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Student Resource 2.1
Anticipation Guide: Introduction to Digital Media
Student Name:_______________________________________________________ Date:___________
Directions: For each of the statements below, underline “I agree” if you think the statement is accurate or “I disagree” if you disagree with it. Write one reason to explain your guess. Then take notes on what you learn during the “Introduction to Digital Media” PowerPoint.
	Computers can hold both analog and digital information.  

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	

	Digital media is clearly superior to analog and other nondigital media.  

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	

	Digitalization of music has weakened music sales around the world.

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	

	The movie projectors in theaters are mostly digitized.

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	




	Digital radio broadcasting will fully replace analog broadcasting soon.  

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	

	All television broadcasts are digital and have been since 2009, and analog televisions no longer work in the United States.  

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	

	Standard definition (SD) works on both analog and digital televisions, while high definition (HD) works only on digital televisions.

	My guess:
	     I agree            I disagree

	My reason:
	

	I learned:
	


Student Resource 2.2
Reading: Introduction to Digital Media
[image: ]
In this presentation, we will explore:
· The differences between digital and analog media
· Ways we encounter digital and analog media in daily life
· How digital media is changing the way we live
· Some of the specific changes to broadcast video that affect the way we will approach video in this course
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Before explaining what digital media is, it’s important to understand media in modern society. Media is everywhere. It’s television, newspapers, and radio. It’s books and billboards and everything on the Internet. It’s paintings and sculptures in museums. Media is anything people use to communicate with one another. The average person in an urban environment is exposed to 3,000+ media impressions a day for advertising, and another 1,000 for nonadvertising, according to the Union of Concerned Scientists website. 
Different media use different technology. Books, newspapers, and magazines use paper and ink technologies. Traditional artists, like painters, use canvas and paint to create images. 
Digital media is the latest technological advance in communication. Digital media refers to text, images, and sounds that a computer can understand. The word digital comes from a Latin word meaning “finger.” Because people count with their fingers, the word digit came to mean “number.” Because computers only understand numbers, the word digital has come to refer to anything created with computer technology.
YouTube is 100% digital media. The text, graphics, and videos on YouTube are all in a format a computer can understand, a digital format. Some video content starts out in a nondigital format and has to be digitized, or converted to a format a computer can work with, before it can be included in a video. For example, paper drawings or photographs can be scanned into a computer and used in a video.
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Analog means that a sound or an image is recorded based on the same technology employed by the human ear. A look at how the ear hears sound provides a good example of analog technology: sound travels through the air in waves. When these waves hit your eardrums, you hear a sound. Analog technology typically records sound waves on tape.
In analog technology, a wave is recorded or used in its original form. So, for example, the grooves on a vinyl record are directly related to the sound waves, and the needle moves accordingly and turns its vibrations into amplified sound waves. Tape technology uses magnetic particles to record the sound waves.
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In digital technology, the analog wave is sampled at some interval and then turned into numbers that are stored in the digital device. To play the music on a CD, the numbers are turned into a voltage wave that approximates the original wave. 
The following are two big advantages of digital technology:
·  The recording does not degrade over time. As long as the numbers can be read, you always get exactly the same wave.
·  Groups of numbers can often be compressed by finding patterns in them. 
This results in smaller file sizes without compromising quality. This significantly reduces storage space and the bandwidth required for delivery. 
[image: ]
Print media is anything you read on paper. Physical copies of newspapers, books, magazines, cartoons, and billboards are all print media. Not long ago, it was common for lots of families to buy their children a set of encyclopedias, like the Encyclopedia Britannica. Nowadays, encyclopedias have been replaced entirely by free websites such as Wikipedia or Google Search. The sales of maps and atlases have also dropped as people use services like Google Maps or MapQuest to get directions. Even billboards are going high-tech, such as those in Times Square in New York City.
Almost always, print media is prepared on computers and sent to the printer in digital format. It is also common to digitize (scan) film photos and hand-drawn cartoons before printing them.
Printed newspapers still exist, of course, but fewer people buy them as more and more readers get their news online. Many media futurists anticipate there will be only three or four national newspapers within 5–10 years. 
There are also digital versions of magazines and books, but for now, readers of established magazines still seem to like printed versions better.
[image: ]
All recorded music, whether it’s made using traditional instruments or digitally, is increasingly sold digitally. It’s been a long time since records and cassettes were the most popular ways to buy music. Digital compact discs (CDs) started replacing them more than 30 years ago. Now, sales of CDs in the United States drop every year in favor of digital music downloads from services such as Apple’s iTunes Store. Online streaming music sites such as Spotify and Pandora have created a fast-growing digital market, giving listeners more choices in how to get their music.
Live concerts will never go away, but today they are almost always recorded to digital tape. Also, it has become increasingly popular to make music on computers with programs such as Apple’s GarageBand. Software like this has prerecorded tracks of musical elements called loops that can be combined to make a song. Other software lets musicians plug instruments into computers to record original music tracks digitally. 
