sound depends on the medium through which the waves are passing, and is

often quoted as a fundamental property of the material. In general, the speed of sound is

proportional to the square root of the ratio of the elastic modulus (stiffness) of the medium to

its density. Those physical properties and the speed of sound change with ambient conditions.

For example, the speed of sound in gases depends on temperature. In 20C (68F) air at sea

level, the speed of sound is approximately 343 m/s (767.3 mph). In fresh water, also at 20C,

the speed of sound is approximately 1482 m/s (3,315.1 mph). In steel the speed of sound is

about 5960 m/s (13,332.1 mph). The speed of sound is also slightly sensitive (a second-order

effect) to the sound amplitude, which means that there are nonlinear propagation effects, such

as the production of harmonics and mixed tones not present in the original sound

5. Acoustics and noise

The scientific study of the propagation, absorption, and reflection of sound waves is called

acoustics. Noise is a term often used to refer to an unwanted sound. In science and

engineering, noise is an undesirable component that obscures a wanted signal.

6. Sound pressure level

Sound pressure is defined as the difference between the average local pressure of the medium

outside of the sound wave in which it is traveling through (at a given point and a given time)

and the pressure found within the sound wave itself within that same medium. A square of

this difference (i.e. a square of the deviation from the equilibrium pressure) is usually

averaged over time and/or space, and a square root of such average is taken to obtain a root

mean square (RMS) value. For example, 1 Pa RMS sound pressure in atmospheric air implies

that the actual pressure in the sound wave oscillates between

tiny (relative to atmospheric) variation in air pressure at an audio frequency will be perceived

as quite a deafening sound, and can cause hearing damage, according to the table below.

As the human ear can detect sounds with a very wide range of amplitudes, sound pressure is

often measured as a level on a logarithmic decibel scale. The sound pressure level (SPL) or

Lp is defined as

where p is the root-mean-square sound pressure and prefis a reference sound pressure.

Commonly used reference sound pressures, defined in the standard ANSI S1.1-1994,
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are 20 Pa in air and 1 Pa in water. Without a specified reference sound pressure, a

value expressed in decibels cannot represent a sound pressure level.

Since the human ear does not have a flat spectral response, sound pressures are often

frequency weighted so that the measured level will match perceived levels more closely. The

International Electrotechnical Commission (IEC) has defined several weighting schemes. A-

weighting attempts to match the response of the human ear to noise and A-weighted sound

pressure levels are labeled dBA. C-weighting is used to measure peak levels.

7. Examples of sound pressure and sound pressure levels

Source of sound RMS sound

pressure

sound pressure level

Pa dB re 20 Pa

Theoretical limit for undistorted sound at

1 atmosphere environmental pressure

101,325 191

1883 Krakatoa eruption approx 180 at 100

miles

Stun grenades 170-180

rocket launch equipment acoustic tests approx. 165

threshold of pain 100 134

hearing damage during short-term effect 20 approx. 120

jet engine, 100 m distant 6200 110140

jackhammer, 1 m distant / discotheque 2 approx. 100

hearing damage from long-term exposure 0.6 approx. 85

traffic noise on major road, 10 m distant 0.20.6 8090

moving automobile, 10 m distant 0.020.2 6080

TV set typical home level, 1 m distant 0.02 approx. 60

normal talking, 1 m distant 0.0020.02 4060

very calm room 0.00020.0006 2030

quiet rustling leaves, calm human breathing 0.00006 10

auditory threshold at 2 kHz undamaged human

ears

0.00002 0
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8. Equipment for dealing with sound

Equipment for generating or using sound includes musical instruments, hearing aids, sonar

systems and sound reproduction and broadcasting equipment. Many of these use electro-

acoustic transducers such as microphones and loudspeakers.

Topic : Creating Support Materials

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Materials science

 Define and explain the Fundamentals of materials science

 Define and explain the Materials in industry

 Define and explain the Sub-fields of materials science

Definition/Overview:

Materials are physical properties which are used to make different materials with different

properties substances used as inputs to production or manufacturing or simply to create

something new. Basically materials are the pieces required to make something else. From

buildings and art to stars and computers.

A material can be anything: a finished product in its own right or an unprocessed raw

material. Raw materials are first extracted or harvested from the earth and divided into a form

that can be easily transported and stored, then processed to produce semi-finished materials.

These can be input into a new cycle of production and finishing processes to create finished

materials, ready for distribution, construction, and consumption.

An example of a raw material is cotton, which is harvested from plants, and can then be

processed into thread (also considered a raw material), which can then be woven into cloth, a

semi-finished material. Cutting and sewing the fabric turns it into a garment, which is a

finished material. Steelmaking is another exampleraw materials in the form of ore are mined,
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refined and processed into steel, a semi-finished material. Steel is then used as an input in

many other industries to make finished products.

Key Points:

1. Materials science

Materials science or materials engineering is an interdisciplinary field involving the

properties of matter and its applications to various areas of science and engineering. This

science investigates the relationship between the structure of materials at atomic or molecular

scales and their macroscopic properties. It includes elements of applied physics and

chemistry, as well as chemical, mechanical, civil and electrical engineering. With significant

media attention focused on nanoscience and nanotechnology in recent years, materials

science has been propelled to the forefront at many universities. It is also an important part of

forensic engineering and failure analysis.

2. Fundamentals of materials science

In materials science, rather than haphazardly looking for and discovering materials and

exploiting their properties, the aim is instead to understand materials so that new materials

with the desired properties can be created.

The basis of materials science involves relating the desired properties and relative

performance of a material in a certain application to the structure of the atoms and phases in

that material through characterization. The major determinants of the structure of a material

and thus of its properties are its constituent chemical elements and the way in which it has

been processed into its final form. These characteristics, taken together and related through

the laws of thermodynamics, govern a materials microstructure, and thus its properties.

The manufacture of a perfect crystal of a material is currently physically impossible. Instead

materials scientists manipulate the defects in crystalline materials such as precipitates, grain

boundaries (Hall-Petch relationship), interstitial atoms, vacancies or substitutional atoms, to

create materials with the desired properties.

Not all materials have a regular crystal structure. Polymers display varying degrees of

crystallinity, and many are completely non-crystalline. Glasses, some ceramics, and many
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natural materials are amorphous, not possessing any long-range order in their atomic

arrangements. The study of polymers combines elements of chemical and statistical

thermodynamics to give thermodynamic, as well as mechanical, descriptions of physical

properties.

In addition to industrial interest, materials science has gradually developed into a field which

provides tests for condensed matter or solid state theories. New physics emerge because of

the diverse new material properties which need to be explained.

3. Materials in industry

Radical materials advances can drive the creation of new products or even new industries, but

stable industries also employ materials scientists to make incremental improvements and

troubleshoot issues with currently used materials. Industrial applications of materials science

include materials design, cost-benefit tradeoffs in industrial production of materials,

processing techniques (casting, rolling, welding, ion implantation, crystal growth, thin-film

deposition, sintering, glassblowing, etc.), and analytical techniques (characterization

techniques such as electron microscopy, x-ray diffraction, calorimetry, nuclear microscopy

(HEFIB), Rutherford backscattering, neutron diffraction,small-angle X-ray scattering

(SAXS), etc.).

Besides material characterisation, the material scientist/engineer also deals with the

extraction of materials and their conversion into useful forms. Thus ingot casting, foundry

techniques, blast furnace extraction, and electrolytic extraction are all part of the required

knowledge of a metallurgist/engineer. Often the presence, absence or variation of minute

quantities of secondary elements and compounds in a bulk material will have a great impact

on the final properties of the materials produced, for instance, steels are classified based on

1/10th and 1/100 weight percentages of the carbon and other alloying elements they contain.

Thus, the extraction and purification techniques employed in the extraction of iron in the

blast furnace will have an impact of the quality of steel that may be produced.

The overlap between physics and materials science has led to the offshoot field of materials

physics, which is concerned with the physical properties of materials. The approach is

generally more macroscopic and applied than in condensed matter physics. See important

publications in materials physics for more details on this field of study.
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The study of metal alloys is a significant part of materials science. Of all the metallic alloys

in use today, the alloys of iron (steel, stainless steel, cast iron, tool steel, alloy steels) make up

the largest proportion both by quantity and commercial value. Iron alloyed with various

proportions of carbon gives low, mid and high carbon steels. For the steels, the hardness and

tensile strength of the steel is directly related to the amount of carbon present, with increasing

carbon levels also leading to lower ductility and toughness. The addition of silicon and

graphitization will produce cast irons (although some cast irons are made precisely with no

graphitization). The addition of chromium, nickel and molybdenum to carbon steels (more

than 10%) gives us stainless steels.

Other significant metallic alloys are those of aluminium, titanium, copper and magnesium.

Copper alloys have been known for a long time (since the Bronze Age), while the alloys of

the other three metals have been relatively recently developed. Due to the chemical reactivity

of these metals, the electrolytic extraction processes required were only developed relatively

recently. The alloys of aluminium, titanium and magnesium are also known and valued for

their high strength-to-weight ratios and, in the case of magnesium, their ability to provide

electromagnetic shielding. These materials are ideal for situations where high strength-to-

weight ratios are more important than bulk cost, such as in the aerospace industry and certain

automotive engineering applications.

Other than metals, polymers and ceramics are also an important part of materials science.

Polymers are the raw materials (the resins) used to make what we commonly call plastics.

Plastics are really the final product, created after one or more polymers or additives have

been added to a resin during processing, which is then shaped into a final form. Polymers

which have been around, and which are in current widespread use, include polyethylene,

polypropylene, PVC, polystyrene, nylons, polyesters, acrylics, polyurethanes, and

polycarbonates. Plastics are generally classified as "commodity", "specialty" and

"engineering" plastics.

PVC (polyvinyl-chloride) is widely used, inexpensive, and annual production quantities are

large. It lends itself to an incredible array of applications, from artificial leather to electrical

insulation and cabling, packaging and containers. Its fabrication and processing are simple

and well-established. The versatility of PVC is due to the wide range of plasticisers and other

additives that it accepts. The term "additives" in polymer science refers to the chemicals and

compounds added to the polymer base to modify its material properties.
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4. Sub-fields of materials science

 Nanotechnology rigorously, the study of materials where the effects of quantum confinement,

the Gibbs-Thomson effect, or any other effect only present at the nanoscale is the defining

property of the material; but more commonly, it is the creation and study of materials whose

defining structural properties are anywhere from less than a nanometer to one hundred

nanometers in scale, such as molecularly engineered materials.

 Microtechnology - study of materials and processes and their interaction, allowing

microfabrication of structures of micrometric dimensions, such as MicroElectroMechanical

Systems (MEMS).

 Crystallography the study of how atoms in a solid fill space, the defects associated with

crystal structures such as grain boundaries and dislocations, and the characterization of these

structures and their relation to physical properties.

 Materials Characterization such as diffraction with x-rays, electrons, or neutrons, and various

forms of spectroscopy and chemical analysis such as Raman spectroscopy, energy-dispersive

spectroscopy (EDS), chromatography, thermal analysis, electron microscope analysis, etc., in

order to understand and define the properties of materials. See also List of surface analysis

methods

 Metallurgy the study of metals and their alloys, including their extraction, microstructure and

processing.

 Biomaterials materials that are derived from and/or used with biological systems.

 Electronic and magnetic materials materials such as semiconductors used to create integrated

circuits, storage media, sensors, and other devices.

 Tribology the study of the wear of materials due to friction and other factors.

 Surface science/Catalysis interactions and structures between solid-gas solid-liquid or solid-

solid interfaces.

 Ceramography the study of the microstructures of high-temperature materials and

refractories, including structural ceramics such as RCC, polycrystalline silicon carbide and

transformation toughened ceramics

 Some practitioners often consider rheology a sub-field of materials science, because it can

cover any material that flows. However, modern rheology typically deals with non-

Newtonian fluid dynamics, so it is often considered a sub-field of continuum mechanics. See

also granular material.
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 Glass Science any non-crystalline material including inorganic glasses, vitreous metals and

non-oxide glasses.

 Forensic engineering the study of how products fail, and the vital role of the materials of

construction

 Forensic materials engineering the study of material failure, and the light it sheds on how

engineers specify materials in their product

Topic : Creating Support Materials

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Materials science

 Define and explain the Fundamentals of materials science

 Define and explain the Materials in industry

 Define and explain the Sub-fields of materials science

Definition/Overview:

Materials are physical properties which are used to make different materials with different

properties substances used as inputs to production or manufacturing or simply to create

something new. Basically materials are the pieces required to make something else. From

buildings and art to stars and computers.

