Unit:5- Multimedia Projects
MULTIMEDIA PROJECT
STAGES OF MULTIMEDIA PROJECT 
Most multimedia and web projects must be undertaken in stages. Some stages should be completed before other stages begin, and some stages may be skipped or combined. Here are the four basic stages in a multimedia project
1.Planning and costing: 
A project always begins with an idea or a need that you then refine by outlining its messages and objectives. Identify how you will make each message and objective work within your authoring system. Before you are developing, plan out the writing skills, graphic art, music, video, and other multimedia expertise that you will require.
Develop a creative graphic look and feel, as well as a structure and a navigational system that will allow the viewer to visit the messages and content. Estimate the time you'll need to do all the elements and then prepare a budget. Work up a shot prototype or proof of concept, a simple working example to demonstrate whether or not your idea is feasible. 
The ease with which you can create materials with today's production and authoring tools tempts new developers to immediately move into production-jumping in before planning. This often results in false starts and wasted time and, in the long run, higher development cost.
The more time you spend getting a handle on your project by defining its content and structure in the beginning the faster you can later build it, and the less reworking and rearranging will be required midstream.
Think it through before you start! Your creative ideas and trails will grow into screens and buttons and your proof of concept will help you test whether your ideas will work. You may discover that by breaking the rules, you can invent something terrific!
2. Designing and producing
 Perform each of the planned tasks to create a finished product. During this stage, there may be many feedback cycles with a client until the client is happy.
3. Testing: 
Test your programs to make sure that they meet the objectives of your project, work properly on the intended delivery platforms, and meet the needs of your client or end user.
4. Delivering: 
Package and deliver the project to the end user.

 MULTIMEDIA SKILLS 
1. Graphics developer
2. Graphic artist
3. Digital audio specialists
4. Animators 2D and 3D
5. Animator modeling and texturing specialists
6. Character animators
7. Video post-production specialists
8. Multimedia authoring/programming specialists
9. Multimedia web designer.



DESIGN CONCEPT
This section is intended to convey the importance of project planning and provide useful tools to assist in managing a community-scale wind project. The elements of a project plan typically include scope, time, cost, human resources, communications, risk, financing, procurement, and construction management plans. The tools necessary to start a project, along with a narrative description of each project plan element, are described below.
1. Background 
2. Buttons and icons
3. Background music
Background
 	In recent years, the term multimedia has evolved to describe the storage and display of audio-visual material as well as text and graphics in computer systems. Teachers have been using 'multiple media' presentations to enhance the learning experience of their students, such as slide shows, television broadcasts and videos, for as long as the technology has been available
Buttons and Icons
  Icons are fundamental graphic objects symbolic of an activity or concept.  A graphic image that is a hotspot is called a button.  Plug-ins such as Flash, Shockwave, or JavaScript’s enable users to create plain or animated buttons.  Small JPEG or GIF images that are themselves anchor links can also serve as buttons on the Web
Background Music
A multimedia user interface can include sound elements.  Sounds can be background music, special effects for button clicks, voice-overs, effects synced to animation.  Always provide a toggle switch to disable sound.
AUTHORING
Authoring Methodologies
1. Frame or page based tools
2. Time based tools
3. Icon based tools
Frames or Page-based Authoring Tools
· Very similar to the “simple interactive AT”, but it contents scripting to various objects.
· Scripting handles specialized functions. to handle button Click if object of target is button then beep 1end if end button Click
· All the presentation objects are in sequence of slides/pages.
· Navigation is referred to the number of page –index in table of contents.
· Each page consists of layer(s).
· Background
· Foreground

Time -based Authoring Tools
· Has the ability to develop an application like a movie.
· Frames are created with objects that are sequentially played or halted.
· Can create complex animation and transitions.
· Include the following features:
· A scene or display frame on which all objects are placed.
· An array for keeping track of each page/frame.
· A controller for playing, stopping, pausing, etc.
· E.g.: Director, Flash

