Unit-3: Text in Multimedia
TEXTS IN MULTIMEDIA PROJECT
           Text can be used in multimedia projects for different purpose. These include;
· Title texts
· Body texts
· Menu and navigation texts
· Button texts
· Miscellaneous texts
TEXT DESIGN BASICS
           Designing text involves two important aspects of information that is being presented: content and display.
· Content covers what is the matter that is being presented
· Display covers how the matter is being presented
Effects of poor text content design
· Poor content fail to impress the user and result in loss of interest in whole project. Careful attention should be paid, not only to the language, but also to ease of expressions.
 Effects of poor text display design
· Poor display affects every interface of the project. It spoils the general appeal produced by visuals and other media. 
· This ultimately results in customer dissatisfaction and chances are high, that the user may not even explore the project well enough.
· In the worst case, poor text display design may become the main cause of the failure of the project.
PARAMETERS THAT CONTROL TEXT DESIGN
Fonts
· Apple released the first font family
· Font family
1. Postscript fonts
2. True font
Font colors
Backdrop (or background)
JAGGIES AND ANTI-ALIASING
Jaggies 
[image: ]        One of the serious problems faced by text designers in the windows based environment or equivalent is that of Jaggies – or small edge disturbances created with true type font families. These disturbances are relatively low – rather insignificant – when the font sizes are small but assume significant importance with larger font sizes as that in titles.
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Anti-aliasing 
       Anti – aliasing is the technique of tracing out the contour of the font profile using various shades of the font color in such a way that jaggies are reduced to the minimum and are barely noticeable even at large font sizes.
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SPECIAL EFFECCTS FOR TITLES
Drop Shadows



Bevel effects


3D texts








HYPER MEDIA AND HYPER TEXTS
Hyper Media
Hypermedia is a well – defined structural arrangement of information in the forms of audio video text animation graphics and other elements of multimedia – pertaining to an particular topic or related to it with relevant linkages in between them.
1)     Text
2)     Graphics
3)     Audio 
4)     Video 
The linkages that exist between different forms of information are called hyperlinks. 
1)    Between information on seashells
2)    Seashells video clippings 
3)    Underwater audio clippings 
Hyper media can be broadly classified into hypertexts and hyper-graphics. 
Hyper Texts
          Hypertexts represent all textual information in the project interlinked to various other subtopics – by means of hyperlinks. Those words that carry hyperlinks to other sub topics are called hot words and are usually distinguished from other normal texts either by a different font color or by a different text style.  


BASIC CONCEPT OF COLOR DISPLAY.
      The monitor supports the colour display with two important parameters 
1. Color depth 
2. Resolution

Color depth 
· Color display system as limited number of colors 
· Minimum configuration can manage 256 different colors 
· Higher  configuration can manage  16 million color 
· Total no of color depends upon memory capable of the video controlled card. Graphical card. 
· VARM (video RAM) which stored color  data at any fraction of time .
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Resolution
· PIXEL; the entue sceen  is made up  of small dates called pixels 
· VROM : pixel are stored as resolution data in side of VRAM
· High resolution gives  the display clarity
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MULTIMEDIA KIOSKS 
Public information display system
· PIDS (Public information display system ) 
· User can simply access the required inform.
· It has used some places;
1. It fairs, 
2. Air ports & railway station,
3. School  
4. Museum. 
5. star hotel, and
6. etc..


Multimedia kiosks  
· PIDS that make effective use of mm technology are called multimedia kiosks. 
· widely used display system for mm kiosks are touch screen technology.
Touch Screen Technology
· Touch screen systems come alive with the physical touch of a finger 
· They need neighed keyboard or mouse.
· Advantages
· Easy to use 
· Gives input through touch finger.
· Very compatible with os and applications.
Composition of Touch screen Tech
1. Anlog sensor
2. Controller card
3. Driver software
PRESENLATION DISPLAY SYSTEM (PDS)
· PDS offers laugher screen size
· It can manage 17” color monitor
· It used some technologies;
1. LED tech
2. LCD tech