A material can be anything: a finished product in its own right or an unprocessed raw

material. Raw materials are first extracted or harvested from the earth and divided into a form

that can be easily transported and stored, then processed to produce semi-finished materials.

These can be input into a new cycle of production and finishing processes to create finished

materials, ready for distribution, construction, and consumption.

An example of a raw material is cotton, which is harvested from plants, and can then be

processed into thread (also considered a raw material), which can then be woven into cloth, a
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semi-finished material. Cutting and sewing the fabric turns it into a garment, which is a

finished material. Steelmaking is another exampleraw materials in the form of ore are mined,

refined and processed into steel, a semi-finished material. Steel is then used as an input in

many other industries to make finished products.

Key Points:

1. Materials science

Materials science or materials engineering is an interdisciplinary field involving the

properties of matter and its applications to various areas of science and engineering. This

science investigates the relationship between the structure of materials at atomic or molecular

scales and their macroscopic properties. It includes elements of applied physics and

chemistry, as well as chemical, mechanical, civil and electrical engineering. With significant

media attention focused on nanoscience and nanotechnology in recent years, materials

science has been propelled to the forefront at many universities. It is also an important part of

forensic engineering and failure analysis.

2. Fundamentals of materials science

In materials science, rather than haphazardly looking for and discovering materials and

exploiting their properties, the aim is instead to understand materials so that new materials

with the desired properties can be created.

The basis of materials science involves relating the desired properties and relative

performance of a material in a certain application to the structure of the atoms and phases in

that material through characterization. The major determinants of the structure of a material

and thus of its properties are its constituent chemical elements and the way in which it has

been processed into its final form. These characteristics, taken together and related through

the laws of thermodynamics, govern a materials microstructure, and thus its properties.

The manufacture of a perfect crystal of a material is currently physically impossible. Instead

materials scientists manipulate the defects in crystalline materials such as precipitates, grain
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boundaries (Hall-Petch relationship), interstitial atoms, vacancies or substitutional atoms, to

create materials with the desired properties.

Not all materials have a regular crystal structure. Polymers display varying degrees of

crystallinity, and many are completely non-crystalline. Glasses, some ceramics, and many

natural materials are amorphous, not possessing any long-range order in their atomic

arrangements. The study of polymers combines elements of chemical and statistical

thermodynamics to give thermodynamic, as well as mechanical, descriptions of physical

properties.

In addition to industrial interest, materials science has gradually developed into a field which

provides tests for condensed matter or solid state theories. New physics emerge because of

the diverse new material properties which need to be explained.

3. Materials in industry

Radical materials advances can drive the creation of new products or even new industries, but

stable industries also employ materials scientists to make incremental improvements and

troubleshoot issues with currently used materials. Industrial applications of materials science

include materials design, cost-benefit tradeoffs in industrial production of materials,

processing techniques (casting, rolling, welding, ion implantation, crystal growth, thin-film

deposition, sintering, glassblowing, etc.), and analytical techniques (characterization

techniques such as electron microscopy, x-ray diffraction, calorimetry, nuclear microscopy

(HEFIB), Rutherford backscattering, neutron diffraction,small-angle X-ray scattering

(SAXS), etc.).

Besides material characterisation, the material scientist/engineer also deals with the

extraction of materials and their conversion into useful forms. Thus ingot casting, foundry

techniques, blast furnace extraction, and electrolytic extraction are all part of the required

knowledge of a metallurgist/engineer. Often the presence, absence or variation of minute

quantities of secondary elements and compounds in a bulk material will have a great impact

on the final properties of the materials produced, for instance, steels are classified based on

1/10th and 1/100 weight percentages of the carbon and other alloying elements they contain.

Thus, the extraction and purification techniques employed in the extraction of iron in the

blast furnace will have an impact of the quality of steel that may be produced.
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The overlap between physics and materials science has led to the offshoot field of materials

physics, which is concerned with the physical properties of materials. The approach is

generally more macroscopic and applied than in condensed matter physics. See important

publications in materials physics for more details on this field of study.

The study of metal alloys is a significant part of materials science. Of all the metallic alloys

in use today, the alloys of iron (steel, stainless steel, cast iron, tool steel, alloy steels) make up

the largest proportion both by quantity and commercial value. Iron alloyed with various

proportions of carbon gives low, mid and high carbon steels. For the steels, the hardness and

tensile strength of the steel is directly related to the amount of carbon present, with increasing

carbon levels also leading to lower ductility and toughness. The addition of silicon and

graphitization will produce cast irons (although some cast irons are made precisely with no

graphitization). The addition of chromium, nickel and molybdenum to carbon steels (more

than 10%) gives us stainless steels.

Other significant metallic alloys are those of aluminium, titanium, copper and magnesium.

Copper alloys have been known for a long time (since the Bronze Age), while the alloys of

the other three metals have been relatively recently developed. Due to the chemical reactivity

of these metals, the electrolytic extraction processes required were only developed relatively

recently. The alloys of aluminium, titanium and magnesium are also known and valued for

their high strength-to-weight ratios and, in the case of magnesium, their ability to provide

electromagnetic shielding. These materials are ideal for situations where high strength-to-

weight ratios are more important than bulk cost, such as in the aerospace industry and certain

automotive engineering applications.

Other than metals, polymers and ceramics are also an important part of materials science.

Polymers are the raw materials (the resins) used to make what we commonly call plastics.

Plastics are really the final product, created after one or more polymers or additives have

been added to a resin during processing, which is then shaped into a final form. Polymers

which have been around, and which are in current widespread use, include polyethylene,

polypropylene, PVC, polystyrene, nylons, polyesters, acrylics, polyurethanes, and

polycarbonates. Plastics are generally classified as "commodity", "specialty" and

"engineering" plastics.
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PVC (polyvinyl-chloride) is widely used, inexpensive, and annual production quantities are

large. It lends itself to an incredible array of applications, from artificial leather to electrical

insulation and cabling, packaging and containers. Its fabrication and processing are simple

and well-established. The versatility of PVC is due to the wide range of plasticisers and other

additives that it accepts. The term "additives" in polymer science refers to the chemicals and

compounds added to the polymer base to modify its material properties.

4. Sub-fields of materials science

 Nanotechnology rigorously, the study of materials where the effects of quantum confinement,

the Gibbs-Thomson effect, or any other effect only present at the nanoscale is the defining

property of the material; but more commonly, it is the creation and study of materials whose

defining structural properties are anywhere from less than a nanometer to one hundred

nanometers in scale, such as molecularly engineered materials.

 Microtechnology - study of materials and processes and their interaction, allowing

microfabrication of structures of micrometric dimensions, such as MicroElectroMechanical

Systems (MEMS).

 Crystallography the study of how atoms in a solid fill space, the defects associated with

crystal structures such as grain boundaries and dislocations, and the characterization of these

structures and their relation to physical properties.

 Materials Characterization such as diffraction with x-rays, electrons, or neutrons, and various

forms of spectroscopy and chemical analysis such as Raman spectroscopy, energy-dispersive

spectroscopy (EDS), chromatography, thermal analysis, electron microscope analysis, etc., in

order to understand and define the properties of materials. See also List of surface analysis

methods

 Metallurgy the study of metals and their alloys, including their extraction, microstructure and

processing.

 Biomaterials materials that are derived from and/or used with biological systems.

 Electronic and magnetic materials materials such as semiconductors used to create integrated

circuits, storage media, sensors, and other devices.

 Tribology the study of the wear of materials due to friction and other factors.

 Surface science/Catalysis interactions and structures between solid-gas solid-liquid or solid-

solid interfaces.
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 Ceramography the study of the microstructures of high-temperature materials and

refractories, including structural ceramics such as RCC, polycrystalline silicon carbide and

transformation toughened ceramics

 Some practitioners often consider rheology a sub-field of materials science, because it can

cover any material that flows. However, modern rheology typically deals with non-

Newtonian fluid dynamics, so it is often considered a sub-field of continuum mechanics. See

also granular material.

 Glass Science any non-crystalline material including inorganic glasses, vitreous metals and

non-oxide glasses.

 Forensic engineering the study of how products fail, and the vital role of the materials of

construction

 Forensic materials engineering the study of material failure, and the light it sheds on how

engineers specify materials in their product

Topic : Giving A Presentation

Topic Objective:

At the end of the topic the students will be able to understand:

 Presentation Overview

Definition/Overview:

These plastic casings are usually a composite material made up of a thermoplastic matrix

such as acrylonitrile-butadiene-styrene (ABS) in which calcium carbonate chalk, talc, glass

fibres or carbon fibres have been added for added strength, bulk, or electro-static dispersion.

These additions may be referred to as reinforcing fibres, or dispersants, depending on their

purpose.
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Key Points:

1. Presentation Overview

Polycarbonate would be normally considered an engineering plastic (other examples

include PEEK, ABS). Engineering plastics are valued for their superior strengths and

other special material properties. They are usually not used for disposable applications,

unlike commodity plastics. Specialty plastics are materials with unique characteristics,

such as ultra-high strength, electrical conductivity, electro-fluorescence, high thermal

stability, etc. It should be noted here that the dividing line between the various types of

plastics is not based on material but rather on their properties and applications. For

instance, polyethylene (PE) is a cheap, low friction polymer commonly used to make

disposable shopping bags and trash bags, and is considered a commodity plastic, whereas

Medium-Density Polyethylene MDPE is used for underground gas and water pipes, and

another variety called Ultra-high Molecular Weight Polyethylene UHMWPE is an

engineering plastic which is used extensively as the glide rails for industrial equipment

and the low-friction socket in implanted hip joints.

Another application of material science in industry is the making of composite materials.

Composite materials are structured materials composed of two or more macroscopic

phases. An example would be steel-reinforced concrete; another can be seen in the

"plastic" casings of television sets, cell-phones and so on. These plastic casings are

usually a composite material made up of a thermoplastic matrix such as acrylonitrile-

butadiene-styrene (ABS) in which calcium carbonate chalk, talc, glass fibres or carbon

fibres have been added for added strength, bulk, or electro-static dispersion. These

additions may be referred to as reinforcing fibres, or dispersants, depending on their

purpose.
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Topic : Working With Documents

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Best Practices

 Define and explain the MS Power Point PPT PPS

 Define and explain the MS Word DOC

 Define and explain the Work With Most Files - DOC, DOCX, XLS, XLSX, PPT, PPTX,

HTML, ODT, PDF, TXT, RTF, WPD

 Define and explain the

 Define and explain the Can't open DOCX

 Define and explain the Documents to be edited - RTF

 Define and explain the Finalized Documents - PDF

 Define and explain the RTF

 Define and explain the OpenDocument ODT

 Define and explain the PDF

Definition/Overview:

WebCT will receive and distribute any file format. Issues do arise when students and

instructors attempt to access files for which they do not have an installed program to open.

Additionally, Microsoft file formats (Word Documents, PowerPoint files, etc) are initially

blocked by newer version of Internet Explorer to protect users from potential virus. What

follows are some best practices for creating files and viewing them and some tools to help

work with less-than-ideal files.

Key Points:

1. Best Practices

It is on the whole easier to add files to WebCT in a format that all can read without installing

additional software, thus if the author of a document can create/convert the file into PDF or
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RTF reading the file is simplified for others. Plain text files (TXT) and HTML files are also

accessible by all, but do not preserve the same level of formatting.

2. Finalized Documents - PDF

Whenever possible documents that do not need to be edited by the recipient should be in PDF

format. Anyone can create a PDF document for free. Mac users have a PDF menu available

whenever they print and Windows users can download a free PDF creater from

http://ctlet.brocku.ca/pdf . You can learn more about PDF documents and

Making_PDF_documents in this article.

3. Documents to be edited - RTF

If the document needs to be edited by the recipient RTF is our recommended format. RTF

allows for some formatting, but will not reproduce itself on others computers as well as PDF.

RTF's major benefit is that all computers come with a program that can work with RTF files.

4. Can't open DOCX

If you have a copy of Office 2007 and you've been told that nobody can open the files you are

creating try opening the file again and choose "Save As" from the office logo at the top right

and save the file again but change the format option to office 97/2002/XP.

If you have received a DOCX and need to open, please review the free options below.