Icon-based Authoring Tools
· Enables complex interaction and layering of multimedia products.
· Developer can select objects, timing, and sequencing in the form of icons and placing them on a layout screen.
· Major advantage: the ability to graphically design complex interactions for repetitive applications.
· Templates can be reused for different applications.
· E.g.: Macromedia Author ware

Characteristics of Authoring Tools
1. Ability to handling different types of media
2. Bundled multimedia library
3. Mapping features
4. Programming features and environment
5. Segmentation functionality
6. Compilation features and run time players
7. Media embedding feature
Commercial authoring tools
Macromedia director
Macromedia Director 4.04 is better suited to multimedia presentations and kiosk Applications than CBT or interactive catalogs that require more database work. 
This product offers a lot:
· a central scoring component that provides precise timing control
· cross-platform compatibility
· Strong yet intuitive animation features
· Extensive architecture to add functionality.
The application in Director's user interface is a movie, the playback screen is the stages, and the various elements in the movie are cast members. A Director movie consists of frames that comprise many separate, individual channels, each of which can hold a sprite or sound, custom palette, and the like. 
Each sprite is an instance of a cast member, such as a piece of text, a bit- mapped image, or a digital video clip. As all of the sprites can be accessed during each frame of the movie, so an ultimate time-based control can be achieved. Director has 48 separate sprite channels available in each frame. Sprites are only copies of the cast members so their look can be modified in a particular frame without affecting the original cast member. 
Each channel number represents a stage layer so the sprites can be moved between layers by simply suffering them up and down. Some special channels exist to refer to each frame; transition, palette, tempo, script and two sound channels. One of Director's strongest features is its cross-platform compatibility. The Windows and Macintosh versions of the products are binary compatible so the Director movies can be transferred between them by simply moving the file. 
Director imports an impressively broad range of graphics formats. When a file is imported, it automatically becomes a cast member and receives a number. Version 4.04 has the ability to mix sound files sampled at different rates and sizes but it is not possible to mix AIF and WAV files with the audio in digital movie clips. An animation feature which is one of Director's strongest suits allows setting the sprites in motion differently. Interactive titles and demo CDs, however, Director is an exceptionally useful tool that exploits a logical metaphor to achieve spectacular results.
Macromedia Flash
The course here is an Internet application course in which students are taught to use specific web authoring tools, in this case, Macromedia Flash and Dreamweaver and then to make use of these tools to solve a problem related to the Web.  Macromedia Flash is a very popular tool to create web animation. With Flash, web-sites that just contain text and graphics can be transformed into more dynamic and multimedia-capable web-sites (Franklin and Patton, 2000).  
Macromedia Dreamweaver is also an industry standard for creating web pages. It has a user-friendly interface and the user need not be an HTML expert to create exciting and dynamic web pages. (Crowder and Crowder,2000).
MULTIMEDIA PROJECT TEAM
Organizing is the process of managing activities and the assets (manpower, material, money, machine, etc.) in such a way to achieve maximum output with highest degree of efficiency. Organizing the major asset— the manpower in a multimedia production means to organize the team members who are involved in production, to get best of their creative efforts and the hard work they do. The production of fine quality high-end applications requires a specialized team and its best efforts. As developing a multimedia project is team work, typically, this team consists of the following members:
1. Producer
2. Con tent specialist
3. Multimedia architect
4. Instructional de signer
5. Script writer
6. Computer graphic artist
7. Audio and visual specialist
8. Computer programmer
9. Webmaster.
Producer/Production Manager
