PART VIII

MULTIMEDIA PROJECTS

PART OVERVIEW

This part is pretty much the heart of this whole book.

So far we have been focussing on individual media elements and tools that enable different
media content creation and editing. But multimedia cocktailing is all about combining
different kinds of media together and delivering contents all at one go!

This has four detailed chapters - each riveting on the disparate aspects involved with
multimedia project production. At the end of these chapters, you will understand what
makes multimedia technology so wonderful and compelling and the challenges associated
with producing the same.

We can pretty much write a whole book talking just about multimedia project production
— but we will focus on all the important aspects to get a wholesome view of this topic.




Chapter 20

Project Conceptualization, Design and Development

CHAPTER OVERVIEW

This chapter focuses on the multimedia project design and development.

First, we understand what is meant by a multimedia project, followed by different stages that constitute the
design and development of a typical multimedia project.

Fach stage is explained in detail, followed by typical examples and discussions from real life projects. It is hoped
that this important chapter will help all the students to understand and appreciate the actual project development
process that happens in multimedia production houses.

20.1 Inrtroduction

So far, we were concentrating mostly on individual elements of multimedia — like texts, audio, animations and video.
We understood how to produce and edit them to specific requirements. In this chapter and subsequent chapters, we
~will try to assemble them as a single integrated multimedia project.

We will be discussing the different stages of multimedia project, what are all the different kinds of planning and
resources requited, how a project translates from vision to reality cte.

Let us begin our discussions by reviewing our understanding of multimedia projects.

20.2 Multimedia projects - definition

Multimedia project is a typical sofrware project, making use of multimedia technology - with the specific aim of
disseminating explicit information in an entertaining and compelling manner, to a well defined market segment -
using various media technologies and interactivity.

Multimedia project distinguish themselves from all other types of information technology projects, in the following

aspects:

a Creative and artistic capabilities become more important than the programming expertise required for the
projects.

a The software suites, utilities and programming environment differs much from the conventional programming
environments. The only common factor that can be sighted ~ in terms of software - is the operating system.

a The hardware capabilities and requirements are much higher, even during the development process.

Q Conventional projects go through development, user acceptance test and production deployment. Multimedia

projects also go through a similar cycle, but production duplu\ment is often replaced by product distribution,
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a Wide-ranging and heterogencous mix of skills is required to cffectively tackle different media utilized in the
project.
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a The market segment which multimedia addresses tends to be end-consumer market whereas conventional

IT project are built for the business and enterprise markets.

20.3 Project conceptualization

Every project begins with a project concept or an idea. Multimedia is no exception.
Let us understand what it is.

A multimedia project concept is the concise definition of a project, that can be produced (or improved, if such a
project already exists) and which will satisfy specific requirements of certain class of people.

Let me explain this with some examples.

a An interactive multimedia CD-ROM on places of tourist importance in India
a An interactive multimedia presentation of ABC Company and its activitics
a An interactive multimedia website for an architectural firm

All these are multimedia project concepts. Each addresses the needs of different scgments of people.

For example, the project on Indian tourism tries to present some useful information to all inland and foreign tourists
who are interested in various tourist spots in India. The second project tries to project a proper image of ABC
Company, probably to the eyes of potential investors, sharcholders or offshore partners. The third one is meant for
all visitors of architectural firm’s website — to know their various offerings for them.

The project concept is perhaps the key decision taken, with respect to multimedia projects and enough thinking
must go into it. Since multimedia is a relatively expensive affair, it is but logical to think of better options. The
capabilities as well as limitations of mulimedia technology should be fully understood, before adopting the same
for certain requirements.

In case of multimedia presentation and websites, the decision making process lies with the corporate or business
customers who should see whether there is any value addition by bringing in a new technology. For example, Jet us
say there is an ABC software firm, which is eying on offshore projects from other countries. Now, it will make lot
of sense and value addition for ABC to go for multimedia because the end consumers are I'T literates and the
presentation can boost the image ot the company among their viewers.

But in case of multimedia CD-ROMs meant from end consumer market, the decision-making becomes much more
complex. In real life scenarios, lot of discussions take place - necessarily in the form of meetings... before a decision
is taken to go ahcead with the project.

If such a decision making process hangs before you, ask the following questions to voursclt:

a Does the topic or concept enjoy innate abiliry to capitalize on multimedin and interactivity?

a Do we have enough information available oris there any rescarch required?

a Do we have enough manpower and resources o exceate a project of this magnitude?

o FHave we rightly identified and understood the marker for which we are developing this concept?
a Ias the project been developed before? I so, what is the scope for a sccond project?

During these discussions, it is best to involve all would he-customers or a sample group of potential customers and

do some sort of market research,

15 the proper development and understanding of the coneept tha stands behind every successtul project = apart

from skills and resources,
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20.4 Project development - various stages

Once the project has been discussed and taken up for development, the arduous project development cycle starts.
The following list provides an overview of various stages to be crossed:

Dara gathering

Névigution maps structure design

Media contents design and development

Interface design and development

Storyboarding

sfafi=fali=N=

Integration (also known as multimedia authoring) and

] Delivery

Expanding upon cach of these stages, we end up with a complex diagram that details all the stages and sub-stages.
We will be going through each of these stages in detail, as we go along.

At this srage, it is worthwhile to have a sneak preview or review of chapter one — to understand vatious types of
multimedia applications; because, most of these stages are heavily influenced by the nature of application under
production.

I Data gathering H Info collection H Analysis ffiltering H Organi?aﬁoh

41
| Navigation maps H Linear H Non-linear H Hierarchical H ~ Composite |
AL .
—»  Medaconents | Tet H Audo || Graphics [H Animations |- video |
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l . Interface design H BackgroundsH Buttons and icons]
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‘—t StorytlJoardmg f 5
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| Authoring
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L Delivery H CD-ROMs HJntemet H Kiosks —H Others l

Figure 182: Project development cycle - various stages

20.5 Data gathering
Before we begin the project, all the required information with respect to the project to be developed, must be
collected, analysed, filtered and organized. Irrespective of the nature of project, this phase is an absolute necessity.

In the initial stages, we tend to gather whatever we could grab — on the said topic. Then we will sit down and
analyse what are all the primary sets of information that must be presented and what are all auxiliary information.
The data collected must be organized in a logical sequence — and must be verified for authenticity.

Based on the above activities, we can identify the following phases, in data gathering:
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a Information collection T y 3
a .Ar}nlys!is and ﬁltc:i'ng e | : :
O ' Organization Vit

a Verification. ’ )

20.5.1 Information collection
At this stage, you start collecting all information relevant to the project at work.
The sources of information vary, depending upon the project under development.

For consumer CD-ROM projects, you have to rely on relevant books/library, magazines, video interviews and the
Internet. It is better to pay some attention to the quality of information collected at this stage itself, as it will save
time later. For reference multimedia titles — in particular, this exercise turns out to be rather extremely complex and
some production houses prefer to outsource this task to agencies and individuals.

For corporate presentations and multimedia websites, the information has to be collected from the business
establishment itself. There might be some brochures and pamphlets available, but in many cases, you have to talk to
several individuals in order to collect the information you want.

For Cybervalley system’s Tourist’s India CD-ROM, we had to rely on the following information:
a Books, books and more books... reading the extensive range literature available on Indian tourism

a Collect all the different brochures, pamphlets and information material available from various regional tourism
offices. This provided many interesting local information, not available in books

a Collect royalty free photographs and videos from, as many sources as possible — even friends and relatives
were not spared!

20.5.2 Information analysis and filtering

Not all the information collected is going to be useful for the project. Data needs to be edited, modified and even

deleted altogether! ’

Some information might be copyrighted and cannot be used as it is — it may have to be rewritten or rephrased. A
8 pytg ) I

good idea about the end product to be evolved will be very useful in deciding the volume and depth of information

you need to have, under any given topic.

Filtering is the process of deciding which information is reliable / authentic and +hich is not. It is generally undertaken
by the field expert - in coordination with the project manager.

The filtered data needs to be keyed into the computer for further processing,
20.5.3 Organization

The huge volume of information collected has to be organized in a logical and sequential manner. This organization
forms the backbone for the navigation map structure, about which we will be talking in a short while form now
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Figure 183: Organizing information for Tourist’s India CD-ROM. Not even one fourth of the total
information has been represented here - for sake of simplicity

The introductory topics will naturally get precedence, followed by the specialised topics.

For Tourist’s India, the topics were arranged as shown in the diagram. As indicated earlier, in reference tites like this,
the business could get extremely complex — as attested by this complex map. Not even one fourth of the inforntation
has been represented here — we have just depicted north India and just one tourist spot (Taj Mahal). Imagine how
complex the actual data organization would have been!

20.5.4 Data verification and authentication
Once all the necessary information has been collected and organized, it needs to be verified and authenticated. It
should also be checked for possible copyright violations etc.

For web-based projects, it is simple to make corrections — since web pages are always editable — but for multimedia
CD-ROMs, this becomes a problem.

Once this operation is completed, we can arrange all the material into a master information booklet — which will
serve as a blueprint for further development of the project.

20.6 Navigation maps

The end consumers usually browse through the multimedia project in stages, Not all information can be presented
to them at any point of time. The power of multimedia is to provide different levels of information to different
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| types of users — based on theit interest and other criteria. Hence, the sequential presentation of material via a navigation

map — or a system that would allow the users to navigate across the project — becomes necessary.

Navigation facilitics brmg E,rcnt value addition to mulumcdm projects.

a The users can mtcncﬂvcl)- select and view those arcas, which they wish to explore — a very unique advantage
which only multimedia projects can offer

a Even complex information structures like encyclopaedias can be presented in a simplc and mcthmhu[ manner
— in this way

. \

a Traversing across the project — from one portion to another — becomes a child’s play. This is also very
unique to multimedia projects

a Users will not be bored with the volume of information presented — since it comes in capsules or manageable
bits.

Navigation maps or simply Nav-maps can adopt any one of the following structures:

a Linear structure,

a Hierarchical structute,

a Non- Linear structure and
a Composite structure’

Let us start discussing each of these structures, as all of your projects must fit into one of these nav-maps.
20.6.1 Linear structure

The linear nav-map structure is the simplest among the lot.

In linear structure, the user moves through a sequential straight lined path - one portion after another. There is absolutely
no independence to move freely in between the portions. At the most, the user may be given the option to move
one step, forward or backward.