5. Work With Most Files - DOC, DOCX, XLS, XLSX, PPT, PPTX, HTML, ODT, PDF,

TXT, RTF, WPD**

 OpenOffice.org - http://OpenOffice.org - Though not as refined as word, this feature-packed

software can open most files. This free download is almost 100MB. Having a copy of

OpenOffice.org on your computer should ensure that you can open most files.

OpenOffice.org is also the best (and perhaps only) free option for MS Word XML/DOCX,

Word Perfect WPD files and OpenDocument formated files.

 The most recent version of MS Office opens most of these files and earlier version might

once the Microsoft Office Compatibility Pack for Word, Excel, and PowerPoint 2007 File

Formats is applied. You can download the pack for free from:
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http://www.microsoft.com/downloads/details.aspx?FamilyId=941B3470-3AE9-4AEE-8F43-

C6BB74CD1466&displaylang=en

6. PDF

 PDFCreator - http://pdfforge.org/products/pdfcreator - PDFCreator installs a fake printer to

allow any program that can print to create a PDF.

 Adobe Acrobat Reader - http://adobe.com/products/acrobat/readstep2.html - A very common

free tool for reading PDF files

7. OpenDocument ODT

 ODF-Converter for MS Word - http://sourceforge.net/projects/odf-converter - If you wish to

work with the Open Document Format with your existing copy of MS Word this converter

will enable Open Document in MS Word.

8. RTF

 WordPad - This is free software that comes with every copy of Windows in the Accessories

section of the Start menu.

9. MS Word DOC

 WordPad - This is free software that comes with every copy of Windows in the Accessories

section of the Start menu. DOC is the default MS Word format for MS Word XP and earlier.

10. MS Power Point PPT PPS

 PowerPoint Viewer 2007

11. MS OFFICE 2007, DOCX, XLSX, PPTX

 Microsoft Office Compatibility Pack for Word, Excel, and PowerPoint 2007 File

Formatsdefault MS Word format for MS Word XP and earlier. This free compatibility

upgrade will allow owners of older version of MS Office to open newer files
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In Section 4 of this course you will cover these topics:
Working With Text

Formatting Pages

Working With Objects

Enhancing Publications

Publishing A Document

Topic : Working With Text

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Formats

 Define and explain the Selecting text

 Define and explain the Selecting items that are not consecutive

 Define and explain the Cutting, copying, and pasting text

 Define and explain the Finding and replacing text

 Define and explain the Inserting special characters

 Define and explain the Creating numbered or bulleted lists

Definition/Overview:

Text: A text file (sometimes spelled "textfile": an old alternate name is "flatfile") is a kind of

computer file that is structured as a sequence of lines. A text file exists within a computer file

system. The end of a text file is often denoted by placing one or more special characters,

known as an end-of-file marker, after the last line in a text file.

"Text file" refers to a type of container, while plain text refers to a type of content. Text files

can contain plain text, but they are not limited to such.
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At a generic level of description, there are two kinds of computer files: text files and binary

files.

Key Points:

1. Formats

1.1 ASCII

The ASCII standard allows ASCII-only text files (unlike most other file types) to be

freely interchanged and readable on Unix, Macintosh, Microsoft Windows, DOS, and

other systems. These differ in their preferred line ending convention and their

interpretation of values outside the ASCII range (their character encoding).

1.2 MIME

Text files usually have the MIME type "text/plain", usually with additional

information indicating an encoding. Prior to the advent of Mac OS X, the Mac OS

system regarded the content of a file (the data fork) to be a text file when its resource

fork indicated that the type of the file was "TEXT". Under the Windows operating

system, a file is regarded as a text file if the suffix of the name of the file (the

"extension") is "txt". However, many other suffixes are used for text files with

specific purposes. For example, source code for computer programs is usually kept in

text files that have file name suffixes indicating the programming language in which

the source is written.

1.3 .txt

.txt is a filename extension for files consisting of text usually contain very little

formatting (ex: no bolding or italics). The precise definition of the .txt format is not

specified, but typically matches the format accepted by the system terminal or simple

text editor. Files with the .txt extension can easily be read or opened by any program

that reads text and, for that reason, are considered universal (or platform

independent).
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The ASCII character set is the most common format for English-language text files,

and is generally assumed to be the default file format in many situations. For accented

and other non-ASCII characters, it is necessary to choose a character encoding. In

many systems, this is chosen on the basis of the default locale setting on the computer

it is read on. Common character encodings include ISO 8859-1 for many European

languages.

Because many encodings have only a limited repertoire of characters, they are often

only usable to represent text in a limited subset of human languages. Unicode is an

attempt to create a common standard for representing all known languages, and most

known character sets are subsets of the very large Unicode character set. Although

there are multiple character encodings available for Unicode, the most common is

UTF-8, which has the advantage of being backwards-compatible with ASCII: that is,

every ASCII text file is also a UTF-8 text file with identical meaning.

1.4 Standard Windows .txt files

Microsoft MS-DOS and Windows use a common text file format, with each line of

text separated by a two character combination: CR and LF, which have ASCII codes

13 and 10. It is common for the last line of text not to be terminated with a CR-LF

marker, and many text editors (including Notepad) do not automatically insert one on

the last line.

Most Windows text files use a form of ANSI, OEM or Unicode encoding. What

Windows terminology calls "ANSI encodings" are usually single-byte ISO-8859

encodings, except for in locales such as Chinese, Japanese and Korean that require

double-byte character sets. ANSI encodings were traditionally used as default system

locales within Windows, before the transition to Unicode. By contrast, OEM

encodings, also known as MS-DOS code pages, were defined by IBM for use in the

original IBM PC text mode display system. They typically include graphical and line-

drawing characters common in full-screen MS-DOS applications. Newer Windows

text files may use a Unicode encoding such as UTF-16LE or UTF-8.
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1.5 Rendering

When opened by a text editor human-readable content is presented to the user. This

often consists of the file's plain text visible to the user. Depending on the application,

control codes may be rendered either as literal instructions acted upon by the editor,

or as visible escape characters that can be edited as plain text. Though there may be

plain text in a text file, control characters within the file (especially the end-of-file

character) can render the plain text unseen by a particular method.

2. Selecting text

Before you can do anything with text, you need to select it. Selecting text in Writer is

similar to selecting anything in other applications.

In addition to selecting blocks of text, you can select items that are not consecutive, and

columns (vertical blocks) of text.

3. Selecting items that are not consecutive

To select nonconsecutive items (as shown in Figure 1) using the

Mouse:

 Select the first piece of text.

 Hold down the Control (Ctrl) key and use the mouse to select the next piece of text.

 Repeat as often as needed.

4. Cutting, copying, and pasting text

Cutting and copying text in Writer is similar to cutting and copying text in other

applications. You can copy or move text within a document, or between documents, by

dragging or by using menu selections, icons, or keyboard shortcuts. You can also copy

text from other sources such as Web pages and paste it into a Writer document. To move

(cut and paste) selected text using the mouse, drag it to the new location and release it. To

copy selected text, hold down the Control key while dragging. The text retains the

formatting it had before dragging. After selecting text, you can use the mouse or the

keyboard for these operations.
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Cut: Use Edit> Cut or the keyboard shortcut Control+X or the

Cut icon on the toolbar.

Copy: Use Edit> Copy or the keyboard shortcut Control+C or the Copy icon.

Paste: Use Edit> Paste or the keyboard shortcut Control+V or the Paste icon.

The result of a paste operation depends on the source of the text to be pasted. If you

simply click on the Paste icon, any formatting the text has (such as bold or italics) is

retained. Text pasted from Web sites and other sources may also be placed into frames or

tables. If you do not like the results, click the Undo icon or press Control+Z.

To make the pasted text take on the formatting of the surrounding text where it is to be

pasted, choose:

 Edit > Paste Special

 or click the triangle to the right of the Paste icon

 or click the Paste icon without releasing the left mouse button

Then select unformatted text from the resulting menu.

5. Finding and replacing text

When looking for certain words in a 3000-word essay, it is inefficient to go through every

word manually. Writer has a Find and Replace feature that automates the process of

searching for text inside a document. In addition to finding and replacing words and phrases,

you can:

 Use wildcards and regular expressions to fine-tune a search.

 Find and replace specific formatting.

 Find and replace paragraph styles.

To display the Find & Replace dialog box (Figure 4), use the keyboard shortcut Control+F or

select Edit> Find & Replace

 Type the text you want to find in the Search for box.
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 Type the search text, including the wildcards, in the Search for box and the replacement text

(if any) in the Replace with box. Not all regular expressions work as replacement characters;

the line break (\n) is one that does work.

 Click Find, Find All, Replace, or Replace All (notrecommended).

6. Inserting special characters

A special character is one not found on a standard English keyboard. For example, are all

special characters. To insert a special character:

Place the cursor in your document where you want the character

to appear.

 Click Insert > Special Character to open the Special

 Characters dialog box (Figure 5).

 Select the characters (from any font or mixture of fonts) you wish to insert, in order; then

click OK. The selected characters are shown in the lower left of the dialog box. As you select

each character, it is shown on the lower right, along with the numerical code for that

character.

7. Creating numbered or bulleted lists

There are several ways to create numbered or bulleted lists:

 Use autoformatting, as described above.

 Use list styles, as described in Chapter 7 (Working with Styles).

 Use the Numbering and Bullets icons on the paragraph formatting toolbar. This last method is

described here. To produce a numbered or bulleted list, select the paragraphs in the list and

then click on the appropriate icon on the toolbar.
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Topic : Formatting Pages

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Choosing a layout method

 Define and explain the Setting up basic page layout using styles

 Define and explain the Inserting a page break without switching the style

 Define and explain the Defining a different first page for a document

Definition/Overview:

Video is the technology of electronically capturing, recording, processing, storing,

transmitting, and reconstructing a sequence of still images representing scenes in motion.

Key Points:

1. Choosing a layout method

The best layout method depends on what the final document should look like and what sort of

information will be in the document. Here are some examples. Do not worry if all this does

not mean much to you now. The techniques mentioned are all described in this topic. For a

book similar to this user guide with one column of text, some figures without text beside

them, and some other figures with descriptive text, use page styles for basic layout, and use

tables to place figures beside descriptive text, when necessary.

Use page styles (with two columns) for an index or other document with two columns of text

where the text continues from the left-hand column to the right-hand column and then to the

next page, all in sequence (also known as snaking columns of text). If the title of the

document (on the first page) is full-page width, put it in a single-column section.
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2. Setting up basic page layout using styles

In Writer, page styles define the basic layout of all pages, including page size, margins, the

placement of headers and footers, borders and backgrounds, number of columns, and so on.

Writer comes with several page styles, which you can build on or modify, and you can define

new (custom) page styles. You can have one or many page styles in a single document.

3. Inserting a page break without switching the style

In many documents (for example, a multi-page report), you may want the text to flow from

one page to the next as you add or delete information. Writer does this automatically, unless

you override the text flow using one of the techniques described earlier. If you do want a

page break in a particular place, for example, to put a heading at the top of a new page, here

is how to do it:

 Position the cursor in the paragraph you want to be at the start of the next page. Right-

clickand choose Paragraph in the pop-up menu.

 On the Text Flow page of the Paragraph dialog box (Figure 1), in the Breaks section, check

Insert. Do not check With Page Style.

4. Defining a different first page for a document

Many documents, such as letters and reports, have a first page that is different from the other

pages in the document. For example, the first page of a letterhead typically has a different

header, as shown in Figure 3, or the first page of a report might have no header or footer,

while the other pages do. With OOo, you can define the style for the first page and specify

the style for the following page to be applied automatically.

Topic : Working With Objects

Topic Objective:

At the end of this topic student would be able to:
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 Define and explain the Transient

 Define and explain the Persistent

 Define and explain the Detached

 Define and explain the Entity states

 Define and explain the Querying objects

 Define and explain the Modifying persistent objects

 Define and explain the Modifying detached objects

 Define and explain the Transitive persistence

Definition/Overview:

Hibernate is a full object/relational mapping solution that not only shields the developer from

the details of the underlying database management system, but also offers state management

of objects. This is, contrary to the management of SQL statements in common JDBC/SQL

persistence layers, a very natural object-oriented view of persistence in Java applications.

In other words, Hibernate application developers should always think about the state of their

objects, and not necessarily about the execution of SQL statements. This part is taken care of

by Hibernate and is only relevant for the application developer when tuning the performance

of the system.