LED technology
· LED lighting via Power Line Communication
· Microcontrollers with communication, control, and dimming capabilities
· Microcontrollers with communication, control, and dimming capabilities
· LED lighting designers are challenged with meeting their efficiency and reliability goals faster in advanced LED lighting designs.
·  LED lighting customers seeking the latest in innovative and affordable LED lighting solutions can benefit from TI's broad product portfolio of LED drivers, AC/DC, DC/DC, power management devices, wireless and wired interface control and embedded processors. 
· LED designers have the option of not only controlling the power stage, but regulating LED currents as well, eliminating the need for multiple components and reducing system cost.
LCD technology
· A liquid crystal display (LCD) is a flat panel display, electronic visual display, or video display that uses the light modulating properties of liquid crystals. 
· Liquid crystals do not emit light directly.
· LCDs are available to display arbitrary images (as in a general-purpose computer display) or fixed images which can be displayed or hidden, such as preset words, digits, and 7-segment displays as in a digital clock. 
· They use the same basic technology, except that arbitrary images are made up of a large number of small pixels, while other displays have larger elements.
· LCDs are used in a wide range of applications including computer monitors, televisions, instrument panels, aircraft cockpit displays, and signage. 
· They are common in consumer devices such as video players, gaming devices, clocks, watches, calculators, and telephones, and have replaced cathode ray tube (CRT) displays in most applications. 
· The LCD screen is more energy efficient and can be disposed of more safely than a CRT.
·  Its low electrical power consumption enables it to be used in battery-powered electronic equipment. 
TYPES OF GRAPHICAL IMAGERY?
· Graphical imagery made used in multimedia projects with following categories;
1. Photographs
2. Clip arts
3. 3D graphics
4. Miscellaneous variety.
Photographs
· 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 colors. 
· 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'. 
· Shifting the viewer's eyes ever so slightly with simple pinpricks in the negative could have a dramatic effect.

Clip Arts
· Clip art, in the graphic arts, refers to pre-made images used to illustrate any medium. 
· Today, clip art is used extensively in both personal and commercial projects, ranging from home-printed greeting cards to commercial candles. 
· Clip art comes in many forms, both electronic and printed. However, most clip art today is created, distributed, and used in an electronic form. 
· Since its inception, clip art has evolved to include a wide variety of content, file formats, illustration styles, and licensing restrictions. 
· Clip art is generally composed exclusively of illustrations (created by hand or by computer software), and does not include stock photography.
3d graphics
· 3D computer graphics (in contrast to 2D computer graphics) are graphics that use a three-dimensional representation of geometric data (often Cartesian) that is stored in the computer for the purposes of performing calculations and rendering 2D images. 
· Such images may be stored for viewing later or displayed in real-time.
· 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 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. 
· A model is not technically a graphic until it is 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
TYPES OF GRAPHICAL STORAGE
· Graphical storage made used in multimedia projects with following categories;
1. Raster graphics
2. Vector graphics
Raster
Vector
MULTIMEDIA GRAPHICS TOOLS:
· MM graphics tools can classified as
1. Class-1 : Image editing tools
Eg: Adobe Photoshop, coral draw, jasc point shop pro.
2. Class-2 Digital artistry tools
Eg: Adobe illustrator, macromedia free hand
3. Class-3: 3D graphics tools
Eg: 3D studio max, Maya
4. Class-4: miscellaneous activities
SCANNING
· It is used to scan any picture data in paper to a digital image.
· It used a specialized technology called OCR
· Optical character recognition which used to scan text in paper and it converted to MS word document.
· Types of scanner:
1. Sheet feed
2. Flat-bed
3. Hand-held.
Sheet-fed scanners:
· Sheet fed scanner are used to scan sheets of paper.
· The scanner head remains stationary, and series of soft mechanical motors move the paper past the scanner head - slowly.
· They are mainly used in office applications, where scores of pages may have to be scanned -everyday.
· The serious limitation that restricts their usage in multimedia environments is that they cannot accept sheets thicker than a single page - and thus cannot be used to scan books etc.
Flat bed scanners:
· Flat bed scanners, the page containing the photograph remains stationary over a reflective glass plate and the scanner head moves over the plate, on the other side - scanning the picture data.
· They can be used to scan picture from books, magazines etc. Without a hitch.
· The page that has to be scanned should be placed softly over the glass bed - much like the copiers - and the scanning process should be initiated in the software application that controls the scanner.
· The process is simple and straight forward.
· Advantage of flat bed scanner is that they can be used to scan even very large image - part by part.
· Flat beds are the most widely used type of scanners - among the three.
Hand held scanners:
· In this type of scanner head has to be moved manually over the paper - portion by portion.
· The purpose of hand - held scanners is different and they generally do not require that high a degree of accuracy.
· Scanners can be spotted in places like retail markets - where they are used to read the bar codes in the labels. 
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DIGITAL PHOTOGRAPHY
Basic Principle
 (
CCD Chip
Magnetic Storage
Analog Signal
Digital Signal
DSP Processor
ADC Converter
)