It is quite constrained — but a powerful navigation structure that is widely used in many applications. For example,
most of the corporate presentation programs adopt a linear structure - because, they are meant for a group and not
individual. Moreover, such presentations are usually accompanicd by a lecture, in which case, the navigation must be
obviously simple. Also, some edutainment titles meant for kindergarten children go lincar - because such a small
child cannot be expected to navigate through complex routes and it may even be confused, with such an option.

Liner structure results in simplicity of the project — and brings down the overall budget as well!

TR
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Screen 3

Screen 4

Figure 184: Lincar navigation map structure
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To some extent, a Microsoft PowerPoint presentation, without any hyperlinks to other slides, is also a good example
for a linear nav-map structure,
.

Plants provide some animals their
food indirectly.

Figure 185: Take particular note of the simplicity of navigation provided in this edutainment project.
Previous and next buttons (simple arrows would have been betters) allow the child to traverse either
way. The menu item will take them to the main screen from where it all began...

20.6.2 Hierarchical structure

Hierarchical structure provides a top down tree design - as shown in the figure. Typically, in this kind of mapping,
the first main link branches out to different portions, which, in turn, branch out, further.

__Screen 1

v v

Screen 2 Screen 3

v y y v
Screen 4 I ‘ Screen 5 I ‘ Screen 6 I ’ Screen 7 I :

Figure 186: Hierarchical navigation map structure
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Figure 187: Professor Multimedia CD-ROM bierarchical navigation r}tap structure
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Figure 188: Non-lincar navigation map structure - ¢
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20.6.3 Non-linear structure

Non-linear structure is-not bound by any restrictions and the users can freely navigate through any portion of the
project - at their discretion. Navigation from literally any portion of the project - to any other portion, is very much
possible, apart from the normal forward and backward options.

The underlying project that’s adopting this type of navigation structure should be so designed that each and every
portion of the project are not dependent upon each other and every single portion provides certain quantum of
information -pertaining to the project.

The biggest advantage of non-linear structure is that it gives complete freedom to the end user — who can navigate
freely across different portions of the screen.

As a rule, all projects that make use of non-linear nav-map structure provide a ‘search engine’ instead of the usual
map structure for navigation. Or in other words, any multimedia projects that provides a search engine option to
navigate across different portions of the project is most likely to adopt a non-linear structure.

Programming (or authoring) projects with non-linear structure is not simple and may demand proper strategy,
knowledge and experience.

Having got your minds convinced with linear and hierarchical structures, there might be some difficulty in understanding
what sort of projects adopts non-linear structure. If this question has already come up in your mind, then the next
section is going to be most interesting.

20.6.4 Feature: How we provided a navigation structure for Tourist’s India CD-ROM?

I thought it would be worthwhile to discuss the problerns we faced while programming the navigation structure for
Tourist’s India CD-ROM.

\ . - .
The CD-ROM was to feature hundreds of tourist places across India — spanning four regions: north, south, east
and west. Users can reach any given spot by one of these routes:

Q They may know the name of the place already and wish to reach it, straight away (Example: Most people
know Taj Mahal as a famous monument and try to search for it)

SEARCH EWGINE

--u:;e' Mahﬁ

Aihole Chalukyan Temples Karnataka (South !nd|a)
HIrTravellnformatlon India

A]mer Musllm Pllgnm Centre, Ra]asthan (\,’v‘est India)
Allahabad - Hindu Pilgrim Centre, Uttar Prade sh (North India)

Alwar- Forts and Palaces, Rejasthan (West Indis)

Amamath (with Video) - Holy Cave temple, Jammu and Kashmir (North India)
Amritsar - Sikh Pilgrim Centre, Punjab (North India)

Andaman And Nicobar- Beautiful Islands / Archipelagoes (South India)

Badami (with Video) - Chalukyan Cave Temples / Forts, Kamataka (South India)
Badrinath - Hind ia)

Figure 189: Tourist’s India CD-ROM provides complete navigational independence
via its search engine »
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a They may go through the regions and states, browse for specific categories of places and then reach the
same (Example: North India 2 States 2 Monuments = Taj Mahal)

a They may look at some of the theme tours and itineraries page and reach the place (Example: North India

2 Theme tours 2 Golden triangle = Taj Mahal)
a They might be browsing some other place in the region, see that Taj Mahal is nearby, and hence try to reach
it. (Example: North India = Cities = Delhi Nearby tourist spots > Agra = Taj Mahal)
Thus, we understood that we had to provide room for multiple ways of accessing the same information’
And to add to this complexity, we had to provide room for a back button by which the user can go back by a few
screens. With a non-linear structure, this is also complex because vou should not only know the previous page — but

should also understand the navigation route taken by the user! This ulimately resulted in the usage of
remember all the references to different bits of information.

a database to

20.6.5 Composite or compound structure

Screen 1 Screen 2 : Screen 3

Screen 5 Screen 6

Screen 4

Screen 4

Screen 4

<
<%

A

Figure 190: Composite navigation map striuctiere

Composite structure is a combination ol any of the three structures discussedd abave, “Ihe usil mis s hincar and

non lincar structures resulting in anay np that allows the users 1o navigate freely huat tor cerain portions, wherein

the movements need 1o be linear.

Composite structure enjoys the henetits of more than one structure hut pro wramning s comples.

20.7 Developing media contents

Once we have the contents well onganzed and navigation steaciane ready, weare all set o dey clap varous mualtimedi

clements required for the project. This meludes clements of audiog, video, eraphies wod ammanons, e tollowing

table provides a sumnuy of these clements o he produced, g typreal project,
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Table 30: Various media elements to be produced for a multimedia

Media elements Typical contents

Audio Background voice over, music, button click sounds &
project specific contents

Video Mostly specific to given projects

Animations Button movements, titling & project specific contents
Graphics Backgrounds, Interfaces, Navigation menus, buttons etc.
Text Project specific contents

Throughout this book, we have been discussing how to produce and edit various kinds of media elements for
different kinds of applications. It is easy to develop media without any purpose, but when the requirements become
specific, you'll realize that the task is not that simple.

For example, you may be doing some sample graphics or animations as a part of vour day-to-day learning process
and may think that it’s all very simple! But only when you undertake a specific project and try to develop various
media contents for the same — do you realize that, after all, media content creation is at least not as simple as you
originally thought.

One interesting decision making process that comes up during media content development is this: Which media is
best suited to present a given portion of the information? For example, what are all the ditferent bits of information
that necd to be presented, as audio? What should be featured as text? What should go into videos & animations?

This is where storyboard comes into picture. If you look at the multimedia project development cycle illustrated in
the beginning of the chapter, you will see that an arrow gocs back from storvboard to media content development
— indicating that storyboarding, interface design and media content development are sort of iterative process that
influence each other.

Media contents that are readily available at hand or that could be procured gives us some idea of how we are going
to present these elements. Later, when we draw storyboards using these inputs, we may find that we are running
short of certain kind of media — say images, and may find ways to gather more images and photographs. Thus,
storyboarding and media content development are interlinked with each other: story boards tell you what are all the
media elements you might require and the available media contents may influence the way vou draft the story boards
for a project.

We will be discussing the story boarding process, once we are done with the interface design.

20.8 Designing interfaces

The interface is the screen over which any multimedia project is presented. Interface consists of graphics, animations
and background music — if any. In short, interface is the front-end of the project. Though it may sound fairly simple,
proper interface design sometimes becomes the most complex part of the project to handle!

Interfaces should be simple as well as attractive: after all, the user is going to be looking at the interfaces all the time
— irrespective of what portion of the project he is browsing through.

The primary inspiration behind an interface design should be to produce an ambience and an atmosphere that is
most suited for the dtle. In order to really appreciate the role of interfaces, take a look at any of the multimedia
games in the market: Look at the buttons, menus and the background music that flows out of the speakers — you’ll

understand what 1 mean.
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Figure 191: Multimedia gaming studios are particularly good at creating the ambience
required for the game, by means of appropriate music, backgrounds and buttons,
This interface is from Age of Empires from Microsoft.

Interfaces include the f()ll()\\‘ing items:

a Backgrounds (graphics / animations)
a Buttons and menus (graphics / animations)
a Background music (audio — wav/midi)

20.8.1 Backgrounds

Backgrounds provide a graphical platform or a backdrop, over which the whole project is presented. It is the plate

that holds different media items that are being served to the use

t at different points of time. Backgrounds, along

with buttons and menus — are visible the user throughout the project proceedings.

Backgrounds are mosdy still images. A standard image may be used
can be used for different portions of the project. It is not adv

have designed a very ingenious way of presenting it nicely,

throughout the project or different backgrounds
isable to use animations as backgrounds — unless you

Strategies for designing good background graphics were discussed in the earlier chapter or multimedia graphics,
under the title ‘Interface design graphics’, Here, we will just touch upon a few tips & techniques for designing good

backgrounds.

. Let the dtle — and nor the capabilitics of the graphic d-csigncr at work - dictate the complexity of the
background

a Children titles should necessarily have simple yet rich backgrounds,

d Multimedia kiosks and touch screen applications should have relatively simple backgrounds

a It is not fecessary to have backgrounds at all stages. Look at the example provided from Tourist’s India

CD-ROM.
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This screen shot is from

20.8.2 Buttons and Icons

Butrons and icons help the user to navigate within the project.

530 NATIONS

VTN

193: Look at the buttons and « rich graphical interface provided to

Fignre !
Microsoft 500 Nations CD- ROM
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graphics with three-dimensional effects.

They may ‘react’ to a mouse over event or mouse click event — by glowing or by moving ‘in’ and ‘out’, with the

help of shading effects,
Points to be kept in mind, while designing buttons are as follows:

Button texts should be very clear and legible. Complex textures and font designs should be avoided

Button design should reflect the mood and ambience of the title. Look at the exampleé provided

Small animations can be added over the buttons for mouse over events

O0DOD

Buttons should integrate well with the background graphics — in terms of thcmc and colout.

Underwater stones theme reflected in Microsoft oceans

Small wheel like buttons that rotate on mouse over adorn Magic software Mahabharatha

Prehistoric period inspires Microsoft Dinosaurs

el L L2 ] 2

Simplicity and ease of use were kept in mind for Tourist's India buttons

Figure 194: Examples of buttons from four different CD-ROMs

20.8.3 Background music

[t will be good to have a theme music running in the background,

throughout the proceedings of a multimedia
project. This music can stop when the user starts exploring somethi

ng or content related audio starts playing,

Backgrounds add lot more ambience and atmosphere to the titles and should be given a serious thought.