Key Points:

Hibernate defines and supports the following object states:

1. Transient

An object is transient if it has just been instantiated using the new operator, and it is not

associated with a Hibernate Session. It has no persistent representation in the database and no

identifier value has been assigned. Transient instances will be destroyed by the garbage

collector if the application doesn't hold a reference anymore. Use the Hibernate Session to

make an object persistent (and let Hibernate take care of the SQL statements that need to be

executed for this transition).
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2. Persistent

A persistent instance has a representation in the database and an identifier value. It might just

have been saved or loaded, however, it is by definition in the scope of a Session. Hibernate

will detect any changes made to an object in persistent state and synchronize the state with

the database when the unit of work completes. Developers don't execute manual UPDATE

statements, or DELETE statements when an object should be made transient.

3. Detached

A detached instance is an object that has been persistent, but its Session has been closed. The

reference to the object is still valid, of course, and the detached instance might even be

modified in this state. A detached instance can be reattached to a new Session at a later point

in time, making it (and all the modifications) persistent again. This feature enables a

programming model for long running units of work that require user think-time. We call them

application transactions, i.e. a unit of work from the point of view of the user.

4. Entity states

Like in Hibernate (comparable terms in parantheses), an entity instance is in one of the

following states:

 New (transient): an entity is new if it has just been instantiated using the new operator, and it

is not associated with a persistence context. It has no persistent representation in the database

and no identifier value has been assigned.

 Managed (persistent): a managed entity instance is an instance with a persistent identity that

is currently associated with a persistence context.

 Detached: the entity instance is an instance with a persistent identity that is no longer

associated with a persistence context, usually because the persistence context was closed or

the instance was evicted from the context.

 Removed: a removed entity instance is an instance with a persistent identity, associated with

a persistence context, but scheduled for removal from the database.
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5. Querying objects

If you don't know the identifier values of the objects you are looking for, you need a query.

The Hibernate EntityManager implementation supports an easy-to-use but powerful object-

oriented query language (EJB3-QL) which has been inspired by HQL (and vice-versa). Both

query languages are portable across databases, the use entity and property names as

identifiers (instead of table and column names). You may also express your query in the

native SQL of your database, with optional support from EJB3 for result set conversion into

Java business objects.

6. Modifying persistent objects

Transactional managed instances (ie. objects loaded, saved, created or queried by the entity

manager) may be manipulated by the application and any changes to persistent state will be

persisted when the Entity manager is flushed (discussed later in this chapter). There is no

need to call a particular method to make your modifications persistent. A straightforward

wayt to update the state of an entity instance is to find() it, and then manipulate it directly,

while the persistence context is open:

7. Modifying detached objects

Many applications need to retrieve an object in one transaction, send it to the presentation

layer for manipulation, and later save the changes in a new transaction. There can be

significant user think and waiting time between both transactions. Applications that use this

kind of approach in a high-concurrency environment usually use versioned data to ensure

isolation for the "long" unit of work.

8. Transitive persistence

It is quite cumbersome to save, delete, or reattach individual objects, especially if you deal

with a graph of associated objects. A common case is a parent/child relationship. Consider

the following example:

If the children in a parent/child relationship would be value typed (e.g. a collection of

addresses or strings), their lifecycle would depend on the parent and no further action would

be required for convenient "cascading" of state changes. When the parent is persisted, the

value-typed child objects are persisted as well, when the parent is removed, the children will
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be removed, etc. This even works for operations such as the removal of a child from the

collection; Hibernate will detect this and, since value-typed objects can't have shared

references, remove the child from the database.

Now consider the same scenario with parent and child objects being entities, not value-types

(e.g. categories and items, or parent and child cats). Entities have their own lifecycle, support

shared references (so removing an entity from the collection does not mean it can be deleted),

and there is by default no cascading of state from one entity to any other associated entities.

The EJB3 specification does not require persistence by reachability. It supports a more

flexible model of transitive persistence, as first seen in Hibernate.

Topic : Enhancing Publications

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Legal definition and copyright

Definition/Overview:

Publish: To publish is to make content publicly known. The term is most frequently applied

to the distribution of text or images on paper, or to the placing of content on a website.

The word publication means the act of publishing, and it also means any writing of which

copies are published, and any website. Among publications are books, and periodicals, the

latter including magazines, scholarly journals, and newspapers.

Key Points:

1. Legal definition and copyright

"Publication" is a technical term in legal contexts and especially important in copyright

legislation. An author of a work generally is the initial owner of the copyright on the work.
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One of the copyrights granted to the author of a work is the exclusive right to publish the

work.

In the United States, publication is defined as:

The distribution of copies or phonorecords of a work to the public by sale or other transfer of

ownership, or by rental, lease, or lending. The offering to distribute copies or phonorecords to

a group of persons for purposes of further distribution, public performance, or public display,

constitutes publication. A public performance or display of a work does not of itself

constitute publication.

To perform or display a work "publicly" means

 to perform or display it at a place open to the public or at any place where a substantial

number of persons outside of a normal circle of a family and its social acquaintances is

gathered; or

 to transmit or otherwise communicate a performance or display of the work to a place

specified by clause (1) or to the public, by means of any device or process, whether the

members of the public capable of receiving the performance or display receive it in the same

place or in separate places and at the same time or at different times.

17 USC 101

Furthermore, the right to publish a work is an exclusive right of the copyright owner (17 USC

106), and violating this right (e.g. by disseminating copies of the work without the copyright

owner's consent) is a copyright infringement (17 USC 501(a)), and the copyright owner can

demand (by suing in court) that e.g. copies distributed against his will be confiscated and

destroyed (17 USC 502, 17 USC 503).

The definition of "publication" as "distribution of copies to the general public with the

consent of the author" is also supported by the Berne Convention, which makes mention of

"copies" in article 3(3), where "published works" are defined. In the Universal Copyright

Convention, "publication" is defined in article VI as "the reproduction in tangible form and

the general distribution to the public of copies of a work from which it can be read or

otherwise visually perceived." Many countries around the world follow this definition,

although some make some exceptions for particular kinds of works. In Germany, 6 of the
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Urheberrechtsgesetz additionally considers works of the visual arts (such as sculptures)

"published" if they have been made permanently accessible by the general public (i.e.,

erecting a sculpture on public grounds is publication in Germany). Australia and the UK (as

the U.S.) do not have this exception and generally require the distribution of copies necessary

for publication. In the case of sculptures, the copies must be even three-dimensional.

Topic : Publishing A Document

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the To publish a document from Microsoft Office to your website

Definition/Overview:

To publish documents from Microsoft Word, Excel, and Outlook e-mail reader to your

website without opening the Contribute application. You can also associate templates with

these documents before publishing them. For example, you can create standard templates

using Adobe Dreamweaver, and attach the templates to an MS Office document while

opening the document in Contribute, or publishing it to your corporate website using

Contribute. Next time you want to change the look and feel of your MS Office documents on

the corporate website, you only need to update the document's associated template. The

Contribute plug-ins in these applications make the publishing process fast and efficient.

Templates and editable regions of templates listed in your desktop client are periodically

updated with the latest templates and template content available on the server, automatically.

In Adobe Contribute CS3 you can also manually synchronize these components using the

Refresh option.
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Key Points:

1. To publish a document from Microsoft Office to your website

 Open a Microsoft Office application file.

 (Optional) To publish only a specific section of the document, select the section.

 Note: You cannot publish a selection in an e-mail message in Microsoft Outlook if the

message format is Plain Text.

 To publish the file, do one of the following:

Note: Before you publish, you must save the document if you made any changes.

 Select Contribute > Publish To Website.

 Click the Publish To Website button in the toolbar.

Note: You cannot use the Publish to Website option for .rtf files.

The Publish To Website dialog box appears.

 To select the settings for publishing the document, do the following:

o Select a website where you want to publish the file.

Note: If you do not have a connection to your website before you publish a document, you

can always create one by selecting Create New Connection in the Select pop-up menu in the

Publish To Website dialog box. For more information on creating a website connection,

o Select a location for storing the file.

o Enter a filename.

Note: The filename must not have any spaces, tabs, or alphanumeric characters.

o Select a format.

o Click the Choose Template button. The Choose Template dialog box appears.

If you do not click the Choose Template button in the Publish to Website dialog box, the

template that was last used to publish a Microsoft Office document is associated with the

document you are currently publishing. In addition, if the template does not match the
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template on the server, Contribute displays the Download Template dialog box. You can

choose to do one of the following:

 Click the Publish using the old template button to publish the document using the old

template.

 Click the Download and Publish button to download the updated template from the server,

and then publish the document.

Note: The Choose Template button is disabled when the native format is selected.

o Select a template from the list of available templates.

o The Preview of the selected template appears in the Preview box.

o If the template you select for publishing an MS Office document to a website

has been updated on the server, the Open as New Page dialog box appears.

You can choose to publish using the old template, or download the updated

template available on the server, and then publish the document.

o Select a template region from the list of editable regions available in the selected

template.

This list is disabled if you select _blank template.

o Click the Refresh Templates button, and select one of the following options to

update your list of templates and editable regions in a selected template:

 For this website

o to view an updated list of templates for the selected website

 For selected template

o to view an updated list of editable regions in the selected templates

o By default, the Make this as the default template check box is selected.

o Clear this check box, if desired.

o Click OK.

o (Optional) Clear the Publish current selection only check box to publish the

whole document instead of the selection.
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 Click Publish.

Contribute publishes the document to your website, and a confirmation dialog box appears.

 Click OK

The selected template is applied to the web page containing the MS Office document, and the

document is published in the HTML format.

Note: If you open or publish a document in Contribute without clicking the Choose Template

button in the Publish to Website or Open as New Page dialog box, the last template stored in

the registry is applied to the web page containing the MS Office document. If you are

performing the Publish to Website or Open in Contribute operation for the first time, then a

blank template is selected.

In Section 5 of this course you will cover these topics:
Creating A Web Page

Formatting And Linking Web Site Pages

Adding Color, Graphics, And Animation To Web Pages

Working In A Web Site Design Program

Polishing And Publishing Your Web Site

Topic : Creating A Web Page

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the Dynamic behavior

 Define and explain the Browsers

 Define and explain the Rendering
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 Define and explain the Uniform Resource Locator

 Define and explain the Viewing a web page

 Define and explain the Creating a web page

 Define and explain the Saving a web page

Definition/Overview:

Web page: A Web page or webpage is a resource of information that is suitable for the

World Wide Web and can be accessed through a web browser. This information is usually in

HTML or XHTML format, and may provide navigation to other web pages via hypertext

links.

Web pages may be retrieved from a local computer or from a remote web server. The web

server may restrict access only to a private network, e.g. a corporate intranet, or it may

publish pages on the World Wide Web. Web pages are requested and served from web

servers using Hypertext Transfer Protocol (HTTP).

Web pages may consist of files of static text stored within the web server's file system (static

web pages), or the web server may construct the (X)HTML for each web page when it is

requested by a browser (dynamic web pages). Client-side scripting can make web pages more

responsive to user input once in the client browser.

Key Points:

1. Overview

Web pages usually include instructions as to the colours of text and backgrounds and very

often also contain links to images and sometimes other media to be included in the final view.

Layout, typographic and colour-scheme information is provided by Cascading Style Sheet

(CSS) instructions, which can either be embedded in the HTML or can be provided by a

separate file, which is referenced from within the HTML. The latter case is especially

relevant where one lengthy stylesheet is relevant to a whole website: due to the way HTTP

works, the browser will only download it once from the web server and use the cached copy

for the whole site.(notepad)

Images are stored on the web server as separate files, but again HTTP allows for the fact that

once a web page is downloaded to a browser, it is quite likely that related files such as images

and stylesheets will be requested as it is processed. An HTTP 1.1 web server will maintain a

connection with the browser until all related resources have been requested and provided.
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Browsers usually render images along with the text and other material on the displayed web

page.

2. Dynamic behavior

Client-side computer code such as JavaScript or code implementing Ajax techniques can be

provided either embedded in the HTML of a web page or, like CSS stylesheets, as separate,

linked downloads specified in the HTML (using for example .js file extensions for JavaScript

files). These scripts may run on the client computer, if the user allows them to, and can

provide a degree of interactivity between the web page and the user after the page has

downloaded.

3. Browsers

A web browser can have a Graphical User Interface, like Internet Explorer, Mozilla Firefox,

or Opera, or can be text-based, like Lynx. Web users with visual impairments may use a

screen reader to read out the displayed text, or they may use a more specialized voice browser

in the first place. Such users will want to enjoy the benefit of the web page without images

and other visual media.