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Several large camera manufacturers—Nikon, Olympus, and Kodak—have stopped making film cameras. There are two main reasons for this: (1) the image quality from a digital camera is now as good as that from a film camera and (2) using a digital camera provides instant gratification. A picture in a digital camera can be looked at instantly, deleted if the user doesn’t like it, and then reshot. And, since the images are downloaded to a computer, there’s no film development time or expense to worry about. Digital images can also be retouched or changed using software such as Adobe Photoshop.
In the future, only specialty artists may use film cameras, while most other professionals and consumers will take photos with digital cameras.
Film pictures are more difficult to share than digital ones. Digital photos are much easier to organize on a computer using free software such as Google’s Photos. They can also be uploaded to websites such as Flickr, posted to personal websites, or sent in emails.
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In the past, video’s quality was considered to be vastly inferior to film. Video was only good enough for the TV news, documentaries, and sitcoms. In 2002, Star Wars Episode II: Attack of the Clones was the first major movie shot using high-definition video cameras. Today, most big-budget movies are still shot on film, but this is rapidly changing as the technology has improved. Now, professional HD video cameras like the RED and Arri Alexa have increased in popularity on big-budget films. 
Directors such as David Fincher (The Social Network, The Girl with the Dragon Tattoo), James Cameron (Avatar, Titanic) and Peter Jackson (Lord of the Rings, King Kong) have embraced digital cameras and no longer shoot on film. Avatar, the highest grossing film of all time, was shot digitally.   
Arri and Panavision no longer make motion picture film cameras and have shifted their focus to digital cameras. Facilities that develop motion picture film are closing worldwide. Editing and visual effects are all done on computers. 
Only a few theaters still show movies using analog film projectors, even though showing them digitally is cheaper. To show films using an analog film projector, the digitized version must be transferred from the computer back to film after all the editing and effects are complete; the film is then duplicated and sent to the theaters.  
Digital video has also brought movie making to the people. This doesn’t just mean YouTube–style videos. Now almost any independent filmmaker can shoot, edit, and distribute a feature-length movie.
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It’s easy to get lost in YouTube, surfing for quirky videos and sharing them with friends. It’s the most popular video-sharing website on the planet.
The site is so popular that on October 6, 2006, YouTube founders Chad Hurley and Steve Chen posted their own video announcing that they’d sold YouTube to that other giant of the digital age, Google, for $1.6 billion. 
Just what did Google get for its money? On the technical side, Google got a video-sharing website. But what it really purchased was the YouTube community: a worldwide community of video fans creating, sharing, and enjoying video content.
YouTube enables the community to do most of the work, creating and enjoying the videos. All YouTube needs to do is host the videos and place banner ads on popular videos, thus collecting lots of advertising revenue thanks to the millions of viewers. Content creators with popular videos enjoy a small percentage of the revenues created by the ads, meaning more money for more views.
So, YouTube and Google, and Amazon before them, have been leading the way in the transition to digital media. But what exactly is digital media? And what isn’t digital media? 
[image: C:\Users\Mika\Documents\Pearson\2014\June\25\DigitalVideo_Lesson2_Presentation_ROOT_062414\Slide10.JPG]
The change from analog TV technology to digital TV (DTV) took place between 2007 and 2009. Starting in 2007, all new TV sets designed to receive over-the-air signals had to come with a tuner that could receive digital broadcasts. This change was ordered by the federal government. The FCC ordered that all US TV broadcasts had to be exclusively digital by 2009.
A digital TV signal is better than an analog one. First, the digital signal is cleaner. It is not as likely to be distorted as an analog one: there is less “noise” or color errors in the picture. It is possible, however, for a digital signal to be dropped, as happens with cell phone signals. Since most homes get their TV signals from cable or satellite, this is not expected to be a big problem. 
A digital signal also carries more information than an analog one. Broadcasters can choose to use this extra “bandwidth” to:
· Send high-definition TV (HDTV) programs for much better picture and sound quality
· Send several standard-definition TV (SDTV) programs at once (multicasting)
· Offer interactive video and data services that are impossible with analog signals
The changes going on in broadcast TV are also happening in broadcast radio for the same reasons: better quality and higher bandwidth. Unlike DTV, though, digital radio hasn’t replaced traditional analog radio. It is offered alongside it. Those who want HD radio have to buy a tuner that can read the digital signal. Analog radios are still sold and in use. Radio will continue to broadcast on both channels for many years to come.
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Digital TV can broadcast in high definition.
Image quality in video technology is discussed in terms of standard definition (SD) and high definition (HD). The difference is not only in how clear and crisp the image is but also its size. SDTV is the picture quality and size that Americans have been seeing on their TV screens for the past 50 years. SDTV can be broadcast over an analog or a digital signal. Compared to standard definition, HDTV offers image quality that is much, much better in terms of color and clarity. But, higher quality means much more data has to be sent, and HDTV can be broadcast only over higher-bandwidth digital signals.
The size and shape of the picture, called the aspect ratio, is another difference between SD and HD. SD images usually fit a traditional TV screen: 4 units across by 3 units high, or 4:3. HD, on the other hand, looks more like a movie: 16 units across by 9 units high. This is also known as wide-screen. SD can also be displayed on a 16:9 screen by pillar-boxing the image.
[image: ]
Digital media has changed the way we live. 