Since backgrounds must Play on and on, it is not a bad
he other hand, the limitations of midi over digital audio
nemotry requirements,

idea to adopt a lengthy midi piece as the background. On
may force you to take up the latter, in spite of CPU and

0.9 Storyboarding

fedia contents are ready. We have organised them with the help of a navigation map. Backgrounds, music, buttons
nd menus have also been designed. ' '

low comes the most important part of the project: presentation. How are
ave gathered? Navigation map and contents organisation help us to decid
hat should go next etc. But when the question becomes
ack to the storyboarding technique, which we

you going to present the contents you
e what should be presented first, and
‘how’ the contents should be presented, we need to resort
discussed earlier in multimedia animations,

hough the technique is very much the same, multimedia project storyboards differ significantly from animation
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storyboards, Whereas project storyboards concentrate ofl how different media contents blend together in every screen,
the latter, as you may remember, record the details objects, characters and textures featured in' the animation. '

The following details must be discussed and finalized for ‘cach ‘sercen (or scenc):
a Nature of background music ! i SR

Qa Background graphics !
a How menu and buttons should be featured e oy
a Content graphics

a Content animations and videos — it any

a Hyperlinks

a Content audio

a Voiccover — if .any

let us look at a typical storyboard and you will understand what 1 mean.

AT

%.Scene 1.1

Bg: Sculptures bitmap (BW) Voice over: &
T B ? . | India = a land with around 5000 years of history
and a great cultural heritage that has transcended
T from a glorious past amidst the crest and troughs

of contemporary civilizations. ..

[BIPEQ

Scene 1.2 : T

Voice over:

Every dynasty, empire, culture and thought — from
guptas and maurias to cholas and the british - that
have influenced this land have left their marks in
sands of time in the form of stone carvings,
wooden sculptures, bronze statues, historic...

Same by

S

F'“““HV of sculptures emerge in the Dackground (BW) i

1— e

Fioure 195: A sample stor Doard from a multimedia sresentation done at ¢ bervalley systems
8 Y y sy

For the sabe of simple discussions, | have just provided two shots from the storyboard, There are quite a number

of things you should note, From this storyboard.

T 3 ] ' iinl
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First, notice that the entire presentation has been arranged in the form of sequences and shots — 1.1, 1.2 etc, The
first digit stands for a logical sequence and the second number represents the individual shot. To the eyes of the
viewer, the entire movie will be a single sequence. The background voice over will be of immense use, in deciding
which shot should go first, which should g0 next etc.

Secondly, take note of the skeletal animation details provided. This gives you some idea about the kind of animations
that need to be developed for the project. Take note of the geometric animations that have been added — purely to
enhance the visual effects,

The details of transition from one sequence to another have also been recorded. Sometimes this could be mouse
click, but in this case, it is an automatic fade-out/fade-in transition. :

Now, look at how this storyboard has been turned into a reality with the help of multimedia software.

Figure 196: Compare these screen shots with the storyboards we prepared earlier and
you will understand how ideas translate to reality
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As you look at more and more real life multimedia projects, you will begin to appreciate the art of developing
compelling storyboard. 1 have termed it as an at, rather than a technique or a tool — because storyboarding requires
cnormous imagination and creativity to visualize the blending of diffcrent media in right proportions. '

Good storyboards can tell you how the project is going to look like — after production. Lot of time can be saved
in revisions, if sufficient time is spent in creating good storyboards...but, alas! Nearly half of multimedia projects
produced do not do complete this exercise propetly — resulting in wastage of time and resources at a later stage.

20.10 Multimedia programming (authoring)

Multimedia authoring is the process of making use of software tools, to assemble the media contents and deliver
them as a single integrated project. We are going to discuss this topic in the next chapter — in detail.

20.11 Delivery

The media, in which the project is gc;ing to be.delivered, also forms a part of project design. In most cases, the
choice is limited to CD-ROMs - because of the sheer volume of the project material. However, if the project is
based on Flash and is without huge videos, it is possible to host the same on the web.

If the project is going to be distributed as CD-ROMs, due considerations must be given to the file sizes, compression
schemes to be adopted etc. Details of the CD replication have been included in the chapter on CD-ROMs.

20.12 Summary ) .

Multimedia projects require creativity, artistic as well as programming skills. The project needs to be conceptualised
first. Then it has to go through various stages of development that includes data gathering, navigation maps structure
design, media contents design and development interface design and development, storyboarding authoring and
delivery. y

Data gathering includes information collection, analysis, filtering and organizing, Navigation maps represent organization
of data and could follow linear, non-linear, hierarchical and composite structurc. Interface design includes background
design, buttons, menus and background music. Storyboarding is the process of putting ideas in paper, which will
help us to organise and present media contents.

Multimedia project could be delivered as a CD-ROM or via the web.

20.13 Keywords

a Multimedia project: A typical softwarc project, making usc of multimedia technology - with specific aim
of disseminating explicit information to a well defined homogeneous ot heterogencous market scgment -
using various media technologics and interactivity. :

a Navigation Maps or Nav-maps: A map containing all possible navigation paths of the project.
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Multimedia Authoring

CHAPTER OVERVIEW

Multimedia authoring is the software capability to stitch different media elements together.

Authoring can be achieved with the help of dedicated tools or you can do your own programming to assemble

different media elements together. This chapter details both the approaches, highlighting the pros and cons of
each approach.

In depth discussions on how to select the right tool for the given project - proceeds to give a very good coverage
of all of the fundamental characteristics that can be expected in a typical authoring system. The chapter also
contains a curtain raiser for some of the leading authoring tools, available in the multimedia market today.

21.1 Introduction

Multimedia authoring comes at the tail end of the project, after all the media contents have been-produced and
storyboard has been developed. It is important that you understand various stages of project management cycle at

this juncture. Hence, please ensure that you have gone through the eatlier chapter on multimedia project design and
development first — before exploring this topic on authoring,

Like media development, authoring is also accomplished with the help of various software tools available in the

market. These tools adopt different strategies for assembling media contents — we will be looking at these different
strategies as we go along,

All alterations, modifications, revisions, reconsiderations and redesigning - ends with this phase of the project. So,
maximum attention has to be bestowed on every stage of multimedia authoring

Let us begin our discussions, by getting to know what exactly do we mean by multimedia authoring,

21.2 Multimedia authoring - definition

Multimedia authoring can be defined as the process of assembling or integrating different types of media contents
ike text, audio, animations and video - as a single stream of information — with the help of various software tools
wailable in the market. The output of authoring process is mostly a multimedia software program that can be
xecuted on any client machine with required libraries installed.

1.3 Multimedia programming versus Multimedia authoring

tis worthwhile to spend some time understanding the difference between multimedia programming and multimedia

uthoring. Though these terms are used interchangeably in many contexts, I think there are significant differences
ctween the two — that sets them apart.
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Multimedia programming refees to the process of writing codes - using one ot more programming environments,
languages and/or tools - that will handle multimedia contents and present them in an interactive manner to the end
uscr.

Example: A multimedia CD-ROM done exclusively using languages like C++, C# or Java can be termed as a
multimedia programming project.

On the other hand, multimedia authoring refers to the process of compiling multimedia projects using specialized
software meant for handling various kinds of multimedia and presenting the same as a single integrated project.
Example: A multimedia presentation done with Macromedia Flash authoring environment.

The confusion between the two arises mainly because of one reason: Most authoting environments support some
kind of programming using onc or more scripting languages! For example, Macromedia Director comes bundled
with a scripting tool called lingo. Similarly, Macromedia Flash supports Action script. But you should always remember
that these arc scripting tools meant for adding some sort of logic into the package and are not full fledged

programming languages like Java and C#. ' .
21.3.1 When to go for multimedia programming?

For all normal applications, it is best to make use of one of the multimedia authoring environments. They provide
great flexibility, adoprability and give you the ability to change the flow of contents at any point of time. It is easy
to compile and distribute multimedia data with the help of authoring tools.

On the other hand, multimedia-programming languages require tremendous initial effort and exposure to system
level APls. Of course, the degree of flexibility is great — you can literally do whatever you want, but this comes at
the cost of extra knowledge and effort.

In spite of these arguments, multimedia programming is still preferred in certain occasions — particularly when you
want to have first hand control over system level resources. For example, most multimedia games are developed
using programming and many adopt their own rendering engine for better performance.

21.4 Authoring methodologies

Fvery authoring tool, package, environment or platform, makes use of some fundamental methodology, for
assembling different media clements together. Some even go one step above the rest and offer flexibility to switch
over from one methodology to another - whenever the need arises.

Based on the methodology they adopt, authoring tools can be classified as:

a Irame or page bascd authoring tools
a Time based authoring tools and
u lcon basced authoring tools. :

21.4.1 Frame or page based tools

Page based tools visualise every multimedia project as a sequence of frames or pages — which contain media clements
embedded in them. And awhole mualtimedia project is nothing but a colleetion of pages or frames — often called
as a mnbtinedia book!

Lvery page ol the hook may contiin many medin clements - sounds, videos and animations. As the user starts
viewing the projeet, the pages present themselves — one alter another, in sequence. One page may have a hyperlink
to another page that comes at much later stage — and by clicking on the same the user might have effectively
shipped several pages in berween.

Like a physical hool, these multimedia books can also be organized into different chapters, The navigation map

nuy cantain links o different pages or chapters of the book.
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Page 1

Page 2

Page 3

- Figure 197: Page based multimedia authoring methodology

This authoring methodology is best suited for those projects, whose contents can be conceived as a sequence of
pages or frames.

Asymetrix Multimedia tool book is a commercial authoring tool that makes use of this methodology. Microsoft
PowerPoint, though not a full-fledged multimedia authoring environment — is another very good example for page
based authoring tool.

21.4.2 Time based tools

Time based authoring tools allow the designer to arrange various media elements and events of the multimedia
project - along a well-defined time line, By time line, we simply mean the passage of time — very similar to the
timelines we saw earlier in our discussions on video post-production concepts. As the time advances from zero
seconds (which will be the starting point of the project) - the events begin to occur, one after another.