Users of fully graphical browsers may still disable the download and viewing of images and

other media, to save time, network bandwidth or merely to simplify their browsing

experience. Users may also prefer not to use the fonts, font sizes, styles and color schemes

selected by the web page designer and may apply their own CSS styling to their viewed

version of the page.

The World Wide Web Consortium (W3C) and Web Accessibility Initiative (WAI)

recommend that all web pages should be designed with all of these options in mind.

Elements of a web page

A web page, as an information set, can contain many kinds of information, which is able to

be seen, heard or interact by the end user:

 Perceived (rendered) information

 Textual information: with diverse render variations.

 Non-textual information:

o Static images on raster graphics, typically GIF, JPEG or PNG; or vector

formats as SVG or Flash.
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o Animated images typically Animated GIF and SVG, but also may be

Flash, Shockwave, or Java applet.

o Audio, typically MIDI or WAV formats or Java applets.

o Video, WMV (Windows), RM (Real Media), FLV (Flash Video), MPG,

MOV (Quicktime)

 Interactive information: more complex, glued to interface; see dynamic web page.

o For "on page" interaction:

▪ Interactive text: see DHTML.

▪ Interactive illustrations: ranging from "click to play" image to games,

typically using script orchestration, Flash, Java applets, SVG, or

Shockwave.

▪ Buttons: forms providing alternative interface, typically for use with

script orchestration and DHTML.

o For "between pages" interaction:

▪ Hyperlinks: standard "change page" reactivity.

▪ Forms: providing more interaction with the server and server-side

databases.

Internal (hidden) information:

Comments

 Metadata with semantic meta-information, Charset information, Document Type Definition

(DTD), etc.

 Diagramation and style information: information about rendered items (like image size

attributes) and visual specifications, as Cascading Style Sheets (CSS).

 Scripts, usually JavaScript, complement interactivity and functionality.
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The web page can also contain dynamically adapted information elements, dependent upon

the rendering browser or end-user location (through the use of IP address tracking and/or

"cookie" information).

From a more general/wide point of view, some information (grouped) elements, like a

navigation bar, are uniform for all website pages, like a standard. These kind of "website

standard information" are supplied by technologies like web template systems.

4. Rendering

Web pages will often require more screen space than is available for a particular display

resolution. Most modern browsers will place scrollbars (the bar at the side of the screen that

allows you to move down) in the window to allow the user to see all content. Scrolling

horizontally is less prevalent than vertical scrolling, not only because those pages do not print

properly, but because it inconveniences the user more so than vertical scrolling would

(because lines are horizontal; scrolling back and forth for every line is much more

inconvenient than scrolling after reading a whole screen; also most computer keyboards have

page up and down keys, and many computer mice have vertical scroll wheels, but the

horizontal scrolling equivalents are rare). However, web pages may utilize page widening for

various purposes..

A web page can either be a single HTML file, or made up of several HTML files represented

using frames. Frames have been known to cause problems with navigation, printing, and

search engine rankings , although these problems occur mostly in older-generation browsers.

Their primary usage is to allow certain content which is usually meant to be static, such as

page navigation or page headers, to remain in one place while the main content can be

scrolled as necessary. Another merit of using a framed web page is that only the content in

the "main" frame will be reloaded. Frames are rendered very differently, depending on the

host browser and for this reason, the usage of frames is typically frowned upon in

professional web page development communities. With design technologies such as CSS

becoming more widespread in their usage, the effect frames provide can be made possible

using a smaller amount of code and by using only one web page to display the same amount

of content.

When web pages are stored in a common directory of a web server, they become a website. A

website will typically contain a group of web pages that are linked together, or have some

other coherent method of navigation. The most important web page to have on a website is

the index page. Depending on the web server settings, this index page can have many

different names, but the most common are index.htm and index.html. When a browser visits
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the homepage for a website, or any URL pointing to a directory rather than a specific file, the

web server will serve the index page to the requesting browser. If no index page is defined in

the configuration, or no such file exists on the server, either an error or directory listing will

be served to the browser.

When creating a web page, it is important to ensure it conforms to the World Wide Web

Consortium (W3C) standards for HTML, CSS, XML and other standards. The W3C

standards are in place to ensure all browsers which conform to their standards can display

identical content without any special consideration for proprietary rendering techniques. A

properly coded web page is going to be accessible to many different browsers old and new

alike, display resolutions, as well as those users with audio or visual impairments.

URL

5. Uniform Resource Locator

Typically, web pages today are becoming more dynamic. A dynamic web page is one that is

created server-side when it is requested, and then served to the end-user. These types of web

pages typically do not have a permalink, or a static URL, associated with them. Today, this

can be seen in many popular forums, online shopping, and even on Wikipedia. This practice

is intended to reduce the amount of static pages in lieu of storing the relevant web page

information in a database. Some search engines may have a hard time indexing a web page

that is dynamic, so static web pages can be provided in those instances.

6. Viewing a web page

In order to graphically display a web page, a web browser is needed. This is a type of

software that can retrieve web pages from the Internet. Most current web browsers include

the ability to view the source code. Viewing a web page in a text editor will also display the

source code, not the visual product.

7. Creating a web page

To create a web page, a text editor or a specialized HTML editor is needed. In order to upload

the created web page to a web server, traditionally an FTP client is needed.

The design of a web page is highly personal. A design can be made according to one's own

preference, or a pre-made web template can be used. Web Templates let web page designers

edit the content of a web page without having to worry about the overall aesthetics. Many

people publish their own web pages using products like Geocities from Yahoo, Tripod, or

Angelfire. These web publishing tools offer free page creation and hosting up to a certain size

limit.
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Other ways of making a web page is to download specialized software, like a Wiki, CMS, or

forum. These options allow for quick and easy creation of a web page which is typically

dynamic. Wikipedia, WordPress, and Invision Power Board are examples of the above three

web page options.

8. Saving a web page

While one is viewing a web page, a copy of it is saved locally; this is what is being viewed.

Depending on the browser settings, this copy may be deleted at any time, or stored

indefinitely, sometimes without the user realizing it. Most GUI browsers will contain all the

options for saving a web page more permanently. These include, but are not limited to:

 Saving the rendered text without formatting or images - Hyperlinks are not identified, but

displayed as plain text

 Saving the HTML file as it was served - Overall structure will be preserved, although some

links may be broken

 Saving the HTML file and changing relative links to absolute ones - Hyperlinks will be

preserved

 Saving the entire web page - All images will be saved, as well as links being changed to

absolute

 Saving the HTML file including all images, stylesheets and scripts into a single MHTML file.

This is supported by Internet Explorer, Mozilla, Mozilla Firefox and Opera. Mozilla and

Mozilla Firefox only support this if the MAF plugin has been installed. An MHTML file is

based upon the MHTML standard.

Common web browsers, like Mozilla Firefox, Internet Explorer and Opera, give the option to

not only print the currently viewed web page to a printer, but optionally to "print" to a file

which can be viewed or printed later. Some web pages are designed, for example by use of

CSS, so that hyperlinks, menus and other navigation items, which will be useless on paper,

are rendered into print with this in mind. Space-wasting menus and navigational blocks may

be absent from the printed version; other hyperlinks may be shown with the link destinations

made explicit, either within the body of the page or perhaps listed at then end.
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Topic : Formatting And Linking Web Site Pages

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Website styles

 Define and explain the Software systems

 Define and explain the Types of websites

Definition/Overview:

A website is a collection of web pages, images, videos or other digital assets that is hosted on

one or more web servers, usually accessible via the Internet.

A web page is a document, typically written in (X)HTML, that is almost always accessible

via HTTP, a protocol that transfers information from the web server to display in the user's

web browser.

All publicly accessible websites are seen collectively as constituting the "World Wide Web".

The pages of a website can usually be accessed from a common root URL called the

homepage, and usually reside on the same physical server. The URLs of the pages organize

them into a hierarchy, although the hyperlinks between them control how the reader perceives

the overall structure and how the traffic flows between the different parts of the site.

Some websites require a subscription to access some or all of their content. Examples of

subscription sites include many business sites, parts of many news sites, academic journal

sites, gaming sites, message boards, Web-based e-mail, services, social networking websites,

and sites providing real-time stock market data. Because they require authentication to view

the content they are technically an Intranet site.
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Key Points:

1. Website styles

1.1 Static website

A static website is one that has web pages stored on the server in the same form as the

user will view them. It is primarily coded in HTML (Hyper-text Markup Language).

A static website is also called a classic website, a five-page website or a brochure

website because it simply presents pre-defined information to the user. It may include

information about a company and its products and services via text, photos, Flash

animation, audio/video and interactive menus and navigation.

This type of website usually displays the same information to all visitors, thus the

information is static. Similar to handing out a printed brochure to customers or clients,

a static website will generally provide consistent, standard information for an

extended period of time. Although the website owner may make updates periodically,

it is a manual process to edit the text, photos and other content and may require basic

website design skills and software.

In summary, visitors are not able to control what information they receive via a static

website, and must instead settle for whatever content the website owner has decided

to offer at that time.

They are edited using four broad categories of software:

o Text editors, such as Notepad or TextEdit, where the HTML is manipulated directly within

the editor program

o WYSIWYG offline editors, such as Microsoft FrontPage and Adobe Dreamweaver

(previously Macromedia Dreamweaver), where the site is edited using a GUI interface and

the underlying HTML is generated automatically by the editor software

o WYSIWYG Online editors, where the any media rich online presentation like websites,

widgets, intro, blogs etc. are created on a flash based platform.

o Template-based editors, such as Rapidweaver and iWeb, which allow users to quickly create

and upload websites to a web server without having to know anything about HTML, as they
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just pick a suitable template from a palette and add pictures and text to it in a DTP-like

fashion without ever having to see any HTML code.

1.2 Dynamic website

A dynamic website is one that does not have web pages stored on the server in the

same form as the user will view them. Instead, the web page content changes

automatically and/or frequently based on certain criteria. It generally collates

information on the hop each time a page is requested.

A website can be dynamic in one of two ways. The first is that the web page code is

constructed dynamically, piece by piece. The second is that the web page content

displayed varies based on certain criteria. The criteria may be pre-defined rules or

may be based on variable user input.

The main purpose behind a dynamic site is that it is much simpler to maintain a few

web pages plus a database than it is to build and update hundreds or thousands of

individual web pages and links. In one way, a data-driven website is similar to a static

site because the information that is presented on the site is still limited to what the

website owner has allowed to be stored in the database (data entered by the owner

and/or input by users and approved by the owner). The advantage is that there is

usually a lot more information stored in a database and made available to users.

A dynamic website also describes its construction or how it is built, and more

specifically refers to the code used to create a single web page. A Dynamic web page

is generated on the fly by piecing together certain blocks of code, procedures or

routines. A dynamically-generated web page would call various bits of information

from a database and put them together in a pre-defined format to present the reader

with a coherent page. It interacts with users in a variety of ways including by reading

cookies recognizing users' previous history, session variables, server side variables

etc., or by using direct interaction (form elements, mouseovers, etc.). A site can

display the current state of a dialogue between users, monitor a changing situation, or

provide information in some way personalized to the requirements of the individual

user.
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Some countries, for example the U.K. and theU.S., have introduced legislation

regarding web accessibility

2. Software systems

There are a wide range of software systems, such as Java Server Pages (JSP), the PHP and

Perl programming languages, Active Server Pages (ASP), YUMAand ColdFusion (CFM) that

are available to generate dynamic Web systems and dynamic sites. Sites may also include

content that is retrieved from one or more databases or by using XML-based technologies

such as RSS.

Static content may also be dynamically generated either periodically, or if certain conditions

for regeneration occur (cached) in order to avoid the performance loss of initiating the

dynamic engine on a per-user or per-connection basis.

Plugins are available to expand the features and abilities of Web browsers, which use them to

show active content, such as Flash, Shockwave or applets written in Java. Dynamic HTML

also provides for user interactivity and realtime element updating within Web pages (i.e.,

pages don't have to be loaded or reloaded to effect any changes), mainly using the DOM and

JavaScript, support which is built-in to most modern Web browsers.

Turning a website into an income source is a common practice for web-developers and

website owners. There are several methods for creating a website business which fall into two

broad categories, as defined below.

2.1 Content based sites

Some websites derive revenue by selling advertising space on the site (see contextual

ads).