Student Resource 2.3
Reading: Digital Media Tools and Roles
The Digital Age began fewer than 35 years ago. It is new and changing fast. Textbooks can’t keep up with the new words and definitions. As creative people stretch the boundaries to create and present media, lines will blur, and terms will change. This is especially true as digital media becomes more and more complex. 
Creating Written Words (Text) 
Writers are necessary for any digital media project. In book publishing, writers produce the main content. Copywriters produce much of the writing in magazines and on the web, and the text that they produce is called copy. Copy can vary in length from a single phrase or sentence to an article of several pages. In video, scriptwriters write dialogue for actors or for a narrator. 
Writing Applications 
The most common tool in use today to generate text is Microsoft Word (*.doc or *.docx) or a plain text editor (*.txt). Examples of text editors are Notepad on a PC and TextEdit on a Macintosh. Scriptwriters often use special scriptwriting software such as Final Draft (*.fdt). 
The Computer Gear You Need  
Text files are typically very small. A basic computer setup with a printer and an Internet connection is all that is required.  
Sharing Documents with Others  
In many offices, documents are often simply printed, copied, and handed out. This is changing, though, and some companies now work using only digital documents with file sharing services like Google Drive and Dropbox.
In magazines, the text is copied into page layout programs like Adobe InDesign or QuarkXPress before being sent for printing. Pages are often posted on the Internet or sent via email in their original format—that is, as a Microsoft Word (*.doc or *.docx) file.  
On the web, text is placed into an HTML document (*.html), a special kind of text file, before being posted to a website.  
In video, scripts are printed out and memorized by actors or loaded into a teleprompter for the newsperson or other talent to read while looking at and talking into the camera. 
Creating Graphic Images and Graphic Text 
Graphic designers and illustrators create images, graphic text, titles, and logos for every type of publication—in print, on the web, and on billboards and posters, to name a few. Many illustrators (and cartoonists) draw using traditional tools (pencil, paper, ink, etc.) and then digitize the images by scanning them into the computer. Likewise, photos from film cameras can be scanned into computers. Digital illustrators create their drawings using software such as Adobe Illustrator. Photographers using digital cameras can connect them directly to a computer and download the digital images.  
Drawing/Image Manipulation Applications 
Most graphic designers use Adobe Photoshop (*.psd) to digitally manipulate photographic images and graphics for video and the web, and Adobe Illustrator (*.ai) to create illustrations and graphics for print media. Photoshop is a pixel-based program, and Illustrator is vector based. 
The Computer Gear You Need 
Working in graphics-intensive programs such as Photoshop and Illustrator is quite demanding on a computer’s resources. Also, the files may be quite large. In general, graphic designers need the fastest computers they can afford, loaded with the most RAM possible. They also need external hard drives to store all the images.  
Sharing Graphics with Others 
For print, the original files are sent to a printing house. 
For the web, original files are much too large, so they must be converted to smaller, web-friendly formats. The most common image formats used on the web are as follows: 
GIF: Best for nonphotographic images, such as icons.
JPEG/JPG: Best for photos, banners, and logos.
PNG: Similar to GIF but capable of much higher quality. 
Creating Motion Graphics  
Motion graphic designers create banner ads, product demonstrations, and tutorials for the web. They also create animations for every kind of video production. Examples of their work include corporate and wedding videos, news stories and documentaries, and the opening titles for films and television shows. Animators create digital cartoons for the web and video. For video and film, a compositor is a visual effects artist responsible for combining images from different sources such as video, film, computer-generated 3-D imagery, 2-D animations, matte paintings, photographs, and text.  
Motion Graphics Applications 
Motion graphics and animation work for the web is output almost exclusively in HTML5. Both Adobe Flash and Silverlight are obsolete. (Flash in January 2021, and Silverlight in October 2021). Animation for film is usually done in Autodesk’s Maya. Although there is some overlap in application use, motion graphic artists primarily use Adobe After Effects or Apple Motion for 2-D motion graphics; there is also some 3-D applications like Autodesk’s 3Ds Max. 
The Computer Gear You Need 
Animators for film and compositors are not so lucky—in most cases, they need the most powerful computers, fitted with as much RAM as possible and with special high-end graphics cards. 
Creating Websites 
Broadly speaking, there are two kinds of websites: static and dynamic. On static websites, the audience simply reads information or views images. Every visitor navigates from page to page in the same way and sees exactly the same content. Dynamic websites, on the other hand, provide some degree of interactivity. Based on user input, the website responds differently to different uses. An example is Amazon.com, a site that, by using files called cookies, can “remember” information about visitors and recommend products based on purchase history. Users can also interact with each other by publicly reviewing products and then commenting on other users’ reviews.