The events may include media files playback as well as transition from one portion of the project to another. The
speed, at which these transitions occur, can also be accurately controlled. These tools take the help of a software
timer - which is a typical clock - that starts at the beginning of the project and graduvates - minute after minute. The
events happen, one after another - following this timer. .

This type of authoring methodology can be very well adopted for those projects, wherein the information flow

can be directed - from beginning to end - much like the movies. Macromedia’s Director and Flash are excellent
examples for time based authoring tools. '
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21.4.3 Icon based authoring tools

These tools allow cach and every event and elements belonging to a particular multimedia project, to be arranged
sequentially in the form of icons. These icons are arranged as per the basic navigation map structure adopted - and
are driven from one phase to other, by means of events.

Icon based tools can effectively handle even complicated flow of information, with conditional loops. The projects
can be quickly created and delivered. One of the leading products in this category is Macromedia’s Author ware.

21.5 Characteristics of authoring tools

Apart from the methodology they adopt for integrating media contents, authoring tools also distinguish themselves

from cach other by means of other features. These include:

O

Ability to handle different kinds of media
Bundled multimedia library

Mapping features

Sepmentiion functionality

Compilation capability and runtime players

a
a
] Programming features and environment
a
u
u

Media embedding capabilities
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To locate the right tool for a given project, we need to look at all these different features as well. Let us brie
discuss them. ’

21.5.1 Ability to handle different types of media

Most authoring environments and packages exhibit capabilities to edit and transform different kinds of media tt
support. For example, Macromedia Flash comes bundled with its own sound editor and manipulation utilities, whi
is satisfactory for most projects. This eliminates the need for buying another dedicated software to edit sound da

Another advantage of using these bundled utilities is that they enjoy better coherence and understanding with t
main authoring environment and can eliminate duplication of work. Turning back to the same example of Macrome«
Flash, sound embedded into Flash projects can automatically be transformed to mp3 files during compilation. TI
climinates the need for buying dedicated mp3 encoders etc.

Certain other authoring tools come with external media editors bundled with them. These are separate editi
programs, but are bundled with the authoring environment as a package. These programs may not have all t
capabilities of a dedicated media-editing environment, but their basic features can still be put to best use.

While evaluating the media editors and the ability of the tool to handle different media, keep the following poir
in mind:

a How many different types of media editors are bundled with the tool? Most tools come with sound edito
so look at the other media — how about MIDI editing? Any video / animation editing capabilities a
available?

a How effective is the media editor(s) — when compared to professional editors in the market?

a Does the authoring tool come packaged with some of the professional media editors, instead of their ov
editors?

21.5.2 Bundled multimedia library

Almost all authoring tools - contain lot of royalty free media clippings. These clippings are particularly useful f.
many occasions and are certainly value additions to the package. As a bundle, they are known by a common ter:
multimedia libraries.

Multimedia libraries usually contain:

a Digital audio clippings under different themes
] Photo libraries — arranged under various topics
a Clip arts

a Animations

a Videos

The combination and quantity of clippings offered in each category may vary from vendor to vendor. The mo
the clippings are the better.

21.5.3 Mapping features

As discussed earlier, various media contents have to be arranged as per :he navigaton map structure adopted, ar
the storyboard has to be developed.

Some authoring environments provide features to develop navigation maps and structuring of contents with eas
Instead of starting this exetcise from the scratch on a paper, these tools provide some interface - with the help «
which - a flow chart or a storyboard can be easily developed.

This feature is nothing short of a boon, because the navigation structure so developed can then be used for tt
project directly. It saves time, results in ease of work and permits revisions and additions without much taboo. D
look out for this feature with the eyes of an eagle! s
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21.5.4 Programming features and environment

3

Earlier in this chapter, we discussed the differences between multimedia programming and authoring, We also saw
y ; ot TS S UL AR L griatl ghae gt i el ey

that some of the authoring environments support scripting languagds. ‘The nature and capabilities of this scripting or

programming environment js also a feature to be considered for evaluating various multimedia-authoring tools.

As the scope aml‘cnpnbilitics of the scripting language increases, it invariably becomes complex. Also, there is a
learning curve associated with their usage. This is particularly a challenge, because multimedia programmers often
have difficulty learning conventional programming languages. They are usually good at makiag the best use of ready-
made tools and features — rather than bothering about classes, instances and inheritance!

While evaluating the scripting environments, keep the following questions in your mind:
How easy is the scripting language to use?

Is it capable of performing low level system calls and APIs?

How difficult it is to teach this language to a new bee?

Is the scripting language available outside the authoring environment?

OoOoO0O

Is it possible to do authoring without this seripting language? ;

The following table lists all the scripting languages supported by different authoring environments:

Table 31: Scripting languages supported by different authoring environments

Script
Macromedia Director Lingo
Macromedia Flash . Action script
Asymetrix Tool book Open script

21.5.5 Segmentation functionality

No multimedia project can be completed in one go - because of the sheer volume of work involved and the
complexity associated with authoring, ‘

In actual multimedia production environments, the projects progress - from one stage to another - in a sequential
manncr. These individual groups of frames or clements of a project are called segments of a project. The number of
scgments in a project is determined by the size of the project and the professionals involved in authoring,

Now, these different segments have to be compiled and tested individually, and then, they have to be integrated as
one seamless stream of content. Also, the segments that work well as individual sequences should be consistent in
their behaviour - when integrated with other scgments.

In the authoring environments, these segments € be understood as sub-projects, which arc ultimately integrated to
deliver the bigger project. How efficient the tool is, in supporting this kind ol segmentation and integration s the

point to be considered.
21.5.6 Compilation features and runtime players

Once the project is done, it has o he compiled and delivered. Compilation is the process of penerating machine

specitic codes and compressing the program. Authoring environments compile multimedia projects in three fornaes:

a As a stand-alone exceutable program
u As an exceatable program with dependent libraries
a As proprictary compilations with run time pliyer proprims

A stand alone exceutable is the hest among the three, It is very easy to distribure and maintain. 10 does not need
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dedicated installation programs. Also, it can be distributed on the net as a single download. A good example for
such a program is Macromedia Flash whose compilation results in a single .exe file.

The second choice is not as good as the first. These tools also compile the project as an .exe file — but these executables
require certain libraries to be present on the client machine. To make things more complicated, windows requires
that some of these libraries be registered under windows registry so that they are available to the operating system
as and when required. An installation program is necessarily required for installing and registering the dynamic link
libraries (dlls). All these complexities can be tolerated, if the authoring tool itself provides featurcs for creating an
installation program; otherwise, we need to buy external installation programs like Install shicld — which is going to
cost money. _ :

The third choice is a stand alone run time player, which actually plays the compiled project. These players come with
the authoring software and are freely distributable. The compiled project will be in a proprietary file format and
only the run-time player can understand and comprehend this data. This is preferable for corporate presentations
etc. and not for large-scale consumer level distributions.

21.5.7 Media embedding feature

Multimedia projects make use of many audio, video, animations and graphic files. These content files can be bundled
into the project by two ways: Linking and embedding,

/audio
01.wav
02.wav
01-01.mp3
01-02.mp3 g
Mu01 mid executable
Program
/graphics
01.jpg
/video 02.jpg
03.jpg
Vid01.avi 01-01.gif
Vid02.avi 01-020if
MOI.mpg
MO02.mpg

Figure 199: Schematic representation of linking process

Linking is the process of keeping the media contents as separate files in independent directories and calling them as
and when required. In many projects, you can see directories like audio, video, graphics etc that contain independent
media files. The problem with linking is that the end user will be able to see all these different media elements and
start using them for their own purposes. If you don’t mind this, then it’s OK but if vou want to safeguard the
copyright of your media elements, linking is not a preferred choice.

Limbedding is the process of compressing all the different media files and bundling it either with the exe or keeping
it as an asset file and distributing it with the project. Media files embedded into the project are not visible to the end
user as independent files — and it is not possible to decompress and decipher them. Windows provides cab files,
which are files of similar nature. Embedding provide watertight security over the media content files.
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Figure 200: Schematic representation of embedding process

21.6 Tips for selecting the right authoring tool b s

It is better to specialize in one authoring tool and use the same for all projects. Either you arc an individual or a
consultancy, choose a tool that will suit you best and try to use it for most if not all projects that come to you. This
will help you to specialize in all the advanced features supported by the tool and also realize the limitations of the

tool.
Now the question is: How to sclect the right authoring tool?

The tool should be chosen based on the following criteria:

a The general features of the tool
a Your own capabilitics (what's available and what could be developed in the near futurc)
a Your requirements (present and tuture)

We already saw what arc all the general features of multimedia authoring tools. Some of these features may be
more important to you than the rest — so the toal that supports those features must be given precedence over the
rest, For example, you may think that you can colleet all the different media clements required for the project by
other means — henee the bundled media library may become less important or less useful. On the other hand, your
specitic project may require some sort of device handling capabilitics which are available only in certain advanced
seripting tools = in this case, scripting becomes very important feature to be congidered and so on.

W hatever may be the features available with the tool, you — as a user — must have the capability to take advantage
of those features. For example, if you have little or no exposure to programming languages and think that programming
is too difficult for you — then obviously all the scripting features Jose their importance. You should then concentrate
on case ol usage and the power of auto compilation and so on. On the other hand, il you arc already familiar with
technologics like object oriented programming, then you would naturally fike to take advantage of that knowledge
and try o capitalize on i In this case, all the seripting and system level capabilities of the tool assume importance,
And lastly, you should consider what sort ot pmiv('ls you are trying, o Jo and what sort of activities you are likely
to be engaged in the Tuture, Are you trying to specialize in corporate multimedin presentations or multimedia
websites? Dayou want 1o hic the ¢ ymmereial muliimedi market orare you satisticd with specialized market sepments?

Are you product oricnted or service oriented? Al these questions need o be answered cleady, There is no harm in
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not knowing very clearly what you are going to do — in most cases that will be the situation! In that case, specialize
on a tool that is most versatile and adoptable to different kinds of projects.

21.7 Commercial authoring tools - a curtain raiser

Few yvears before, when multimedia made its appearance in the horizon, there were at least 2 dozen big time players
offering authoring solutions — apart from countless small players. Now, during the passage of time, the industry has
settled down and market leaders have emerged.

Macromedia is the company leading the show, with its group of authoring solutions. It’s Flash MX, originally indented
to be a vector based animation system, has revolutionized the way multimedia contents are created — particularly for
the web.

