KEY TERMS

Animation- representation of motion in graphics or text

Audio- live or recorded sound

Computer-Based Instruction- applications that train or teach using a computer
Games- type of multimedia that you play
Graphics- drawings, charts, diagrams, paintings, and photographs
Hypermedia- switching easily from one page to another
Interactive- allowing the user to affect the outcome of the experience
Internet- network of computers linked one to another
Media- plural of medium
Medium- any means of conveying information
Multimedia- integration of still and moving images, text, and sound
Presentation- sequences of slides 
Simulation- computer-based models of real-life situations
Software- coded instructions that tell computers how to perform tasks
Text- written words, symbols, and numbers
Transition- text moving onto the screen also called animations
Tutorial- teach skills or procedures
Video- live or recorded moving images
Virtual- invented setting that resembles a real one
Voice-Over- pre-recorded speech that can be played over something else
Web Page- tool using hypermedia to allow user to skip pages
REVIEWING KEY TERMS

1. Text

2. Multimedia

3. Simulation 

4. Software

5. Video

REVIEWING KEY FACTS

1. B. hypermedia

2. B. graphics

3. D. all of the above

4. A. glass

5. C. color

UNDERSTANDING KEY CONCEPTS

1. PLANNING A PROJECT:  I would have a basketball game. It would be advertised by a simulated video game. People would have the opportunity to play as their favorite basketball players and challenge others. I would make it a simulation because basketball is a real-life sport. Simulations are computer-based models of real-life situations. 
2. ORGANIZING INFORMATION: 

	SUBJECT: WNBA Live Forever

A Multimedia Simulation

	 TEXT
	GRAPHICS
	VIDEO 
	AUDIO
	INTERACTIVITY

	  Captions of players words and/or moves. Commentator’s comments also audible.
	Players’ pictures and actual virtual bodies. Different arenas.
	Instant replay, practice sessions
	Sounds of balls, players, crowd, etc.
	Just playing the game itself is interactivity.


TOPIC CHECKS:

PUTTING IT ALL TOGETHER
1. The types of multimedia are presentations, like a powerpoint, tutorials, like Cam Studio, simulations, like games, games, like The Sims, and Web pages, like a movie website.

2. Multimedia is hypermedia when it is open with more than one other media program or medium.

EVOLVING MULTIMEDIA TECHNOLOGY

1. Three advances in technology that contributed to the development of multimedia are laptops, faster Internet connections, and more computer manufacturing.
2. Multimedia was not as widespread as it is now because no one that was medium or lower class could afford computers.

INDENTIFYING MULTIMEDIA APPLICATIONS

1. The website www.RIZEMOVIE.com is used for recreational purposes. 

2. This site includes transitional multimedia.

EXPLORING CAREERS

1. Some real-life uses of multimedia are for classes, jobs, and entertainment.

2. Skills that are important when you prepare for a career in multimedia are knowing the computer, and being able to type.

REVIEWING CONCEPTS
1. I have encountered multimedia in every aspect of school. The media that interests me most is the entertainment and design fields.

2. I think that multimedia may evolve to wireless connections for everyone and there would be no more dial up internet.