Camera speciation
1. Effective pixels
(3 mega pixels-5 mega pixels)
2. Zoom
3. Image Size
(Resolutions)
4. Memory specifications
(Memory card-64MB-128MB-256MB-1GB)
5. Video capture
6. Power/ battery capacity
GRAPHICS EDITING
· Graphic sedating tools we see in the market today were developed over a period of time.
· Some of the important tools are;
1. Anti aliasing
2. Layering
3. Selections
4. Masking
5. Image Filtering

Anti anasing
· In digital signal processing, spatial anti-aliasing is the technique of minimizing the distortion artifacts known as aliasing when representing a high-resolution image at a lower resolution. 
· Anti-aliasing is used in digital photography, computer graphics, digital audio, and many other applications.
· Anti-aliasing means removing signal components that have a higher frequency than is able to be properly resolved by the recording (or sampling) device. 
· In signal acquisition and audio, anti-aliasing is often done using an analog anti-aliasing filter to remove the out-of-band component of the input signal prior to sampling with an analog-to-digital converter. 
· In digital photography, optical anti-aliasing filters are made of birefringent materials, and smooth the signal in the spatial optical domain. 
· The anti-aliasing filter essentially blurs the image slightly in order to reduce the resolution to or below that achievable by the digital sensor (the larger the pixel pitch, the lower the achievable resolution at the sensor level).
Layering
· This article is about the plant propagation techniques. For other uses, see Layering (disambiguation).
[image: http://upload.wikimedia.org/wikipedia/commons/thumb/1/19/Layer_%28PSF%29.png/220px-Layer_%28PSF%29.png]
· Layering is a means of plant propagation in which a portion of an aerial stem grows roots while still attached to the parent plant and then detaches as an independent plant.
·  Layering has evolved as a common means of vegetative propagation of numerous species in natural environments. Layering is also utilized by horticulturists to propagate desirable plants.
· Natural layering typically occurs when a branch touches the ground, whereupon it produces adventitious roots. At a later stage the connection with the parent plant is severed and a new plant is produced as a result.
· The horticultural layering process typically involves wounding the target region to expose the inner stem and optionally applying rooting compounds.
·  In ground layering, the stem is bent down and the target region buried in the soil. This is done in plant nurseries in imitation of natural layering by many plants such as brambles which bow over and touch the tip on the ground, at which point it grows roots and, when separated, can continue as a separate plant. In either case, the rooting process may take from several weeks to a year.
Selection
· In the context of evolution, certain traits or alleles of genes segregating within a population may be subject to selection. Under selection, individuals with advantages or "adaptive" traits tend to be more successful than their peers reproductively—meaning they contribute more offspring to the succeeding generation than others do. 
· When these traits have a genetic basis, selection can increase the prevalence of those traits, because offspring will inherit those traits from their parents. 
· When selection is intense and persistent, adaptive traits become universal to the population or species, which may then be said to have evolved. 
Masking
· A mask is an object normally worn on the face, typically for protection, disguise, performance or entertainment.
·  Masks have been used since antiquity for both ceremonial and practical purposes.
·  They are usually worn on the face, although they may also be positioned for effect elsewhere on the wearer's body, so in parts of Australia giant totem masks cover the body, whilst Inuit women use finger masks during storytelling and dancing. 
Image filter
· A composite image filter is an electronic filter consisting of multiple image filter sections of two or more different types.
· The image method of filter design determines the properties of filter sections by calculating the properties they have in an infinite chain of such sections. 
· In this, the analysis parallels transmission line theory on which it is based. Filters designed by this method are called image parameter filters, or just image filters. 
· An important parameter of image filters is their image impedance, the impedance of an infinite chain of identical sections.
EDITING OPERATIONS
· Digital artists are used some variety of editing operations
1. Re-sampling or resizing
2. Dithering
3. Flipping
4. Rotating
5. Zooming
6. Color corrections
ADVANCED EDITING AND IMAGE MANIPULATIONS 
· Concentrate on advanced image manipulation operations that may well distort the original image to very great extent.
1. Drop Shadows
[image: ]







2. Bevel Effects
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3. Empboss effects
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4. Deformations











Text Animations
· Text Animation include moving or flying texts, frequently associated with graphics that usually adorn the start up sequences or including titles.
· Many multimedia producers make it a point to animate the first few sequences of their title, displaying their company name along with the logo, followed by the name of the title and the main screen
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