In this section, we will try to have a brief preview of the authoring solutions currently available in the marker, As
vou can understand, the data presented here is very much volatile and was verified at the time of this writing, Please
double confirm the information I've presented with that available on the web.

Table 32: Preview of some of the multimedia authoring tools available in the market

Tool Company Platform Website W
Director MX Macromedia Windows / Mac hetp:/ /www.macromedia.com —’
Flash MX Macromedia Windows / Mac http:/ /www.macromedia.com
Author ware Macromedia Windows htep:/ /www.macromedia.com

' (Playback only
for Mac)
Tool book Instructor Asymetrix Windows http://www.asymetrix.com/en/
toolbook/toolbook_instructor.asp
X Builder Acrux Software Mac http://www.acruxsoft\\'are.com
iShell 3 Tribe works Windows / Mac http://\vww.tribeworks.com/prod
ucts/ishcll/indcx.asp

I will be highlighting only the salient features of the product. In order to have better understanding, it is best that
you download a trial copy of the tool you want and start playing around. 1T magazines publish periodic reviews of
authoring solutions from time to time. Do check them up for a comparison on various features between the products.

21.7.1 Macromedia Director

A heavy weight industry leader in multimedia authoring, Director has been in existence for several years and has

, maintained its leadership in both Windows and the Macintosh worlds. Though its positioning has somewhat been
disturbed by the introduction of Flash, Director continues to be one of the most comprehensive solutions for
multimedia authoring, ’

Director works through Lingo, a well-advanced scripting language that lets you add logic to the flow of contents.
Automated effects like transitions are aplenty. But the working environment and the tool as a whole is slightly complex
and requires reasonable time to master..
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Table 33: Director functional specifications

Specificatinn Detail

Developer Mac rnmcdi:\(http://W\vw.macromcdia.com)

Supportted platforms Windows 98, 2000 or XPMac 0S$X10.1.2 and
above )

Latest version (at the time of writing) Director MX

Media support Around 40 + media types

including all graphic formats, WAV, mp3, AVI,
AIFF, QuickTime, mpeg, Shockwave, Flash, Real
Media etc

Lingo

Scripting language

Director works in two modes. In overview mode, elements are arranged as icons in the required sequence and
executed - without user interaction. In studio, all the media elements - called casts - are arranged in different channels
and played back in the stipulated time period. The tempo of playback can be controlled. The scripting language
allows us to add interactivity and navigation control.

Lingo contains built in script editor for debugging the uscr code. Once written for a particular element - or cast -
it can be copied and pasted across different casts, thus making transfer of behaviour across the elements casy. Apart
from this, Lingo also uses special code segments called X objects - that can control external media devices.

All director documents can be linked or imported and the same elements can be shared amongst the casts, in one
project. )

Studio is the environment wherein the assembly takes place. Media elements or casts can cither be created exclusively
using director’s tools or can be imported. Once the casts are ready for a segment, then they are assembled in 2
sequencing environment - called the score, which arranges different media elements in different channels and plays

them back on the stage - at required speeds.

The synchronisation of various channels, results in sequential flow of information.

21.7.2 Macromedia Flash

If there is any tool that is groundbreaking and which has revolutionized multimedia — particularly on the web, it is
Flash. When companies were struggling to pull different types of media contents and effects over the web, Flash
made web muliimedia a reality, Apart from web, flash has also become a ol of choice for multimedia presentations,
CD-ROM projects and kiosks.

Table 34: Flash functional specifications

NSNS e

Spcciﬁc:uiun Detail
e e e A

Developer M.u;nnnu.li;l(hnp://www.m'.\cn)mcdin.cnm)
Suppotted plattorms Windows 98 SI, 2000 or NPMac OSN10.2.6 and

above, 103

I atest verston (at the time ol writing) Flash MX, Flash MX Professional

Media support Most graphies formats, videos (AVE & Quick
time), audio (mp?, ADPCM Wav cte), Adobe Pt
1S

Scrpting, Linguagpe Action seript
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In flash, different media elements are arranged along the time line in different tracks. As the timeline advances, events
occur and contents migrate or change. Most of the animations are done as vector graphics, so that they are not
heavy for the processor. It is also possible to animate bitmapped graphics. Flash has advanced capabilities for
organizing media contents in the form of libraries. One of the most powerful features is to store independent
vector animations and drag and drop them over the main project.

Events are controlled with the help of action script. For example, in order to react for a mouse click event over a
button object, one has to invoke action script and write few lines of code.

Transition effects are accomplished using alpha channels (fade-in / fade-out ctc.). Videos can be manipulated and
rendered online. All the various audio tracks can be rendered as mp3 during compilation.

In short, flash is a wonderful tool that is hard to resist.

21.8 Summary

Multimedia authoring is the final stage of multimedia project production.

Multimedia programming offers a slightly different approach to assembly — as compared to authoring twols. Different
methodologies adopted for multimedia authoring can be grouped as Frame or page based authoring, Time based
authoring and Icon based authoring.

Characteristics to look forward in an authoring tool or environment are: Media handling features, bundled media
library, mapping features, programming features and environment, segmentation functionality, compilation feature
and runtime players and media embedding feature. :

Some of the famous authoring tools, available in the market are: Macromedia’s Director, Macromedia Flash and
Macromedia Author ware.

21.9 Keywords

Q Multimedia authoring: The process of developing a software program, that will accept all of the media
clements involved with the multimedia Project under production, put them up in their respective places - as
advocated by the Storyboard of the Project and evolves as an integrated source of Information - many
times supplemented by the interactivity, provided by means of Navigation paths.
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Project Planning and Costing

| CHAPTER OVERVIEW h

So far, we have been laying heavy emphasis on technology and technical aspects. Let us take a break and take

a look at the managerial aspects involved with multimedia project design.

To some extent, most of these discussions are relevant for not just multimedia — but even for all other kinds
of projects. But there are few things that are very specific to media development and we will be uncovering
the same.

It is interesting to compare this chapter with an earlier chapter on multimedia project conceptualisation and
design. They take different approaches to the same project development —one concentrating on technical aspects

of the same and the other

22.1 Introduction

looking at the same from a managcrial perspective.

This chapter differs from all the previous ones in that it is not very technical in nature. Instead, it talks about multimedia
projeet planning, execution and costing strategies. 1t is particularly meant for managers and team leaders who are
handling mulumedia projects.

However good may be the technology, a project will fail without proper managerial straregics. Fnough time should
he spent on aspects, which normally miss the attention of technical manager. Improper project plunning is noticed
cven in large corporations and millions of dollars are wasted due to poor managerial decisions.

Apart from discussions on various issucs that need to be taken care of, the chapter also provides some mathematical

approaches from operations vescarch methodologics to effectively manage multimedia projects,

22.2 Multimedia project planning

Multimedin project plinning, involves the following phases:
e peneration

Marker definition and scgmentation

Planning, the required skills and resources

Botlding, the team

Planning the project phaser Pert and CPM techniqgues
Prme cotmates aned cost estinutes

11l projects and |\ln|n|\1\i|1}1

ELCELCIC &EE

Production  design and development
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a Alpha and beta testing
a Delivery planning

Each phase can again be subdivided into several distinct stages. A schematic representation of these stages has been
provided in the diagram.

Let us start discussing them one by one.

22.3 Idea generation

%lL Idea genera(ioﬂ

Discussions

Rejected
Accepted

y
Market definition j

Rejected

Accepted

lilanning skills & resourcesﬁ

Lfn house development Out sourcinﬂ

y

L Team builq‘ing j———{jontent developmemmthorin;H Other skills
y
Project phases j—[ Network scheduh’ngj
y
Time and cost estimate?l

L Pilot project 1 "

Project development

| Testing H Alpha H Beta l
y
Delivery l

Figure 201: Different phases of project planning
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Fivery multimedia project originates with an idea or concept. We already dealt with this carlicr during our discussions
on project design, but here, we look at it from a slightly diffcrent perspective. g

Tor those projects, which are developed for specific customers, the concept is available frog the customers themselves.
For example, if we are designing 2 multimedia touch screen kiosk for a five star hotel - the hotel authorities themselves
will give you some idea as to what they expect out of that project. Of course, the concept has to be polished and
improved by interacting with them — but the basic idea is available.

-

On the other hand, if the project is product oriented, i.e. say if it is a mulimedia CD-ROM mcant for public at
large, then idea generation becomes very critical and complex.

The success of the product starts with the idea. However captivating may be the design and programming work, if
the theme of the project is not of interest to the end user, the product miserably fails. So the central theme of the
project or idea becomes extremely important for the success of the project.

How to bring out a successful idea?

Well, this question is obviously very difficult to answer - for if the answer had been known to all, there would not
have been such a huge number of unsuccessful projects...! It’s like selecting a story for a movie — nobody can predict

in advance how well the concept will go, though we can do some sort of projections based on logical thinking

Having said that, do take care of the following points while fishing for ideas — they will try to guide you in the right

path.

a Try to think of new and fresh ideas that have not been tried before. Particularly if you are a start-up ot
someone new to business world, new ideas are your greatest strengths. Old and established companies always
have problem breathing fresh air. New and fresh ideas always shake up the industry.

g If there is already a product available in the market, see if there is scope for accommodating another one.
See how far you improve upon the idea. Analyse whether the existing product is fully capitalizing the market
pntcnrinl.

a When ideas come and go, think about the market segments they address, Market segmentation is detailed in

s‘) ? E‘} ) 3
the next section., - 5

a It not the individual interests and perceptions come into picture - while deciding upon the idea. Topics,
which are of great interest to you, might not be very captivating fot the majority of people. Be rational and
unbiased.

] Tryv to concentrate and s ceialize on certain spegific areas or titles rather than addressing vast and unrelated

) P
arcas. 1f you specialize in cdutainment, let not your focus be drifted by other kinds of opportunitics.
a Be realistic. Think about your own ca Sabilitics, resources and budgets and choosc those ideas that can be
y [ >
pr-.lc(ic;llly impluucmul.

a [t the ideas pour out from all quarters of the socicty - not only from your orgnniszninn, but also from the
market sepgments for which you are generating the tite For example, if you arc producing products for
childeen, speak to children first — not to vour marketing manager! Yo will be surprised fo sec that what you think,
they wan! i wot exactly what they really want!