2.2 Product or service based sites

Some websites derive revenue by offering products or services. In the case of e-

commerce websites, the products or services may be purchased at the website itself,

by entering credit card or other payment information into a payment form on the site.

While most business websites serve as a shop window for existing brick and mortar
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businesses, it is increasingly the case that some websites are businesses in their own

right; that is, the products they offer are only available for purchase on the web.

Websites occasionally derive income from a combination of these two practices. For

example, a website such as an online auctions website may charge the users of its

auction service to list an auction, but also display third-party advertisements on the

site, from which it derives further income.

3. Types of websites

There are many varieties of Web sites, each specializing in a particular type of content or use,

and they may be arbitrarily classified in any number of ways. A few such classifications

might include:[original research?]

 Affiliate: enabled portal that renders not only its custom CMS but also syndicated content

from other content providers for an agreed fee. There are usually three relationship tiers.

Affiliate Agencies (e.g., Commission Junction), Advertisers (e.g., Ebay) and consumer (e.g.,

Yahoo).

 Archive site: used to preserve valuable electronic content threatened with extinction. Two

examples are: Internet Archive, which since 1996 has preserved billions of old (and new)

Web pages; and Google Groups, which in early 2005 was archiving over 845,000,000

messages posted to Usenet news/discussion groups.

 Blog (or web log) site: sites generally used to post online diaries which may include

discussion forums (e.g., blogger, Xanga).

 Content site: sites whose business is the creation and distribution of original content (e.g.,

Slate, About.com).

 Corporate website: used to provide background information about a business, organization, or

service.

 Commerce site (or eCommerce site): for purchasing goods, such as Amazon.com, CSN

Stores, and Overstock.com.

 Community site: a site where persons with similar interests communicate with each other,

usually by chat or message boards, such as MySpace or Facebook.

 City Site: A site that shows information about a certain city or town and events that takes

place in that town. Usually created by the city council or other "movers and shakers".
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 the same as those of geographic entities, such as cities and countries. For example,

Richmond.com is the geodomain for Richmond, Virginia.

 Gripe site: a site devoted to the critique of a person, place, corporation, government, or

institution.

 Humor site: satirizes, parodies or otherwise exists solely to amuse.

 Information site: contains content that is intended to inform visitors, but not necessarily for

commercial purposes, such as: RateMyProfessors.com, Free Internet Lexicon and

Encyclopedia. Most government, educational and non-profit institutions have an

informational site.

 Java applet site: contains software to run over the Web as a Web application.

 Mirror site: A complete reproduction of a website.

 News site: similar to an information site, but dedicated to dispensing news and commentary.

 Personal homepage: run by an individual or a small group (such as a family) that contains

information or any content that the individual wishes to include. These are usually uploaded

using a web hosting service such as Geocities.

 Phish site: a website created to fraudulently acquire sensitive information, such as passwords

and credit card details, by masquerading as a trustworthy person or business (such as Social

Security Administration, PayPal) in an electronic communication (see Phishing).

 Political site: A site on which people may voice political views.

 Porn site - a site that shows sexually explicit content for enjoyment and relaxation, most

likely in the form of an internet gallery, dating site, blog, or video sharing.

 Rating site: A site on which people can praise or disparage what is featured.

 Review site: A site on which people can post reviews for products or services.

 School site: a site on which teachers, students, or administrators can post information about

current events at or involving their school. U.S. websites generally uses k12 in the URL such

as kearney.k12.mo.us.

 Video sharing: A site that enables user to upload videos, such as YouTube and Google Video.

 Search engine site: a site that provides general information and is intended as a gateway or

lookup for other sites. A pure example is Google, and the most widely known extended type

is Yahoo!.

 Shock site: includes images or other material that is intended to be offensive to most viewers

(e.g. rotten.com).

 Warez: a site designed to host and let users download copyrighted materials illegally.
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 Web portal: a site that provides a starting point or a gateway to other resources on the Internet

or an intranet.

Topic : Adding Color, Graphics, And Animation To Web Pages

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Overview

 Define and explain the Drawing

 Define and explain the Painting

 Define and explain the Printmaking

 Define and explain the Line Art

 Define and explain the Etching

 Define and explain the Illustration

 Define and explain the Graphs

 Define and explain the Diagrams

 Define and explain the Symbols

 Define and explain the Geometric design

 Define and explain the Engineering drawings

 Define and explain the Computer graphics

 Define and explain the Web graphics

 Define and explain the Use

 Define and explain the Graphics in Business

 Define and explain the Advertising

 Define and explain the Graphics in Political

 Define and explain the Graphics in Education

 Define and explain the Graphics in Film and animation

 Define and explain the Graphics education
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Definition/Overview:

Graphics (from Greekγραφικός; see -graphy) are visual presentations on some surface, such

as a wall, canvas, computer screen, paper, or stone to brand, inform, illustrate, or entertain.

Examples are photographs, drawings, Line Art, graphs, diagrams, typography, numbers,

symbols, geometric designs, maps, engineering drawings, or other images. Graphics often

combine text, illustration, and color. Graphic design may consist of the deliberate selection,

creation, or arrangement of typography alone, as in a brochure, flier, poster, web site, or book

without any other element. Clarity or effective communication may be the objective,

association with other cultural elements may be sought, or merely, the creation of a

distinctive style.

Graphics can be functional or artistic. The latter can be a recorded version, such as a

photograph, or an interpretation by a scientist to highlight essential features, or an artist, in

which case the distinction with imaginary graphics may become blurred.

Key Points:

1. Overview

The earliest graphics known to anthropologists studying prehistoric periods are cave

paintings and markings on boulders, bone, ivory, and antlers, which were created during the

Upper Palaeolithic period from 40,00010,000 B.C. or earlier. Many of these were found to

record astronomical, seasonal, and chronological details. Some of the earliest graphics and

drawings known to the modern world, from almost 6,000 years ago, are that of engraved

stone tablets and ceramic cylinder seals, marking the beginning of the historic periods and the

keeping of records for accounting and inventory purposes. Records from Egypt predate these

and papyrus was used by the Egyptians as a material on which to plan the building of

pyramids; they also used slabs of limestone and wood. From 600250 BC, the Greeks played a

major role in geometry. They used graphics to represent their mathematical theories such as

the Circle Theorem and the Pythagorean theorem.

2. Drawing

Drawing generally involves making marks on a surface by applying pressure from a tool, or

moving a tool across a surface. Common tools are graphite pencils, pen and ink, inked
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brushes, wax color pencils, crayons, charcoals, pastels, and markers. Digital tools which

simulate the effects of these are also used. The main techniques used in drawing are line

drawing, hatching, crosshatching, random hatching, scribbling, stippling, blending, and

shading.

Drawing is generally considered distinct from painting, in which colored pigments are

suspended in a liquid medium and are usually applied with a brush. Notable great drawers

include Sir Michael Ash and Leonardo da Vinci.

Many people choose drawing as a main art style, or they may use it to sketch out paintings,

sculptures and other styles of art.

3. Painting

In the Middle Ages and Post Modern Ages, feet were very distorted; for example, people on a

castle wall appeared disproportionately large because they were the painting's focus. Later,

realism and perspective became more important, characterized by the technique of looking

through a wire mesh to precisely copy dimensions onto a corresponding grid drawn on

canvas. During the Renaissance, artists took a non-mathematical approach to drawing. Giotto

di Bondone and Duccio di Buoninsegna made great advancements in perspective drawing,

using symmetry, converging lines and foreshortening. Many renaissance painters also used

frescopainting directly onto wallsa technique which finds its prototype in cave and rock art.

Graphics of this kind, from 3040,000 years ago, have survived in Australia and France. A

modern day equivalent is the mural.

4. Printmaking

Printmaking originated in Chinaafter paper was invented (about A.D. 105). Relief printing

first flourished in Europe in the 15th century, when the process of papermaking was imported

from the East. Since that time, relief printing has been augmented by the various techniques

described earlier, and printmaking has continued to be practiced as one of the fine arts.
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5. Line Art

Line art is any image that consists of distinct straight and curved lines placed against a

(usually plain) background, without gradations in shade (darkness) or hue (color) to represent

two-dimensional or three-dimensional objects. Line art is usually monochromatic, although

lines may be of different colors.

6. Etching

Etching is an intaglio method of printmaking in which the image is incised into the surface of

a metal plate using an acid. The acid eats the metal, leaving behind roughened areas, or, if the

surface exposed to the acid is very thin, burning a line into the plate. The process is believed

to have been invented by Daniel Hopfer (circa 14701536) of Augsburg, Germany, who

decorated armour in this way, and applied the method to printmaking.

Etching is also a preliminary step in lithography. The Dutch artist M. C. Escher mastered the

technique to perfection, specialising in etchings of impossible structures and oriental

interlocking designs.

Etching is also used in the manufacturing of printed circuit boards and semiconductor

devices.

7. Illustration

An illustration is a visualisation such as a drawing, painting, photograph or other work of art

that stresses subject more than form. The aim of an illustration is to elucidate or decorate a

story, poem or piece of textual information (such as a newspaper article), traditionally by

providing a visual representation of something described in the text. The editorial cartoon,

also known as a political cartoon, is an illustration containing a political or social message.

Illustrations can be used to display a wide range of subject matter and serve a variety of

functions, such as:
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 giving faces to characters in a story

 displaying a number of examples of an item described in an academic textbook (e.g. A

Typology)

 visualising step-wise sets of instructions in a technical manual

 communicating subtle thematic tone in a narrative

 linking brands to the ideas of human expression, individuality and creativity

 making a reader laugh or smile

 for fun (to make laugh) funny

8. Graphs

A graph or chart is a type of information graphic that represents tabular, numeric data. Charts

are often used to make it easier to understand large quantities of data and the relationships

between different parts of the data.

9. Diagrams

A diagram is a simplified and structured visual representation of concepts, ideas,

constructions, relations, statistical data, etc, used to visualize and clarify the topic.

10. Symbols

A symbol, in its basic sense, is a conventional representation of a concept or quantity; i.e., an

idea, object, concept, quality, etc. In more psychological and philosophical terms, all

concepts are symbolic in nature, and representations for these concepts are simply token

artifacts that are allegorical to (but do not directly codify) a symbolic meaning, or symbolism.

11. Geometric design

11.1 Maps

A map is a simplified depiction of a space, a navigational aid which highlights

relations between objects within that space. Usually, a map is a two-dimensional,

geometrically accurate representation of a three-dimensional space.

One of the first 'modern' maps was made by Waldseemller.
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11.2 Photography

One difference between photography and other forms of graphics is that a

photographer, in principle, just records a single moment in reality, with seemingly no

interpretation. However, a photographer can choose the field of view and angle, and

may also use other techniques, such as various lenses to distort the view or filters to

change the colours. In recent times, digital photography has opened the way to an

infinite number of fast, but strong, manipulations. Even in the early days of

photography, there was controversy over photographs of enacted scenes that were

presented as 'real life' (especially in war photography, where it can be very difficult to

record the original events). Shifting the viewer's eyes ever so slightly with simple

pinpricks in the negative could have a dramatic effect.

The choice of the field of view can have a strong effect, effectively 'censoring out'

other parts of the scene, accomplished by cropping them out or simply not including

them in the photograph. This even touches on the philosophical question of what

reality is. The human brain processes information based on previous experience,

making us see what we want to see or what we were taught to see. Photography does

the same, although the photographer interprets the scene for their viewer.

12. Engineering drawings

An engineering drawing is a type of drawing that is technical in nature, used to fully and

clearly define requirements for engineered items. It is usually created in accordance with

standardized conventions for layout, nomenclature, interpretation, appearance (such as

typefaces and line styles), size, etc.

13. Computer graphics

There are two types of computer graphics: raster graphics, where each pixel is separately

defined (as in a digital photograph), and vector graphics, where mathematical formulas are

used to draw lines and shapes, which are then interpreted at the viewer's end to produce the

graphic. Using vectors results in infinitely sharp graphics and often smaller files, but, when

complex, vectors take time to render and may have larger filesizes than a raster equivalent.
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In 1950, the first computer-driven display was attached to MIT's Whirlwind I computer to

generate simple pictures. This was followed by MIT's TX-0 and TX-2, interactive computing

which increased interest in computer graphics during the late 1950s. In 1962, Ivan Sutherland

invented Sketchpad, an innovative program that influenced alternative forms of interaction

with computers.