The role of the producer is to define, coordinate and facilitate the production of the multimedia project. He or she is the person who is responsible for the quality and timely production of the application. Some of the important tasks that a producer has to perform include:
· Defining the scope of the project
· Negotiating with the clients
· Securing financial resources, equipment and facilities
· Coordinating with the development team. 
Producer may or may not be an expert in the authoring process, but should have an understanding of the capabilities and limitations of the technology, as he or she is the one who interacts and discusses with the clients regarding their requirements and resources, and define them what is feasible.
 Content Specialist
A content specialist is the member responsible for performing all necessary research concerning content of the proposed application. Program content means specific information, data, graphics, or facts resented through the multimedia application. He provides the program content for the multimedia architect
Multimedia Architect 
 Multimedia architect integrates all the multimedia building blocks i.e., graphics, text, audio, music, video, photos, and animation by using an authoring software. He/she oversees the work of other team members, such as the graphic artists, audio specialists, video specialists and computer programmers. A multimedia architect may or may not be an expert in the skills of the other members, but must have a basic understanding of the capabilities of the software the team members  use as he advises them about the file format needed and the resolution of files.
Instructional Designer
Instructional designer is the specialist who should be involved in the case when presentation is to be created for training applications. He has to take the full information from the content specialist and decide how to present it in a variety of learning style using the best educational strategies and practices. The designer must also adjust the information to be delivered to the audience according to instructional level and age, profile and needs and carry out the developments of strategies to assess the learning of the users.
Script Writer 
A multimedia production is very much like making a movie, a commercial, or a documentary video. The only difference being  videos and film scripts present a linear sequence of events and in multimedia production the medium has a capability of 18 DESIDOC Bulletin of Inf Technol, 2003, 23(5)  presenting events in a nonlinear fashion by establishing linkages between different sections or components of the program. The scriptwriter needs to be able to visualize the three dimensional environments and if needed visualize the use and integration of virtual reality into the program. 
Computer Graphic Artist 
A computer graphic artist is responsible for the graphic elements of the program–such as backgrounds, buttons, bullets, manipulation and editing of pictures, 3-D objects, logos, animation, renderings, etc. Scanning pictures, or slides, and their editing can be done by him. He directly interacts with the multimedia architect in the composition of slides, making sure that colors are in harmony and that slides are balanced. When developing an interactive application where graphic elements are clickable for other slides, it is the responsibility of the graphic artist that the new screens and background should be in harmony and in balance with the rest of the screen components.
Audio and Video Specialist
These specialists are needed when narration and digitized videos are to be included into a multimedia presentation. The audio/video specialist is responsible for recording and editing narration, selecting, recording, or editing sound effects; recording and editing music and composition, video capturing, editing and digitizing. 
 Computer Programmer
The job of computer programmer is in the programming of code lines or scripts in the authoring language. These scripts are used to code and develop special functions or capabilities of the authoring program. His job may include developing the software to give the size and shape of video windows, controlling peripherals, calling computer software by the multimedia authoring program to execute a specific function, to search a database, displaying a result, and other tasks.
Web Master
 The web master has the responsibility of creating and maintaining an internet web page. He/she converts a multimedia presentation in to web page or creates a web page with multimedia elements.