Static website development can be divided into three stages—planning, design, and production—and different roles apply to each stage. In the planning stage, an information architect may help a company define the goals of a website, identify the website’s audience, and organize its content in a logical manner. In the design phase, interaction designers take the blueprint created by the information architect and design mock-ups of how the website will look, including the buttons and other mechanisms the visitors will use to navigate the site. In the production phase, graphic designers create the images, and “coders” create the website’s underlying structure using HTML, CSS, JavaScript, and other web technologies. On small projects, it is common for one or two people to perform all these functions. On large projects, there are usually teams of people performing each of these functions.
Applications Used in Website Development 
Website designers often use Adobe Photoshop for image preparation and mock-ups of graphics and layout. Adobe Dreamweaver is commonly used for authoring. More recently, the use of blog software like WordPress & Tumblr has significantly changed web development, as well as website builders like Wix, Weebly, and SquareSpace.
The Computer Gear You Need 
Since small file size is crucial for website performance, the computing requirements for static websites are minimal. You shouldn’t need any special equipment beyond what a basic graphic designer might want. 
Sharing Websites with Others 
The process of posting websites to the Internet involves copying files created locally on a computer to a public access server. Once the site is posted, anyone can access it by typing its web address, or URL, into a web browser. 
Creating Videos 
The creation of a small video project can be divided into three stages: pre-production, production, and post-production. Different roles apply to each stage. A small video project with a simple script can be done by a single person performing all the roles, as often happens with YouTube videos. But most small-scale professional video productions require teams of two to six people performing multiple roles. 
In the pre-production stage, a screenwriter/director chooses a story, does research, casts characters, writes a script or a pitch, and decides how he or she wants to tell the story visually. Often in fiction films, a storyboard artist will create a series of drawings of key scenes in the story. 
In production, the director of photography (DP) works with the director to determine how a scene or an interview will be framed and what lighting to use. The DP may also operate the main camera, and on multicamera shoots, the DP directs other camera operators. A sound mixer may also be needed to place microphones and monitor and record the audio. Crew members typically share multiple responsibilities setting up lights, microphones, and other equipment. Often, a production assistant (PA) helps transport equipment and performs other necessary tasks. An assistant director (AD) or Associate Producer (AP) may be in charge of keeping everyone on schedule, communicating with crew/cast members to give them call times, and so on. 
Once the video is shot, it goes into post-production. A video editor uses raw video footage to cut the video into a story under the director’s supervision. The film goes through several cuts and versions, with screening and reviews, before arriving at “picture lock,” meaning no more edits will be made. Then a composer is brought in to add music to the video, and a sound editor will combine all the sound—dialogue, music, and sound effects—into the final “mix.” A colorist may color-correct and grade the footage, giving it an overall look and feel according to the director’s requests for style and mood. A graphic designer may create a title sequence with motion graphics. An animator may add animations of maps and other elements. After post-production, the film enters into the distribution phase. This includes showing the film at festivals and theaters, through streaming services, on the web, and in some cases, publishing on a DVD.
Applications Used in Video Development 
Many scriptwriters use specialized scriptwriting software such as Final Draft, though Microsoft Word can be used as well. In post-production, Avid is widely used for professional editing in prime-time TV, national commercial, and feature film production. In recent years, video editing solutions such as Apple’s Final Cut Pro (Mac only) and Adobe’s Premiere Pro (Mac/PC) have become increasingly popular among both professionals and amateurs. There are many, many other video editing applications that may be free, bundled with software such as iMovie (Mac) or Movie Maker (PC), or available for purchase. For sound mixing, Avid Pro Tools is widely used, as is Adobe Audition. 
The Computer Gear You Need 
As suggested earlier, the computing requirements for video editing are extremely high. Professionals may dedicate entire rooms, known as editing suites, to all the computers, monitors, and speakers required for high-end post-production, although a fairly recent high-end computer model is sufficient for most nonprofessional applications.
Sharing Video with Others 
Video is distributed on the web using video players that allow users to run the movies directly on a web page. YouTube uses HTML5 to play videos, but many other players are available, such as Apple’s QuickTime Player, and Vimeo. Video can also be downloaded from the web directly or via podcasts (played on a mobile device), and it can also be distributed discs. And, of course, video is broadcast on television and can even be “blown up” to film and shown in theaters.
Student Resource 2.4
Reference Material: 
Digital Media Software and Hardware 
This resource provides some charts that help to organize information about the hardware and software requirements for different types of digital media. These charts are reference material in that you can look up the information you need to, rather than reading the charts from beginning to end. Use these charts as a reference as you work on your poster in this lesson. You will also want to use these charts as a reference throughout the Digital Video Production course whenever you need to know anything about hardware or software requirements.
Types of Digital Media 
This chart shows one way to separate the types of digital media to better understand how and why they are used.
	Type of Digital Media 
	Examples 
	File Types 
	Best Used For 

