· Introduction:

· Definition:

· Multimedia is any combination of audio , video ,text animation and graphics

· MULTIMEDIA 

· The WAI advocates a redundant approach to multimedia use, that is, supplying the same content in several different formats. This means, whenever possible, supplying text transcripts or captions for audio and video files, or, if that
· Multimedia on the Web 

· ---------------------------------------------------------------------------

· images make the Web explode - a big change from the text-based clime of yore 

· Real life has moving pictures with full stereo sound and it's only human nature to push the Web to include these elements. 

· capturing, preparing, and publishing multimedia using RealNetwork's RealMedia is the latest techonology. 
· RealPlayer the most ubiquitous player around (which, as you'll see, is very important). The Webmonkeys have been using RealMedia in its various forms since RealAudio 1.0 was released way back in 1995. 
· History  of multimedia on the Web, paying particular attention to the problems you'll face when you put audio and video on your site. 

· Animations 

· RealFlash. 

· RealFlash represents the fruitful marriage of Macromedia's Flash 2.0 (sophisticated animation software) and RealNetworks' RealSystem (a software package that streams animation together with audio), a combination that allows you to sync up vector-based animations with streaming audio. And, since RealFlash can play on the RealPlayer 5.0, it inherits all the advantages of a large user base, distributed multicasting, bandwidth negotiation, and fast-forward/rewind control over playback. 

· Emerging and Established Web technologies 

· Html

· Hypertext Markup Language (HTML) standards created by the World Wide Web Consortium. These standards allow you to create Web sites with a rich mix of text, graphics, and multimedia using a set of elements and entities as defined in HTML standards--HTML 2.0 1, HTML 3.2 2, and HTML 4.01 3. 

· XHTML( Extensible HyperText Markup Language )
· (XHTML) represents most current W3C recommendation for hyptertext implementation 4.
· XHTML merges the Extensible Markup Language (XML) technology with the HTML 4 standard to create a very flexible language that sets the framework for future Web page development. 

· XML is a subset of Standard Generalized Markup Language (SGML), a language used to define markup languages (one such language defined by SGML is HTML). XHML is HTML expressed using XML. 

· The old HTML standards will still work in Web browsers, but Web developers can use the new XHTML standard to write Web pages that can integrate well with other technologies defined by XML. 

· XSL 

· Cascading Style Sheets (CSS) were first introduced by the World Wide Web Consortium in 1996 5. 

· CSS has been standardized to level 2 6 and CSS Level 3 is in development 7. 
· Style sheets make it possible for you to specify the look and layout of your Web documents in one place, rather than using elements such as FONT in your HTML file itself But the just as the "X" idea was added to HTML, so too can the idea of extensibility be applied to style sheets.
· Associated with XLS is a language called XSL Transformations (XSLT). XSLT is a language for transforming XML documents into other XML documents.
· Another language, XML Path Language (XPath), can also be used with XSL to access particular parts of an XML document. XPath has also been defined as a recommendation .
· With XSL and related technologies, Web implementers can have a powerful way to manipulate large and complex documents published on the Web. 

· XFORMS 

· In 1993, the HTML FORM element was introduced into practice, allowing Web developers to create forms with a range of functionality for checkboxes, text fill-ins, selectors, and buttons. 
· XForms will integrate with XHTML as well as XSL. 

· SVG 

· Scalable Vector Graphics (SVG) is a language, currently in draft form, for expressing graphics in two-dimensions.
· For example the graphics might be a square, lines, or a complex technical chart. 
· SVG can describe vector graphics (graphics consisting of lines and curves), images, and text.
· SVG will allow you to make many transformations on these graphics, and SVG will be compatible with XML. 