U Lor the regional market, its hetter to concentrate on ideas that reflect the culture of the Tand ete. and for
international market - try 1o think of topics of general interest.

u Lingage in brainstorming discussions and take as much time as you want for iden generation. There will

come a stage whercin a potential iden will convinee you and the team, much more than the rest! Debate till
you reach that point!

22.4 Market definition and scgmcnt:lti(m

Onee the ide is penerated, the expected market sepment must e identified, so that the titde can be desipned and



Project Planning and Costing 250

produced accordingly. Market segment refers to the group(s) of people with certain basic traits/characteristics or
tastes - who may be interested in the product.

For example, let us try to identify the market scgments for 2 CD-ROM that will teach English nursery thymes to
schoolchildren. . )

Shall we say ‘all kids aged between three and eight’ are our end users?

Ushhh... wait!

The kids who are going to buy our product should have access to computers either at home or at school. Hence
we need to modify our definition of end users: *All kids aged between three and cight, who have access to computers’.
Even this seems to be rather vague: How do we know how many children in a particular country are having access
to computers? It will be difficult to project any figure. Let us see if we could be more specific.

First, children who have access to computcrs only at schools will hardly buy a CD-ROM. They nced to have a
computer — that too, a multimedia PC at home. Now, we need to search for newspapers and magazines for some

statistics on these areas.

Looking at the last year sales figures of multimedia computers, let us assume that we have the following figures:

a 60 % of those families, whose monthly income is above Rs.30, 000 have purchased multimedia coﬁputers
at home
a 40 % of those families, with monthly income above Rs.20, 000 have purchased computers at home, and

10% more are seriously considering a purchase in the near future
a Tess than 10% of those families with monthly income less than Rs.10000 have purchased a computer.

Note: These figures have been provided purely for illustration and do not represent any real statistics available from
market research. '

Now, the mist begins to be getting cleared and you are beginning to get more and more specific. Let us assume
another set of statistics, for the sake of our discussions:

a Around 50% of those who own multimedia computers, purchase multimedia CD-ROMs

a Around 30% are content with free CD-ROMs that are distributed with magazines and those that are available
from friends

a Around 20% do not use muldmedia CD-ROMs at all

Now, the scenario is much mote clear - than it was, when we began this discussion. Let us try to redefine our user:
“Kids aged between three and eight, whose family income is above Rs.30000". You can go on like how many of
those will be learning English and how many will be interested in learning rhymes via a multimedia CD-ROM and
so Ofn.

Though kids might be interested in our product, unfortunately, the purchasing decision is going to be made by the
parents! This is where the second statistics comes handy — remember that only 50% of those who have computers
are prepared to spend money on CD-ROMs!

We can go on with this exercise until we can arrive at a ballpark figure as to how many people will be really interested
in purchasing this CD-ROM. The actual purchase — in a most pessimistic projection — will be less than 25% of the
total purchasing potential available.

If the market segment is not big enough or too big to address, then you have to go back and take a fresh look at
the idea you are exploring... may be it needs to change.
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Kids aged between
three and eight-

Kids whose family
Income is above
Rs.30000

Potential users

Kids studying English

Figure 202: Identifying the right market segment

22.5 Planning skills and resources

Once the idea of the project and been conceived and proper market understanding is done, it is time to think about
how to make the idea a reality. This is the stage where we critically evaluate the skills and resources required for the
project.

Do we have sufficient skill set, resources and bandwidth required for the project? Will it be economical to do the
project in-house or should we outsource it? If we were to take up this project in-house, what is the delivery schedule
we are looking at?

These are some of the questions that come up at this stage. Many companies and individuals who are undertaking
multimedia project work for the first time, under estimate the amount of effort and time involved. This is mainly
due to lack of experience. There is no harm in consulting the experts who have prior experience in handling such
projects — in fact their inputs will be of great use.

Some projects may demand intricate programming or authoring skills while certain others may demand more artstic
skills. Skills required to develop a project meant for teaching music is almost certainly different from the skills required
to develop a project on — say touch screen shopping kiosk.

All these things need to be given proper thought, at this stage.

22.6 Building the team

If we decide to do the project in-house, then we need to form a project team, identifying the professionals who
will be involved in the project. This topic will get detailed coverage in the next chapter and hence will not be discussed
here. '

22.7 Project planning: Pert and CPM techniques

Project planning is a very detailed topic and there are people who specialise in just this topic. The mathematical
approach that’s available on this subject is called ‘Operations research’ and it offers highly scientific approach to
project management. ;

Operation research, as a subject, is a vast area - encircling wide varieties of theories and techniques. Most of the
theories are available in the form of mathematical models. Here, we shall concentrate on some of the models that’ll
‘be of direct use to those involved in project planning,
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Direct costs are those that are consumed directly by the project. For example, the cost spent for the technical
manpower engaged for the project or for the rental charges associated with the computers used etc. - can be called
as direct costs. One distinctive characteristic of direct costs is that, if we increase the same, the multimedia project
time consumption can be reduced.

Following the above example, if we engage more man-power and / or more machines on the project - the project
time consumption is sure to come down. On the other hand, indirect costs are the standard overheads associated
with the project, including the loss of revenue due to delayed completion of the project. This cost will decrease
directly with the project time.

22.13.2Crash cost

Crash time is the minimal possible time duration, in which a given activity can be successfully completed. The cost
associated with crash time is called crash cost.

22.13.3Normal cost

Cost incurred by the activity, under normal time duration. For economising the project costs, the sum ol direct as
well as indirect costs should be minimised.

22.13.4Optimum project time
The time duration, for which the sum of direct and indirect costs will be minimuni, is called optimum project time.
22.13.5Project crashing technique

The technique of finding the direct activities cost - when project duration is reduced by one unit time, cach time and
thus arriving at the optimum time duration - is called the project crashing technique.

The cost of crashing a given activity, by a unit time, can be calculated as follows:

[Crashing costs - Normal Costs] / [Normal time - crash time]

Crashing technique calculations are complicated and be_\Tond the scope of this work. Those who want to know
more can refer any good books operation research or network scheduling.
22.14 Pilot projects and prototyping

In case the project is of new type, it’s better to go in for a prototype of the project. The prototvpe should include
all intricacies of the project - as far as possible. The interface designs can be tested for their appeal, or the performance
of the project - under a variety of hardware platforms - can be tested.

In many cases, the work done for the pilot project can be very well utilized for the actual project also, and thus,
prototyping cost can be justified.

22.15 Project design and development

We had already seen all phases of project design and development - in an carlier chapter. This phase has been purposely
included in project planning to emphasise that - after all, the design and developmental activities are, but a part of
the overall project planning activities.

22.16 Alpha and beta testing

Once the project is over, it has to undergo rigorous testing, Testing identifies bugs; check whether the performance
of the application is good across heterogeneous systems etc. Testing is undertaken in two stages.

22.16.1 Alpha testing

Alpha testing is the first phase of project testing: The alpha-testing group usually consists of colleagues (from other



268 Multimedia Magic

departments / projects), friends and those who are known to the organisation.

The tests are conducted under all possible conditions that can be expected in the client’s workplace. The bugs generated
are called ‘alpha bugs’ and are generally of more serious nature - if any. ’

The output of alpha testing is generated as a report, and the identified bugs / modifications are fixed by the
programmers and fed to beta testing,

22.16.2Beta testing

A wider and more heterogencous circle of people does the beta testing. You can usually find many programs in
their beta testing stage - in the Internet. A typical beta testing group should be a true representation of the expected
user community. The test report of beta test should be given equal importance - as that of alpha test.

22.17 Delivery planning

Depending upon the size of the project and the user community, the delivery mode of the project has to be planned.
The most preferred choice is a CD-ROM.

The finally distributed material should contain the following material, apart from the main project program:

a A friendly installation program - thatll install the project modules, on the user’s computer.
4 A printed user guide /manual

a The product registration card

a Certificate of authenticity, if any.

22.18 Summary

Project planning and costing are mainly concerned with the managerial and financial implications of multimedia
project. The processes involved are: Idea generation, Market definition and segmentation, Planning skills and resources,
Building the team, Project planning, Time and cost estimates, Pilot projects and prototyping, Production - design
and development, Alpha and beta testing and Delivery planning,

Market segment refers to the well-defined group of people, who may be interested in the product. Identification
of Market segment helps the producer, to develop the title, accordingly.

Operation research theories such as Pert and CPM can be used to plan the project time and activities. Project crashing
method can be used to strike the optimum balance between time and money.

22.19 Keywords

a Critical path: The path of the Project - wherein, any delay in execution of activities will result in overall
delay of the Project.

a Critical activities: Activities that are lined along the critical path.

a Optimum project time: The time duration for which the sum of direct and indirect costs will be minimum.



. Chapter 23

Multimedia Skill Sets and Career Opportunities

CHAPTER OVERVIEW

This chapter is also relatively non-technical in nature.

It provides a preview of multimedia as an industry and talks about various carcers that have sprung up ar und
multimedia technology. It talks about careers in each and cvery discipline, tools that need to be learnt, atritudes
and talents required and so on.

The later part of the chapter is about the multimedia team that is at work. Fach team member is introduced
and the responsibilitics they handle are detailed. The last part contains approaches a student should take, in
order to launch a successful career into the world of multimedia.

23.1 Introduction

The skill sets required in the multimedia industry are widespread and heterogeneous. When | say mulimedia industry,
I'm talking about an industry spread across the globe and not restricting myself to specitic regions or countries.
There are tremendous carcer opportunities available and the industry is growing at reasonable phase,

Having laid such a broad scope, let us see what are all the difterent skill sets required and who are providing them.
Every other media involved with multimedia demands specific kind of expertise to handle. And that makes
multmedia a truly heterogeneous industry, providing opportunitics to a wide variety of people. On the other hand,
not all companies can recruit and maintain all these different classes of people; hence, outsourcing is most common.
This provides opportunities for entreprencurs, who can concentrate on specific kind of service and make them
available to multimedia production houses.

23.2 Multimedia companies
Before we start discussing on the skill set requirements, let us try to understand something about those companices,
which are involved in multimedia business.