In the mid-1960s, large computer graphics research projects were begun at MIT, General

Motors, Bell Labs, and Lockheed Corporation. D. T. Ross of MIT developed an advanced

compiler language for graphics programming. S.A.Coons, also at MIT, and J. C. Ferguson at

Boeing, began work in sculptured surfaces. GM developed their DAC-1 system, and other

companies, such as Douglas, Lockheed, and McDonnell, also made significant developments.

In 1968, ray tracing was invented by Apple

During the late 1970s, personal computers became more powerful, capable of drawing both

basic and complex shapes and designs. In the 1980s, artists and graphic designers began to

see the personal computer, particularly the Commodore Amiga and Macintosh, as a serious

design tool, one that could save time and draw more accurately than other methods. 3D

computer graphics became possible in the late 1980s with the powerful SGI computers,

which were later used to create some of the first fully computer-generated short films at

Pixar. The Macintosh remains one of the most popular tools for computer graphics in graphic

design studios and businesses.

Modern computer systems, dating from the 1980s and onwards, often use a graphical user

interface (GUI) to present data and information with symbols, icons and pictures, rather than

text. Graphics are one of the five key elements of multimedia technology.

3D graphics became more popular in the 1990s in gaming, multimedia and animation. In

1996, Quake, one of the first fully 3D games, was released. In 1995, Toy Story, the first full-

length computer-generated animation film, was released in cinemas worldwide. Since then,

computer graphics have become more accurate and detailed, due to more advanced

computers and better 3D modelling software applications, such as Cinema 4D.
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Another use of computer graphics is screensavers, originally intended to preventing the

layout of much-used GUIs from 'burning into' the computer screen. They have since evolved

into true pieces of art, their practical purpose obsolete; modern screens are not susceptible to

such burn in artifacts.

14. Web graphics

In the 1990s, Internet speeds increased, and Internet browsers capable of viewing images

were released, the first being Mosaic. Websites began to use the GIF format to display small

graphics, such as banners, advertisements and navigation buttons, on web pages. Modern web

browsers can now display JPEG, PNG and increasingly, SVG images in addition to GIFs on

web pages. SVG, and to some extent VML, support in some modern web browsers have

made it possible to display vector graphics that are clear at any size. Plugins expand the web

browser functions to display animated, interactive and 3-D graphics contained within file

formats such as SWF and X3D.

Modern web graphics can be made with software such as Adobe Photoshop, the GIMP, or

Corel Paint Shop Pro. Users of Microsoft Windows have MS Paint, which many find to be

lacking in features.

Numerous platforms and websites have been created to cater to web graphics artists and to

host their communities. A growing number of people use create internet forum

signaturesgenerally appearing after a user's postand other digital artwork, such as photo

manipulations and large graphics.

15. Use

Graphics are visual elements often used to point readers and viewers to particular

information. They are also used to supplement text in an effort to aid readers in their

understanding of a particular concept or make the concept more clear or interesting. Popular

magazines, such as TIME, Wired and Newsweek, usually contain graphic material in

abundance to attract readers, unlike the majority of scholarly journals. In computing, they are

used to create a graphical interface for the user; and graphics are one of the five key elements
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of multimedia technology. Graphics are among the primary ways of advertising the sale of

goods or services.

16. Graphics in Business

Graphics are commonly used in business and economics to create financial charts and tables.

The term Business Graphics came into use in the late 1970s, when personal computers

became capable of drawing graphs and charts instead of using a tabular format. Business

Graphics can be used to highlight changes over a period of time.

17. Advertising

Advertising is one of the most profitable uses of graphics; artists often do advertising work or

take advertising potential into account when creating art, to increase the chances of selling

the artwork.

18. Graphics in Political

The use of graphics for overtly political purposescartoons, graffiti, poster art, flag design,

etcis a centuries old practice which thrives today in every part of the world. The Northern

Irish murals are one such example.

19. Graphics in Education

Graphics are heavily used in textbooks, especially those concerning subjects such as

geography, science and mathematics, in order to illustrate theories and concepts, such as the

human anatomy. Diagrams are also used to label photographs and pictures.

Educational animation is an important emerging field of graphics. Animated graphics have

obvious advantages over static graphics when explaining subject matter that changes over

time.

The Oxford Illustrated Dictionary uses graphics and technical illustrations to make reading

material more interesting and easier to understand. In an encyclopedia, graphics are used to

illustrate concepts and show examples of the particular topic being discussed.
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In order for a graphic to function effectively as an educational aid, the learner must be able to

interpret it successfully. This interpretative capacity is one aspect of graphicacy.

20. Graphics in Film and animation

Computer graphics are often used in the majority of new feature films, especially those with a

large budget. Films that heavily use computer graphics include Lord of the Rings trilogy, the

Harry Potter films, Spider-Man and War of the Worlds.

21. Graphics education

The majority of schools, colleges and universities around the world educate students on the

subject of graphics and art.

The subject is taught in a broad variety of ways, each course teaching its own distinctive

balance of craft skills and intellectual response to the client's needs.

Some graphics courses prioritize traditional craft skillsdrawing, printmaking and

typographyover modern craft skills. Other courses may place an emphasis on teaching digital

craft skills. Still other courses may downplay the crafts entirely, concentrating on training

students to generate novel intellectual responses that engage with the brief. Despite these

apparent differences in training and curriculum, the staff and students on any of these courses

will generally consider themselves to be graphic designers.

The typical pedagogy of a graphic design (or graphic communication, visual communication,

graphic arts or any number of synonymous course titles) will be broadly based on the

teaching models developed in the Bauhaus school in Germany or VKhUTEMAS in Soviet

Russia. The teaching model will tend to expose students to a variety of craft skills (currently

everything from drawing to motion capture), combined with an effort to engage the student

with the world of visual culture.
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Topic : Working In A Web Site Design Program

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Web Site Design

 Define and explain the Multidisciplinary requirements

 Define and explain the Lack of collaboration in design

 Define and explain the Issues

 Define and explain the liquid versus fixed layouts

 Define and explain the CSS versus tables for layout

 Define and explain the Form versus Function

 Define and explain the Website Planning

 Define and explain the Flash

 Define and explain the

Definition/Overview:

Web Page design requires conceptualizing, planning, modeling, and executing electronic

media content and its delivery via the Internet using technologies (such as markup languages)

suitable for rendering and presentation by web browsers or other web-based graphical user

interfaces (GUIs).

The intent of web design is to create a web site (a collection of electronic files residing on

one or more web servers) that presents content (including interactive features or interfaces) to

the end user in the form of web pages upon request. Such elements as text, forms, and bit-

mapped images (GIFs, JPEGs, PNGs) can be placed on the page using HTML, XHTML, or

XML tags. Displaying more complex media (vector graphics, animations, videos, sounds)

usually requires browsers to incorporate optional plug-ins, such as Flash, QuickTime, and

Java run-time environment. Other plug-ins are embedded in web pages, using HTML or

XHTML tags.

Improvements in the various browsers' compliance with W3C standards prompted a

widespread acceptance of XHTML and XML in conjunction with Cascading Style Sheets
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(CSS) to position and manipulate web page elements. The latest W3C standards and

proposals aim to deliver a wide variety of media and accessibility options to the client

without employing plug-ins.

Key Points:

1. Web Site Design

A web site is a collection of information about a particular topic or subject. Designing a web

site is defined as the arrangement and creation of web pages that in turn make up a web site.

A web page consists of information for which the web site is developed. A web site might be

compared to a book, where each page of the book is a web page.

There are many aspects (design concerns) in this process, and due to the rapid development

of the Internet, new aspects may emerge. For non-commercial web sites, the goals may vary

depending on the desired exposure and response. For typical commercial web sites, the basic

aspects of design are:

 The content: the substance, and information on the site should be relevant to the site and

should target the area of the public that the website is concerned with.

 The usability: the site should be user-friendly, with the interface and navigation simple and

reliable.

 The appearance: the graphics and text should include a single style that flows throughout, to

show consistency. The style should be professional, appealing and relevant.

 The visibility: the site must also be easy to find via most, if not all, major search engines and

advertisement media.

A web site typically consists of text and images. The first page of a web site is known as the

Home page or Index. Some web sites use what is commonly called a Splash Page. Splash

pages might include a welcome message, language or region selection, or disclaimer. Each

web page within a web site is an HTML file which has its own URL. After each web page is

created, they are typically linked together using a navigation menu composed of hyperlinks.

Faster browsing speeds have led to shorter attention spans and more demanding online

visitors and this has resulted in less use of Splash Pages, particularly where commercial web

sites are concerned.

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

161
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN



Once a web site is completed, it must be published or uploaded in order to be viewable to the

public over the internet. This may be done using an FTP client. Once published, the web

master may use a variety of techniques to increase the traffic, or hits, that the web site

receives. This may include submitting the web site to a search engine such as Google or

Yahoo, exchanging links with other web sites, creating affiliations with similar web sites, etc.

2. Multidisciplinary requirements

Web site design crosses multiple disciplines of information systems, information technology

and communication design. The web site is an information system whose components are

sometimes classified as front-end and back-end. The observable content (e.g. page layout,

user interface, graphics, text, audio) is known as the front-end. The back-end comprises the

organization and efficiency of the source code, invisible scripted functions, and the server-

side components that process the output from the front-end. Depending on the size of a Web

development project, it may be carried out by a multi-skilled individual (sometimes called a

web master), or a project manager may oversee collaborative design between group members

with specialized skills .

3. Issues

As in collaborative designs, there are conflicts between differing goals and methods of web

site designs. These are a few of the ongoing ones.

4. Lack of collaboration in design

In the early stages of the web, there wasn't as much collaboration between web designs and

larger advertising campaigns, customer transactions, social networking, intranets and

extranets as there is now. Web pages were mainly static online brochures disconnected from

the larger projects.

Many web pages are still disconnected from larger projects. Special design considerations are

necessary for use within these larger projects. These design considerations are often

overlooked, especially in cases where there is a lack of leadership, lack of understanding of

why and technical knowledge of how to integrate, or lack of concern for the larger project in

order to facilitate collaboration. This often results in unhealthy competition or compromise

between departments, and less than optimal use of web pages.
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5. liquid versus fixed layouts

On the web the designer has no control over several factors, including the size of the browser

window, the web browser used, the input devices used (mouse, touch screen, voice command,

text, cell phone number pad, etc.) and the size, design, and other characteristics of the fonts

users have available (installed) on their own computers.

Some designers choose to control the appearance of the elements on the screen by using

specific width designations. This control may be achieved in HTML through the use of (now

disparaged) table-based design or more modern (and standard) div-based design, usually

enhanced (and made more flexible) with CSS. When the text, images, and layout do not vary

among browsers, this is referred to as fixed-width design. Advocates of fixed-width design

argue for the designers' precise control over the layout of a site and the placement of objects

within pages.

Other designers choose a more liquid approach, one which arranges content flexibly on users'

screens, responding to the size of their browsers' windows. For better or worse, they concede

to users more control over the rendition of their work. Proponents of liquid design prefer

greater compatibility with users' various choices of presentation and more efficient use of the

screen space available. Liquid design can be achieved by setting the width of text blocks and

page modules to a percentage of the page, or by avoiding specifying the width for these

elements altogether, allowing them to expand or contract naturally in accordance with the

width of the browser. It is more in keeping with the original concept of HTML, that it should

specify, not the appearance of text, but its contextual function, leaving the rendition to be

decided by users' various display devices.

Web page designers (of both types) must consider how their pages will appear on various

screen resolutions. Sometimes the most pragmatic choice is to allow text width to vary

between minimum and maximum values. This allows designers to avoid considering rare

users' equipment while still taking good advantage of available screen space.

Similar to liquid layout is the optional fit to window feature with Adobe Flash content. This

is a fixed layout that optimally scales the content of the page without changing the

arrangement or text wrapping when the browser is resized.
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6. Flash

Adobe Flash (formerly Macromedia Flash) is a proprietary, robust graphics animation or

application development program used to create and deliver dynamic content, media (such as

sound and video), and interactive applications over the web via the browser.