· SMIL 

· The ideal behind Synchronized Multimedia Language (SMIL, pronounced "smile") is to allow developers to create multimedia presentations to be delivered over the Web.
· SMIL gives authors a way to integrate streaming audio, video, text, images, or other media types into a document. 
· SMIL has been specified as a working draft . 
· Provides a means for synchronizing text or captions with streaming media.
· DOM 
· The Document Object Model (DOM) is a standard 14 for representing the structure of a document. 
· This creates a "dynamic object model" (DOM) allowing user or programmatic access to page elements.
· Programmers can use the DOM to add, delete, and change parts of a document.
· This makes it possible to write content to be delivered on the Web that can adapt itself to any browser or platform. 
· The DOM provides a framework for scripts to access the content, structure, or style of a document, or to perform some processing and incorporate the results back into the document. 

· MathML 

· While HTML in the latter part of the 20th century was hailed widely as a wonderful way to share information, mathematicians were shocked to discover that HTML gave no support for the symbols and formulas that make up a mathematicians' work.
· Mathematicians highly developed markup language called TeX (and a related language called LaTeX) that gave them everything they needed to markup the most complex mathematical formulas for computer display or printing. 
· It has only been recently that mathematics truly has been recognized as an important part of markup languages for the Web with the MathML standard.
· Java 
· The Java programming language introduced by Sun Microsystems  in 1995 has developed into a standard for interactive content on the Web. Although today's use of Java still seems to lag behind its potential, Web developers should understand Java as a principal language for use with Web content.
· The power of Java comes at the cost of having to learn a full-fledged programming language, not something to be recommended for the casual Web author.
here are "drag and drop" Java editors such as the recently released Java Studio from Sun or Symantec's Visual Café. Another option is the use of template systems such as J-BAT, a tool under development for creating Java-based quizzes for language learning. Java has great potential for creating sophisticated, network-aware applications, especially real-time collaborative environments and interactive graphic applications

One of the most useful attributes of JavaScript is the ability to work with form elements on a page such as radio buttons, checkboxes, or text fields. It used to be that the only way to get at the data from a Web form was to use CGI (Common Gateway Interface). This involves writing a program (most commonly in Perl) which resides on the server and goes into action once a user has submitted a Web form. 

· Java is an object-oriented programming language, not a markup language like XHTML.
· Therefore developers should have a solid foundation in software engineering as well as object-oriented design techniques before embarking on a Java project. Java's benefit--"write once, run anywhere" still holds the promise for Java applications running on a wide range of devices, not just desktop computers. 

· VRML 

· The Virtual Reality Modeling Language (VRML) gives Web developers a way to integrate three-dimensional representations of worlds into Web pages. VRML was set as a standard in 1997 17 and today is used for a wide variety of tasks including scientific visualization, advertising, and entertainment 18. 

· EMERGING TECHNOLOGIES

· The  Web is being transformed into a medium for creating truly interactive learning environments, leading toward a convergence of Internet connectivity with the functionality of traditional multimedia authoring tools like
· HyperCard
· Tool book, and
· Authorware. 
· Certainly it is not fully interactive yet, but that is undeniably the trend as manifested in the latest (version 4) Web browsers. "Dynamic HTML," incorporated into the new browsers, joins plug-ins, Web forms, Java applets, and JavaScript as options for Web interactivity.
· Plug-ins and Applets
· The most commonly used plug-in today is Macromedia's "Shockwave," used to Web-enable such applications as Director, Authorware, and Flash. "Shocked" Web pages can be very interactive and provide a visually appealing means of interacting with users 
Buttons
A rectangular graphic that is usually labeled with text to indicate its function. Buttons usually perform an instantaneous action to initiate or conclude a process.
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Check boxes
Used when alternatives are not mutually exclusive, or may be applied simultaneously, such as type styles: type can be both bold and italic at the same time. Check boxes never initiate or conclude an action, they are only used to set choices.
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Cursors (or pointers)
An extremely important but often overlooked component of graphic interfaces. Cursors indicate the point of action or insertion on the screen, often acting as a virtual manipulator or hand tool for moving and editing on-screen objects. Cursors are often used to indicate the state of the system (watch or hourglass cursors indicate a short pause, for example), or change to indicate a change in the interactive possibilities offered by the interface (like the window resize arrow cursors that appear at the edges of windows in the Microsoft Windows interface).