	Digital text: Words displayed electronically on a digital device, usually as sentences and paragraphs. Does not include text within a part of a graphic image.
	Website text 
Email
Instant messages
Blogs
	HTML 
XML 
TXT
DOCX
	Informal, real-time communication (e.g., email, instant messages) 
Information that frequently changes (e.g., website text and blogs) 

	Digital illustrations: Drawings, designs, or other images made using digital tools controlled by an artist. Artists usually do this with a tablet or a mouse pointing to specific areas on a computer screen. The artist creates digital illustrations from scratch on the computer. This is not the same as computer-generated art. Computer-generated art is made from mathematical models created by a computer artist.  
There are two main types of tools used for digital illustration:  
Bitmapped, such as Adobe Photoshop 
Vector, such as Adobe Illustrator

	Logos
Maps
Graphics (shapes, decorative elements, etc.)
Digital drawings, fine art, etc.
	TIFF
AI
PSD
JPG
GIF
PNG
	Building visual identity (e.g., logos and graphic elements)
Visual references, things hard to communicate in text alone (e.g., maps)
Digital drawings, fine art, etc.

	Digital photographs: Digital photography uses devices like digital cameras and cell phones to record an image. These have almost replaced film cameras, which record images on chemically treated paper. 
	Pictures of people, places, and things
	JPG
RAW
TIFF
GIF
PNG
PSD
	Attracting an audience; bringing people to the subject/motivating people (e.g., photos of a hotel or a house for sale)
Improving memory (e.g., photos of products/photos of the front of a store, documentation, artistic interpretation of a visual environment)                     