Multimedia has affected and continues to affect a wide variety of businesses. Multimedia technologics. have
revolutionized the way these industries were functioning and have created deep impact on a global scale. Some of
tne industries that make extensive use of multimedia include:

Magazine and newspaper publishers
Book publishers
Web publishers

0000

Television stations
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Audio companies and studios
Video and cinema production houses

Advertising companies

0O0D0Oo

Training & development companies

Apart from these, there are numerous multimedia consultancy firms, which dedicate themselves to core multimedia
development. One thing to note here is that not all of the above businesses involve themselves in exploiting all kinds
of media. For example, publishing companies will be interested mostly in graphics and layout design software. Similarly
television stations will be interested in video editing and three-dimensional software.

If so, then who are all the people, who involve themselves in true multimedia development? What sorts of companies
are involved in the development of multimedia CD-ROMs, websites and games?

] Many publishing houses have started involving themselves in producing multimedia contents, through their
multimedia division.

Few international television stations like BBC are also involved in multimedia development
Traditional software development firms have spun off multimedia division

Few of the advertsing firms have started doing multimedia presentations for their clients

000D

Quite a number of consultancy firms are also involved in the development of multimedia

All of the above-mentioned businesses provide opportunity for a budding multimedia professional to shape up a
career in this exciting and creative world of information technology.

23.3 Multimedia skill sets and careers

A professional involved in multimedia development can specialise in any of the multiple media offered by multimedia.
Depending upon the skill set, several titles and careers have sprung up over these years. These include:

Graphics developer or Digital imaging specialist

Graphic artist

Digital audio specialists

Animators — two dimensional and three dimensional

Animators — Modelling and texturing specialists

Character animators

Video post production specialists

Multimedia authoring / programming specialists

Oo0oo0O0O0DoDO000Od

Multimedia web content developers or Web designers

This is not teally an exhaustive list, but it is enough to show that multimedia has been creating opportunities for
countless individuals with creative talents and exposure in information technology. Down the line, as multimedia hits
mainstream and becomes a part of everyday life like video and audio, more and more opportunities will spring up
for professionals as well as entreprencurs.

In the following paragraphs, we will look at the skills in which one should specialize — in order to become a professional
in the selected area. I've also provided a glimpse of software that need to be mastered, in order to get decent career
opportunities.

23.4 Careers in digital imaging

Digital imaging is expanding at a rapid phase. From publishing industry to advertising its impact is widespread and
deep. Hence cateer opportunities are naturally in abundance in this field.
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Graphics specialists are usually expected to work with digital imaging software like Adobe Photoshop and Corel
Draw / Photo paint to create the desired effects and layout. Depending upon the industry, the nature of work
might vary. For example, if you are working for a publishing house, the nature of work might be to produce decent
layouts for the articles, create compelling graphics for the features and covers etc. if you are in an advertising field,
you will be asked to create visuals that convey the message with strength.

Graphic artists are also required for many other industries like multimedia consultancy firms, architectural firms,

engineeting consultancies ctc.

In order to specialize in digital imaging, a student must be highly proficient with the following tools:

a Adobe Photoshop

I:I Corel Draw / Corel Photo paint

a Any publishing and layout software

a Scanning and digital photographic software / process

Apart from the above-mentioned tools, specialization in any of the following tools / areas is most desirable:
a Vector illustration tools like Adobe Illustrator and Macromedia Frechand

a Three dimensional software like Maya and 3D studio max

Very strong senses of colours, a taste for artworks and preferably a conventional artistic background arc the desirable
qualities of a good graphic designer.

23.5 Careers in digital audio

Most recording studios have started adopting digital audio because of quality, flexibiliry and adoptability. These studios
make use of state of the art hardware and software to do professional recordings. Career opportunities are available
here for professionals who specialize in digital audio.

Since many of these studios are related to entertainment industry like cinema or television, it is good to have some
background or contacts with that industry, in order to make out a successful entry here. Recording facilities attached
to cinema studios in particular, offer lot of opportunities for creative individuals. Many special audio effects are
required for movies, which are increasingly adopting international theatre standards like DTS and Dolby digital.

Students aiming at a career in digital audio need to specialize in the following software:
] Cakewalk Professional

a MIDI synthesizer pro

a Digital Orchestrator

a Voyetra Music Write

A formal knowledge of classical music — western or otherwise — is highly desirable.

23.6 Careers in animation

Two dimensional animation and more importantly, three-dimensional animations are evolving into a muld billion
dollar industry across the globe. The need for creating imaginary characters and environments is on the increase at
a feverish phase due to the exploding number of television channels and cinemas that are packed with digital special
effects.

You will be surprised to know that this industry is very seriously in shortage of skilled professionals. True that we
see hundreds of students taking up a course in three-dimensional animations — but their skill sets unfortunately fall
behind the industry expectations.

Several specialised careers have evolved over these years, around three-dimensional software. Companies are prepared
to hire dedicated professionals who are highly specialised in modelling or even texturing. Opportunities are widespread
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— from Bollywood to Hollywood. The only thing is that you should really be a master in the field you specialize.
The following carriers are offshoots of 3D:

Q Digital animators

a Three-dimensional / Character modellers

A Three-dimensional texturing / painting specialists

a Character animators

a Three-dimensional Environment specialists

Since this field is becoming increasingly popular among the professionals, I've dedicated a few paragraphs later in
this chapter — as to how one can approach professional companies for careers in three-dimensional software.

Let us discuss the skill set requirements for this ficld. Total expertise is required in any one or preferably more than
one of the following software:

a Alias / Wave front Maya
a Softlmage
a 3D Studio max

Along with them, it will be great if you could get exposure to one or more of the following tools:

a Rhinoceros 3D (Modelling software)

a Pixar Render man (Rendering software)

] Painter 3D / Deep paint 3D

Apart from this set of three-dimensional tools, if you can train yourself in video post-production techniques, then
you could specialize in composing i.e. the art of mixing three-dimensional images over live video footages.

What are all the attitudes desirable for a successful animator? First and foremost requirement is that you should be
an artist who can draw good pictures in paper or at least possess great interest in doing the same. Most professional
animators can draw characters and objects extremely well on paper. The attitudes seem to go together. A sense of
thythm and movements, keen observation, an appreciation for colours and some knowledge of human and animal
anatomy are all the desirable qualities.

23.7 Careers with video post-production

Many cinema studios have now installed video post-production facilities within their premises. Apart from them,
there are also dedicated companies that specialize in the art of video post-production. These places cffer opportunities
for muldmedia professionals who are sufficiently trained in the arr.

As a post-production specialist, you will be mostly working on video footages, editing them, mixing them with
audio and doing the necessary composing work. Apart from these regular works, opportunities may come up for
composing special effect or three-dimensional simulations with live footages — which can be much more interesting
to work with. While top-notch studios make use of dedicated hardware / software for the purpose, middle range -
studios do make use of personal computers and workstations.

To be able to launch a successful career in video post-production, you should have good knbwlcdge of the following

solutions:

u Avid range of non-linear video post-production suites

a Adobe Premicre

a Adobe After effects ' :

d Any good software that can add special effects to videos like Flint and Flame

Apart from the above, good knowledge of three-dimensional animation and composing is desirable.
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23.8 Careers in multimedia authoring

Multimedia authoring and programming is required for those companies involved in producing multimedia websites,
presentations and multimedia CD-ROMs. As 2 multimedia author, you have to stitch different media contents into
a sequential stream of multimedia and present it as an integrated project.

Expertise in the following software is compulsory:

Q Macromedia Director
a Macromedia Flash
a Macromedia Al_.lthor ware

Apart from that, good knowledge of media editing tools like Adobe Photoshop, Premicre or sound editors is
desirable. Also, when it comes to mulimedia programming; it is good ro have knowledge of GUI tools like Visual
Basic or Visual C++ and installation utilities.

23.9 Careers in multimedia web design
Hundreds of websites are being developed every day using multimedia and web design’ tools. Opportunitics are
available for part-time and full-time work.

As a web designer, one has to conceive compelling web designs for their clients. Depending upon the choice of the
client and budget available, the media exposure in the website may be increased or decreased. When it comes to
web-based multimedia, one has to rely heavily on tools like Macromedia flash — whose multimedia contents can be
directly embedded into web pages.

Apart from that, knowledge of java script can help one to write small titbits of code that will control the events
happening in a website like mouse move and mouse click.

23.10 The multimedia team and its responsibilities

A number of people with varying skill set come together to form a multimedia team.

The team usually reports to a project manager who is usually the team leader of the project. A number of people
and agencies report to him. In the following paragraphs, we will look at the people involved in a project and the
responsibilities they shoulder.

23.11 The project managet

The project manager takes the overall responsibility of developing the product. He is the top man, as far as the
team is concetned and is responsible for the total quality as well as the timely delivery of the project. Thus, his role
becomes critical - as far as the success of the project is concerned.

The project manager is expected to carry rich experience in handling similar projects. He must not only handle the
main design specifications of the project, but should also shoulder managerial responsibilities.

Responsibilitics of the project manager include:

: Develop the multimedia concept of the chosen topic

Co-ordinate and direct media content developers for developing the right contents
Develop the storyboard, with inputs from the whole team

Plan and schedule the project along a timeline and fix up the project network
Allocate individual responsibilities for various team members

Co-ordinate and direct the external agencies involved - if any

[ o [ S W W

Co-ordinate with the product manager or marketing manager for developing the product - as per the market
segment’s expectations
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a Co-ordinate and direct multimedia authors or programmers - for developing the core program
a Monitoring the progress of the project - in all it’s phases, on day- to- day basis

Because of these multiple responsibilities, a project manager is not expected to co-ordinate with more than one
project - at any point of time.

23.12 Content experts

Content experts are hired to develop the basic material for the projects. For example, if. you are doing a project on
biology, you need to have all the basic material that nced to be presented. You need a subject expert to do this.

It is better to hire the services of the expert for a specific period or for specific number of pages. Their responsibilities

include:

a Delve deep into the chosen topic and coming out with the required pool of information
a Understand the concept of the project and gather information - accordingly

U Edit the raw information collected and organize it into a logical sequence of data

a Co-ordinate with the copywriter to produce the general contents booklet

23.13 Copywriters

Copywriters are usually engaged by advertising agencies for writing out advertisements.
) y engag g ag

Generally, they are good writers who enjoy a decent command over the language. In many cases, the content experts
themselves may well handle copywriting job as well.

Responsibilities include:
a Develop the crude information pool provided by content experts into a material with good flow of thoughts

a Rewrite the entire information - adding notes, deleting unnecessary details and editing data - in co-ordination
with content experts and evolve the master contents booklet.