[image: image6] Default buttons
A screen button with a heavy outline used to indicate the most likely action to be taken (as long as there is no danger that the action will result in the loss of the user's data). Default buttons are usually linked to the Return key of the keyboard; to initiate the default action the user can just hit the Return key.
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Dialog boxes
Special windows that pop up to provide information or choices to the user. Dialog boxes are usually modal, that is, they must be dismissed (with the "Cancel" or "OK" buttons) before further action can take place. Some dialog boxes provide many buttons, pop-up menus, or other choices; others may just contain a text message with an "OK" button used to dismiss the dialog box.
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Note the way check boxes, radio buttons, buttons, default buttons, pop-up menus and text fields are used in the dialog box examples below. These interface elements form the visual and functional vocabulary of the graphic interface, and should only be used in accordance with the interface guidelines of the operating system you are designing within.
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Icons
Graphic representations of objects in the computer interface, including folders, documents, trash cans, mail boxes, applications, storage media, and other hardware attached to the computer or the computer network.
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Pop-up menus
Often used in dialog boxes to provide a list of mutually exclusive choices; a more compact choice than listing the items as radio buttons. Pop-up menus are indicated in both the Mac and Windows interfaces by rectangles with downward-pointing arrows.
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Pull-down menus
Menus that drop down from the menu bar at the top of the screen (Mac interface) or top of the window (Windows interface). Menu selection usually initiate some action directly. Menu items that open a dialog box for further information are indicated by placing an ellipsis after the item name (for example, "Print..." opens a dialog box that solicits further information before printing actually takes place). Dividers are used to logically group menu items, or may simply provide visual relief in long menus. Submenus (such as the "Modify" submenu shown at the left) are a means of multiplying the number of menu items available. However, multiple submenus, or triple-layered submenus require too much dexterity for most users and most interface guidelines discourage nested submenus.
[image: image22]
[image: image23]
[image: image24]
Radio buttons
Denote mutually exclusive choices. Radio buttons are used in situations where only one setting can be active at a time. The name is derived from the metaphor of car radio buttons, where only one radio station can be selected at a time. Radio buttons never initiate or conclude an action, they are only used to set choices.
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Window styles
All interfaces provide a number of standard window styles. Window styles also incorporate standard interface elements such as scroll bars, close boxes, pop-up menus, and "zoom boxes."[image: image28]
Note that the (Macintosh) window styles shown above are not just visual alternatives. Each style of window implies a range of interface behaviors as well. For example, "Palette" windows should always float above other windows and are never overlapped (except by other palettes). Modal windows force the user to take a specified action to dismiss the window before any further interaction can take place.
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The "file card" metaphor introduced by HyperCard in 1987 has become the dominant theme in multimedia authoring systems. This book is an excellent guide to the user interface design considerations necessary when designing any graphic interface for the computer screen. It also contains discussions of how multimedia affects user interface design, and the design problems presented by interactive sound and music in computer presentations.
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Apple Computer, Inc. 1992. Macintosh human interface guidelines. Reading, MA: Addison-Wesley.
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This volume is Apple's standard guide to the graphic user interface of the Macintosh computer. This book is an excellent introduction to the design principles that underlie all graphic user interfaces, as the Macintosh "desktop" interface is by far the oldest and most highly evolved of the graphic user interfaces now on the market. [image: image33]
Adobe Systems, Inc. 1993. Adobe Premiere: Classroom in a book. Mountain View, CA: Adobe Press.
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Adobe has produced three excellent book-length tutorials on its major software products, Illustrator, Photoshop, and Premiere. Each comes with its own CD-ROM of example files and tutorials. Well written, highly recommended for quick-starts into these complex but essential imaging too[image: image35.png]
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 Multimedia


Multimedia is the integration of conventional data with Text, audio, video, graphics and animation