Many graphic artists use Flash because it gives them exact control over every part of the

design, and anything can be animated and generally "jazzed up". Some application designers

enjoy Flash because it lets them create applications that do not have to be refreshed or go to a

new web page every time an action occurs. Flash can use embedded fonts instead of the

standard fonts installed on most computers. There are many sites which forgo HTML entirely

for Flash. Other sites may use Flash content combined with HTML as conservatively as gifs

or jpegs would be used, but with smaller vector file sizes and the option of faster loading

animations. Flash may also be used to protect content from unauthorized duplication or

searching. Alternatively, small, dynamic Flash objects may be used to replace standard

HTML elements (such as headers or menu links) with advanced typography not possible via

regular HTML or CSS (see Scalable Inman Flash Replacement).

Flash is not a standard produced by a vendor-neutral standards organization like most of the

core protocols and formats on the Internet. Flash is much more self-contained than the open

HTML format as it does not integrate with web browser UI features. For example: the

browsers "Back" button couldn't be used to go to a previous screen in the same Flash file, but

instead a previous HTML page with a different Flash file. The browsers "Reload" button

wouldn't reset just a portion of a Flash file, but instead would restart the entire Flash file as

loaded when the HTML page was entered, similar to any online video. Such features would

instead be included in the interface of the Flash file if needed.

Flash requires a proprietary media-playing plugin to be seen. According to a study, 98% of

US Web users have the Flash Player installed. The percentage has remained fairly constant

over the years; for example, a study conducted by NPD Research in 2002 showed that 97.8%

of US Web users had the Flash player installed. Numbers vary depending on the detection

scheme and research demographics.

Flash detractors claim that Flash websites tend to be poorly designed, and often use confusing

and non-standard user-interfaces, such as the inability to scale according to the size of the
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web browser, or its incompatibility with common browser features such as the back button.

Up until recently, search engines have been unable to index Flash objects, which has

prevented sites from having their contents easily found. This is because many search engine

crawlers rely on text to index websites. It is possible to specify alternate content to be

displayed for browsers that do not support Flash. Using alternate content will help search

engines to understand the page, and can result in much better visibility for the page.

However, the vast majority of Flash websites are not disability accessible (for screen readers,

for example) or Section 508 compliant. An additional issue is that sites which commonly use

alternate content for search engines to their human visitors are usually judged to be

spamming search engines and are automatically banned.

The most recent incarnation of Flash's scripting language (called "ActionScript", which is an

ECMA language similar to JavaScript) incorporates long-awaited usability features, such as

respecting the browser's font size and allowing blind users to use screen readers. Actionscript

2.0 is an Object-Oriented language, allowing the use of CSS, XML, and the design of class-

based web applications.

7. CSS versus tables for layout

When Netscape Navigator 4 dominated the browser market, the popular solution available for

designers to lay out a Web page was by using tables. Often even simple designs for a page

would require dozens of tables nested in each other. Many web templates in Dreamweaver

and other WYSIWYG editors still use this technique today. Navigator 4 didn't support CSS to

a useful degree, so it simply wasn't used.

After the browser wars subsided, and the dominant browsers such as Internet Explorer

became more W3C compliant, designers started turning toward CSS as an alternate means of

laying out their pages. CSS proponents say that tables should be used only for tabular data,

not for layout. Using CSS instead of tables also returns HTML to a semantic markup, which

helps bots and search engines understand what's going on in a web page. All modern Web

browsers support CSS with different degrees of limitations.

However, one of the main points against CSS is that by relying on it exclusively, control is

essentially relinquished as each browser has its own quirks which result in a slightly different

page display. This is especially a problem as not every browser supports the same subset of
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CSS rules. For designers who are used to table-based layouts, developing Web sites in CSS

often becomes a matter of trying to replicate what can be done with tables, leading some to

find CSS design rather cumbersome due to lack of familiarity. For example, at one time it

was rather difficult to produce certain design elements, such as vertical positioning, and full-

length footers in a design using absolute positions. With the abundance of CSS resources

available online today, though, designing with reasonable adherence to standards involves

little more than applying CSS 2.1 or CSS 3 to properly structured markup.

These days most modern browsers have solved most of these quirks in CSS rendering and

this has made many different CSS layouts possible. However, some people continue to use

old browsers, and designers need to keep this in mind, and allow for graceful degrading of

pages in older browsers. Most notable among these old browsers are Internet Explorer 5 and

5.5, which, according to some web designers, are becoming the new Netscape Navigator 4 a

block that holds the World Wide Web back from converting to CSS design. However, the W3

Consortium has made CSS in combination with XHTML the standard for web design.

8. Form versus Function

Some web developers have a graphic arts background and may pay more attention to how a

page looks than considering other issues such as how visitors are going to find the page via a

search engine. Some might rely more on advertising than search engines to attract visitors to

the site. On the other side of the issue, search engine optimization consultants (SEOs) are

concerned with how well a web site works technically and textually: how much traffic it

generates via search engines, and how many sales it makes, assuming looks don't contribute

to the sales. As a result, the designers and SEOs often end up in disputes where the designer

wants more 'pretty' graphics, and the SEO wants lots of 'ugly' keyword-rich text, bullet lists,

and text links. One could argue that this is a false dichotomy due to the possibility that a web

design may integrate the two disciplines for a collaborative and synergistic solution. Because

some graphics serve communication purposes in addition to aesthetics, how well a site works

may depend on the graphic designer's visual communication ideas as well as the SEO

considerations.

Another problem when using a lot of graphics on a page is that download times can be

greatly lengthened, often irritating the user. This has become less of a problem as the internet

has evolved with high-speed internet and the use of vector graphics. This is an engineering
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challenge to increase bandwidth in addition to an artistic challenge to minimize graphics and

graphic file sizes. This is an on-going challenge as increased bandwidth invites increased

amounts of content.

9. Website Planning

Before creating and uploading a website, it is important to take the time to plan exactly what

is needed in the website. Thoroughly considering the audience or target market, as well as

defining the purpose and deciding what content will be developed are extremely important.

9.1 Purpose

It is essential to define the purpose of the website as one of the first steps in the

planning process. A purpose statement should show focus based on what the website

will accomplish and what the users will get from it. A clearly defined purpose will

help the rest of the planning process as the audience is identified and the content of

the site is developed. Setting short and long term goals for the website will help make

the purpose clear and plan for the future when expansion, modification, and

improvement will take place.Goal-setting practices and measurable objectives should

be identified to track the progress of the site and determine success.

9.2 Audience

Defining the audience is a key step in the website planning process. The audience is

the group of people who are expected to visit your website the market being targeted.

These people will be viewing the website for a specific reason and it is important to

know exactly what they are looking for when they visit the site. A clearly defined

purpose or goal of the site as well as an understanding of what visitors want to do or

feel when they come to your site will help to identify the target audience. Upon

considering who is most likely to need or use the content, a list of characteristics

common to the users such as:

o Audience Characteristics

o Information Preferences
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o Computer Specifications

o Web Experience

Taking into account the characteristics of the audience will allow an effective website

to be created that will deliver the desired content to the target audience.

9.3 Content

Content evaluation and organization requires that the purpose of the website be

clearly defined. Collecting a list of the necessary content then organizing it according

to the audience's needs is a key step in website planning. In the process of gathering

the content being offered, any items that do not support the defined purpose or

accomplish target audience objectives should be removed. It is a good idea to test the

content and purpose on a focus group and compare the offerings to the audience

needs. The next step is to organize the basic information structure by categorizing the

content and organizing it according to user needs. Each category should be named

with a concise and descriptive title that will become a link on the website. Planning

for the site's content ensures that the wants or needs of the target audience and the

purpose of the site will be fulfilled.

9.4 Compatibility and restrictions

Because of the market share of modern browsers (depending on your target market),

the compatibility of your website with the viewers is restricted. For instance, a

website that is designed for the majority of websurfers will be limited to the use of

valid XHTML 1.0 Strict or older, Cascading Style Sheets Level 1, and 1024x768

display resolution. This is because Internet Explorer is not fully W3C standards

compliant with the modularity of XHTML 1.1 and the majority of CSS beyond 1. A

target market of more alternative browser (e.g. Firefox, Safari and Opera) users allow

for more W3C compliance and thus a greater range of options for a web designer.

Another restriction on webpage design is the use of different Image file formats. The

majority of users can support GIF, JPEG, and PNG (with restrictions). Again Internet

Explorer is the major restriction here, not fully supporting PNG's advanced
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transparency features, resulting in the GIF format still being the most widely used

graphic file format for transparent images.

Many website incompatibilities go unnoticed by the designer and unreported by the

users. The only way to be certain a website will work on a particular platform is to

test it on that platform.

9.5 Planning documentation

Documentation is used to visually plan the site while taking into account the purpose,

audience and content, to design the site structure, content and interactions that are

most suitable for the website. Documentation may be considered a prototype for the

website a model which allows the website layout to be reviewed, resulting in

suggested changes, improvements and/or enhancements. This review process

increases the likelihood of success of the website.

Topic : Polishing And Publishing Your Web Site

Topic Objective:

At the end of this topic student would be able to:

 Define and explain the Using FTP

 Define and explain the Publishing to Remote Locations Using WebDAV

Definition/Overview:

Publishing Web Site: Whether you're hanging out a shingle for a small home business, or

sharing your poetry, or publishing photos from your latest vacation, there's no better place for

sharing information than a Web site on the Internet. The number of tools and applications for

content creation abound, resulting in simple text pages to stunning multimedia-enabled Web

pages. Chances are your Internet service provider (ISP) offers free personal Web page space

as part of your monthly fee. Whether you create content for your Web page in HTML using
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Notepad, or employ a Web authoring and management application such as Microsoft

FrontPage 2002, Internet Explorer 6.0 and Microsoft Windows XP provide a graphical

interface that lets you publish to any remote site that offers File Transfer Protocol (FTP)

access. If FTP or other uploading protocols are not available, the Files and Folders task pane

in Windows Explorer provides another method of publishing content, including HTML and

images, to any remote location that supports Web Distributed Authoring and Versioning

(WebDAV), such as MSN Communities.

Key Points:

1. Using FTP

In order to demonstrate the powerful FTP publishing features of Windows XP, I created some

simple content for a single Web page that includes one HTML file and two image files and

placed them in a folder, so that they're ready to transfer to a remote Web site. To do so using

FTP:

 Navigate to My Network Places and from the Network Tasks menu, click Add a network

place.

 In the Add Network Place Wizard, click Next.

 Click Choose another network location, and then click Next.

 Type the Internet address supplied by your ISP.

 Next, clear the Log on anonymously check box, and enter your user name.

 In the next window, provide a name for this network place and complete the wizard. The Log

On As window for this network place will open.

 Enter your password when prompted and optionally click the Save password box. Your

remote directory is displayed in Windows Explorer.

 Next, use Windows Explorer to open a second window and display the local folder which

contains the content you wish to upload. Ensure that both the remote and local folders are

visible.

 Select all the items you wish to transfer in the local folder. Position the two windows so that

they overlap, with the local window on top as shown in the image above. (Tip: Use Shift +

Click to select a range of contiguous items and Control + Click to selectively pick items.)

 Drag the files to the remote FTP folder.
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2. Publishing to Remote Locations Using WebDAV

If your ISP doesn't offer personal Web space, don't despair. Both MSN Communities and

XDrive offer Web space and/or photo and document sharing and storage that use WebDAV

functionality. In this example, I will be using a community site on MSN Communities to

demonstrate the powerful WebDAV publishing features of Windows XP.

 Using Windows Explorer, display the folder which contains the files you wish to publish and

ensure that the Files and Folders task pane is visible (click the Folders icon on the Windows

Explorer toolbar if this is not displayed automatically).

 Click Publish this folder to the Web from the task pane to start the Web Publishing Wizard.

 In the second wizard window, select the files you wish to publish.

 Next, select MSN Communities as the service provider, and in the following window, select

either an existing community or the option to create a new community. In this example, the

community Autumn Pix has previously been created. (Creating a new MSN Community is

easily and seamlessly accomplished as part of the same wizard interface; all you need to get

started is an existing Hotmail Passport Account.)

 Whether you choose to use an existing community or create a new one, a window opens,

allowing you to select or change the destination folder location for your uploaded files.

 If you are uploading images only, you can take advantage of the image resize window that

opens automatically when the wizard detects you have included images in the list of files to

be uploaded. (Note that depending on the original size of these images and any special coding

you've previously done in HTML files, you may not wish to take advantage of this feature.)

www.bsscommunitycollege.in   www.bssnewgeneration.in  www.bsslifeskillscollege.in

171
www.onlineeducation.bharatsevaksamaj.net        www.bssskillmission.in

WWW.BSSVE.IN