Multimedia project Planning
Multimedia project Planning involves the following phases,
1. Idea generation
2. Market definition and segmentation
3. Planning the required skills and resources
4. Building the team
5. Pert and CPM techniques
6. Time estimation  and cost estimation
7. Pilot projects and prototyping
8. Production, design and development
9. Alpha and beta testing
10. Delivery planning 
Idea generation
Analysis is crucial part in planning a multimedia project. The basic framework of the entire project can be set here. The following points are to be analyzed during this phase:
· Objective of the presentation
· Information regarding the main audience
· Resources to be needed
· Information regarding the available
· resources and the resources to be arranged
· Budget allocated and its sufficiency for completion of the project 
· Team members working on the project (discussed in detail later)
· Limitations for the project
· Other problems that can be faced and their possible solution
· How the project will be delivered?
· Platform to be used to deliver the project 
Market definition and segmentation
A marketing term referring to the aggregating of prospective buyers into groups (segments) that have common needs and will respond similarly to a marketing action. Market segmentation enables companies to target different categories of consumers who perceive the full value of certain products and services differently from one another

Planning the required skills and resources
Scheduling advisers correctly is only part of the story and by itself doesn't guarantee success.  Skills are business capital and relative skill levels impact significantly on enquiry handling times and effective enquiry resolutions.
With an inventory of skills properly balanced with customer enquiries, journeys and value, you'll be sure to focus training and coaching where it'll make the greatest difference to your customers and the business. You'll be improving the incidence of first call resolution by empowering your staff and in a competitive world, increasing the prospect of customer retention.
Building the team
· A team of skilled individuals is required to create a good multimedia project.
· Team building refers to activities that help a group and its members function at optimum levels.
· The diverse range of skills required for a project is called the multimedia skill set
Pert and CPM techniques
	Project planning is a very detailed topic and there are people who specialize in just this topic. The mathematical approach that’s available on this subject is called operations research.
CPM (Critical Path Method) was developed by Du Pont and the emphasis was on the trade-off between the cost of the project and its overall completion time (e.g. for certain activities it may be possible to decrease their completion times by spending more money - how does this affect the overall completion time of the project?) In CPM activities are shown as a network of precedence relationships using activity-on-node network construction
PERT was developed by the US Navy for the planning and control of the Polaris missile program and the emphasis was on completing the program in the shortest possible time. In addition PERT had the ability to cope with uncertain activity completion times (e.g. for a particular activity the most likely completion time is 4 weeks but it could be anywhere between 3 weeks and 8 weeks). 
Time estimation and cost estimation
Project managers may have the option or requirement to crash the project, or accelerate the completion of the project. This is accomplished by reducing the length of the critical path(s). The length of the critical path is reduced by reducing the duration of the activities on the critical path. If each activity requires the expenditure of an amount of money to reduce its duration by one unit of time, then the project manager selects the least cost critical activity, reduces it by one time unit, and traces that change through the remainder of the network. As a result of a reduction in an activity’s time, a new critical path may be created. When there is more than one critical path, each of the critical paths must be reduced.
Direct cost 
Direct costs are “those costs that can be identified specifically with a particular sponsored project, an instructional activity or any other institutional activity, or that can be directly assigned to activities relatively easily with a high degree of accuracy.”
In direct cost 
	Indirect costs are “those [costs] that are incurred for common or joint objectives and therefore cannot be identified readily and specifically with a particular sponsored project, an instructional activity, or any other institutional activity.”
Crash cost
· Crashing:  reducing project time by expending additional resources
· Crash time: an amount of time an activity is reduced
· Crash cost: cost of reducing activity time
· Goal: reduce project duration at minimum cost
Normal cost
 	Cost incurred by the activity, under normal time duration. For economizing the project cost, the sum of direct as well as indirect costs should be minimized.
Optimum project time
	The time duration, for which the sum of direct cost and indirect cost will be minimum, is called Optimum project time
Pilot projects and prototyping
	 Incase the project is of new type, it is better to go for a prototype of the project. the prototype should include all intricacies of the project- as far as possible. the interface design can be tested for their appeal, or the performance of the project – under a variety of hardware platforms – can be tested.
Production, design and development
Arrange or prepare the type of media that will be used—audio, video, animation, text, graphics, photographs, etc. Now organize the content considering—what are the main  DESIDOC Bulletin of Inf Technol, 2003, 23(5) 15 categories themes and ideas; how should the con tent be or gained  and accessed;  how might the audience  interact  with the information. 
Depending on the planning and designing, it is required to develop the project. This phase overlaps with the design phase. As some development has already been done in the designing phase to test creative ideas, the interface design. 
Alpha and beta testing
Alpha Test: In software development, your alpha test will be a test among yourselves (the teams) to confirm that your product works. Originally, the term alpha test meant the first phase of testing in a software development process. The first phase includes unit testing, component testing, and system testing. During this time you will compress files, edit for misspelled words and unclear directions, broken links, and sync audio and video. You will also test your product on the lowest common denominator machines to make sure download times are acceptable and preloaders work.
Beta Test: In software development, a beta test is the second phase of software testing in which a sampling of the intended audience tries the product out. Beta testing can be considered "pre-release testing." Beta test versions of software are now distributed to curriculum specialists and teachers to give the program a "real-world" test and partly to provide a preview of the next release.
Delivery planning 
	Finally, the managers of a project who delivered the entire planning for the next process.