As in the case of content experts, their services are mostly hired on project basis.

23.14 Media content designers

Media content designers take up the responsibility of evolving media contents for the original material provided by
content experts. This is a very important responsibility and mostly, the project managers themselves take up this job,
instead of entrusting the same to somebody.

Media content designers should understand every implications of the multimedia concept of the Project. They should
have a very high degree of creativity and imagination - to identify the multimedia project that hides itself in the
otherwise ‘collected’ form of data and information... it really demands a lot of experience!

The responsibilities shouldered by media content designers include:

Co-ordinating with the project manager and content experts to develop the multimedia concept
Decide which media is best suited to present specific piece of information

Design the media contents and sequences

Co-ordinate with designers and animators for possible modifications and revisions

000D

Co-ordinate with the project manager in evolving the storyboard

23.15 Graphic designers and artists

Graphic designers develop all the still graphics required for the project - including content design graphics and interface
design graphics. They should be a master of at least one photo editing tool and one digital drawing tool. They have
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to pcrlceive the graphics contents from the media designer’s point of view and develop them accordingly.

Their responsibilitics are:

a Develop all the required the graphics contents of the project - in co-ordination with the team
a Develop the interface designs and backgrounds
a Develop all auxiliary graphic material - like 3D Buttons, tool bars ctc.

They are mostly employed full time by the company and handle more than one project at any point of time.

23.16 Audio developers and artists

Audio developers develop all digital audio and synthesised audio (MIDI) files required for the project. They -usually
possess very good knowledge of cither classical or western music..and in many cases - they are players of one or
more music Instruments.

Responsibilities of audio developers are:

os, including voice-overs - as directed by the media designer

a Developing the digital audio clippin

4 Develop the music pieces for the project - including the back rround audios, either compiling from rovalty
2 g ) pHing vailty
free files available or by actual recordings

d Edit the raw audio data and convert them suitably, so that they can be embedded in the project

Their services may be full time or part time - depending upon the organisational strategies and the volume of work
involved.

23.17 Animators

Animators develop the two-dimensional and three-dimensional animations for the project,

Animators should possess a very good sense of visualisation and artistic abilities. They should also be conveniently
good at mathematics - particularly if complicated work is involved on three-dimensional platforms.

Responsibilities of the animators are:

a Develop the animation sequences involved in the project, in coordination with the media content designers
a Decide which type of animation — two dimensional or three dimensional - must be adopted for the specific

sequences and develop them accordingly

23.18 Video professionals

Video professionals develop the necessary digital video sequences required for the project.

Their responsibilities include:

a Digitise the video sequences shot by cameramen for the project -
a Edit the raw digital data and provide all necessary effects and transitions
Qa Deliver the video files in the prescribed format

23.19 Launching a career in multimedia

Like all other graduates, people who want to start-up a career in multimedia face the uphill task of getting an entry
into the industry. The major problem is that the supply of professionals scems to be much more than the demand.
I've used the term ‘seems to be’ because, in reality, companies are still hunting for talented people and are faced
with the challenge of picking the best from hundreds and thousands of applications they receive.

While there are no quick or ready made solutions to this, let me share some of my thoughts in this respect— based
on my experience in interviewing students as well as being interviewed by other professionals.
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Launching a career in multimedia consists of at least a few steps, in my opinion. They are:
Training yourself in the gencral concepts of multimedia

Specializing in the discipline which inspires you most

a
a
a Presenting yoursclf to prospective employers
a Beginning your career

a Carcer growth path

The initial problems start with proper training, Many students develop a wrong notion that joining a multimedia
training school is more than sufficient to launch them into the professional world. Unfortunately this is not true.
While training schools can teach you some of the concepts, the overall knowledge provided by them falls short of
what is required in the industry.

This is one of the main reasons why industry people hesitate to ¢cmploy new bees and prefer experienced people —
because they think new bees need to be trained for at least a few months before they can be productive. Unfortunately
this is true in most cases.

So, what is the solution?

First, be very clear that the training provided by training schools is but a starting point. You may have to work
above and beyond what is being raught — because things are changing so fast. Gaining an overall knowledge on all
aspects of multimedia is a major step. Books like this one are just meant to do that. Try to read different books on
multimedia and gain an overall understanding of the field.

See whether this is the field you really want to spend the rest of vour life or not; there is no more danger than
attempting to enter multimedia without proper interest or real aspiration — you are bound to fail sooner or later.
Take as much time as you want to make this important decision — but once decided, do not be wavered by
opportunities that may come up in other fields.

Once you have decided that you are going to make out a career in multimedia, you need to sclect specific discipline
in which you can specialize. Paragraphs in the eatlier sections of this chapter should give you some idea about the
various choices available. There is'no point in trying to be jack-of-all-trades — it'is not only counter-productive but
also dangerous in the eyes of a prospective emplover. Hence, sclect a specific carcer in multimedia that will best suit
vour talents and attitude. It is also beneficial to look at vour contacts and backgrounds in the given industry and see
where you have brighter chances of success. For example, if you have good contacts in the film industry, try exploring
three-dimensional animation or video post-production and special effects. If your circle includes publishing industry
friends, try becoming a graphics designer or layout artist,
Once you have selected your discipline in which you are going to specialize, try to gather as much material as possible
on the topic - books, magazines, product manuals, web pages — all of them. Select the tool or set of tools in which
you need to specialize and get comfortable with it — working day and night. Take care nof to become too dependent
on a specific tool — concentrate on the concepts, rather than what menu has which effect and so on. This very book
is a good example for learning concepts, which are independent of specific tools, as much as possible. The reason
why I'm stressing this point is that a prospective employer may ask you whether you have exposure to certain tool
which vou may not have heard of. You must be confident enough to answer him that most of your knowledge is
concept oriented and not product oriented — and hence you will be flexible enough to pick up any tool in which
you have no exposure. This increases vour chance of being employed.
After getting comfortable with the tools, it is time to think about 2 project or projects that will show case your
talents. Unfortunately, most students attach little ot no importance to this very critical step, which results in very
weak demonstration of capabilities in the eyes of a prospective employer. It is sad to note that many training schools
and even regular colleges do not provide enough guidance to complete a good project that will look professional
and is of industry standard. Projects continue to.remain as a mere academic formality whereas they can potentially
become your gateway to successful entry into multimedia companies.
Whether it is a group project or an individual project, it is important to assign yourself a specific role and try to do
&
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justification to your work. The project should showcase all the potential talents you have gathered — it can probably
speak more about you father than your ten-page resume. It is a concrete proof of your capability.

Project concepts should be very unique and should stand out in the crowd as much as possible. Many professional
studios around the globe are rccci%'ing hundreds of videotapes every day that show case the specific talents of the
individual. Prepare one for your own, preferably in a CD-ROM and keep it ready before vou start applying for
jobs. If you are ever called for an interview, go with a laptop and ask for some time (not more than three to five
minutes) to showease what you have done. Rather than looking at your papers, a prospective employer will be
much happier to sce a live work in front of them.

Within these few minutes, you must demonstrate all vou know — vour creativity, unique way of looking at things, an
impressive project concept as well as your command over the tool. Hence you can see very well how important the
project concept is. This project to be demonstrated could well be a flash web page, a three-dimensional rendering
or a video post-production work. 1f possible, do host a portion of your project on the web and give the URL
reference on your resume.

Once your project is ready, it is time to score a few points above the rest so that vou stand-out from hundreds and
thousand others who have applied for jobs. One good means of scoring is to participate in international competitions.
Many magazines across the globe, which specialize in multimedia subjects, cc nduct pcrindic competitions and showcase
the best entrics. For example, there are at least a dozen magazines on three-dimensional computing and these magazines
conduct monthly and annual competitions for the best three-dimensional images / animation entries. There are also
national and international fairs in which you can showcase vour work. Whether you win a prize or not, it is important
to show that you had participated in these events. That adds ot of weight to your potentials.

Please do not wait for an application to be posted in papers. Paper advertisements are seen by thousands ot people
and there is a heavy rush alwavs, Hence, be pro- active and collect all the addresses of vour prospective employers
or those companies in which you want to work — and start sending resumes and vour works.

Phrase a decent covering letter and do not draft the usual “sir 1 am a student who graduated in so and so institution
and I will be grateful if you can give me any job in your company” ete. Be specific on your talents and the job you
would like to undertake. Sound confidant and let neither pleading nor arrogant tone come into vour letter. List out
what arc all the talents and capabilitics you possess and detail how useful vou will be for the said company. If vou
have hosted your projects on the web, do reference it in the covering letter irselt — apare from bio data.

Please do not draft a generic “all-purpose” covering letter, Nerox it and send it to all companies. Your resume can
be the same — but not the covering letter. Be very specific about the company and try to substantiate why they
should employ vou. A good covering letter cannot be written i vou do not have a decent knowledge of the different
activities of the company — this is no difficulty, since most of them have a web presence. Get the URL of the
company you are going to apply and learn all their different business activities before sending the application.
Whether vou are a student or a professional, whether you have industry experience or-not, your bio data should
necessarily contain the details of at least a few projeets. Derailing a single projeet done at the fag end of the semesters
— as a part of academic curriculum, is unlikely to impress the emplovers. Instead, involve vourselves in solid projects
as and when vou find time and try to tell what vou did in vour bio data. Project should involve reasonable work —
any work that spans below one month of man-days is not a serious project at all. Henee try to think of unique
concepts and work to complete it

Remember that vour skill scts and creativity are the greatest asscts. It may take 2 while before ir catches the eves of
the right person — hence be patient till you get the right opportunity. If you have already got quite a few opportunities
but were not recruited in, then vou need to do a serious analvsis of how things can be improved for better prospects.
If vou can implement even 50% what [ have detailed in these paragraphs, vour opportunitics of success are pretey

bright!

23.20 Summary

The growth of multimedia technology has resulted in a number of carcers in different sectors, These include carcers
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in digital imaging, animation, video postproduction and authoring. A number of existing businesses like publishing
and broadcast, advertising, entertainment and movie studios offer opportunities to creative professionals.

A multimedia team is a heterogencous mix of people with varied talents - it includes graphic designers, media content
developers, copywriters, animators, video professionals, multimedia authors and programmers - all reporting to the
project manager.

Launching a carcer in mulimedia depends on proper training, attitude, presentation and project experience.