	Digital documents: There are lots of definitions of digital document. Usually these are documents created on a computer, including word processing files, spreadsheets, and databases. To make these easier to share, people sometimes convert them to a format such as Adobe PDF or rich text (RTF), which can be read on any computer. This way audiences can open, read, and print the files without having to own or understand the software used to make them. Sometimes the term digital document refers to a document that once existed only on paper. To make it easier to store and faster to access, it was scanned into a computer. Digital documents can be text, photos, drawings, web links, and even sound and video files.
	Scanned pre- computer documents to be archived online
Files created by a computer
	DOCX
XLS
PPT
TIFF
JPG
RTF
PDF
GIF
	Making historical documents widely accessible over the Internet (e.g., a scanned version of the Declaration of Independence)
Easy sharing and storage of reference materials (e.g., a student handbook emailed as a PDF)

	Digital video: A digital recording device captures digital video and audio. Usually this is done by a digital video camera that stores the video on a hard drive or a memory device (such as a flash card or an SD card). In most cases, digital video is also presented on an electronic device: a website, a cell phone, a cloud, or the like. On computers it can be streamed from a website, or downloaded. Digital video is also broadcast to digital televisions. Digital video can be converted to analog tape (for playback in a VCR) or even to film (for showing at movie theaters), but this is rare.
	Video of people, places, and things
Webcast
Web conference or seminar
Vidcast
Television
	MOV
MP4
MPG
MPG2
WMVF
AVI

	Communicating when  capturing motion is important 
Overviews of topics, bringing together different places in one medium (e.g., a video of teen health issues across the country)
Provoking an emotional response (e.g., a webcast of teens talking about being homeless)
Spreading specific information that is hard to communicate in still images or text (e.g., a video file from a website of how to replace your car’s spark plugs)
Accessing video digitally recorded at special or one-time events (e.g., the Super Bowl’s halftime show posted to the NFL website after the game)

	Digital audio: Sound that is either created by an electronic device or recorded into a digital device. It could be music, dialog, sound effects, ambient sounds, etc. 
	Digital recordings (such as 
MP3s and podcasts)
Live audio streamed over the Internet (e.g., during webcasts)
Radio
CDs
	AIFF
MP3
WMA
WAV

	Conveying voice, music, and other sounds.
Accessing audio digitally recorded at special or one-time events (e.g., a program posted as an MP3 file after the show aired on radio)

	Digital animation: The art of making moving images using a computer. For playback on a computer, this medium is usually referred to as a 2-D or 3-D animated sequence. For playback on film, it is also called computer-generated imagery (CGI).
	Animated logos
Interactive presentations
Animated presentations
	MOV
MPG4
WMV
SWF
FLV
AVI
	Building visual identity (e.g., logos)
Visual reference/things hard to communicate in text alone (e.g., interactive maps)
Simulations (e.g., a web tool that lets you imagine what your dream car would look like)
Education or entertainment (e.g., an animated comic book viewed online, cartoons)

	Computer-aided design (CAD): A specific type of illustration and animation used by engineers, architects, and others to plan and make complicated objects. A CAD artist needs special software, training, and sometimes customized hardware to draw 2-D and 3-D images.
	Detailed manufacturing plans
	DWG
DMS
DWF
LIB
MIN
	Visual reference/things hard to communicate in text or simple images (e.g., a diagram of the inside of a computer motherboard)
Detailed blueprints (e.g., a series of files that outline the materials needed to build a house, with detailed instructions on how to put them together)

	Multimedia: Multimedia uses more than one form of information content and processing (e.g., text, audio, graphics, animation, video, interactivity) to inform or entertain an audience (users). Multimedia also refers to (but does not only mean) using electronic media to store and experience multimedia content. Multimedia is like traditional mixed media in fine art, but with a broader scope. The term rich media refers to the same things as interactive multimedia. Most videos and films are multimedia, since they employ all or most of the above elements.
	Presentations
Computer games
	MOV
MPG1
MPG2
MPG3
MPG4
SWF
FLV
WMV
	Giving information in an interactive way, using several media types for greater impact (e.g., an interactive CD/DVD presentation with video, still images, animation, narration, and text to explain how to use a sewing machine)
Giving a media-rich, engaging user experience (e.g., huge multiplayer online role-playing games like World of Warcraft)




Basic Computing Requirements for Graphics-Intensive Digital Media 
In general, the software programs needed to create digital video require 1) the fastest processor you can afford, 2) the most RAM you can afford, and 3) as much disk space for storage as you can afford. Let’s quickly review these components. 
	Processor
	The processor (also called a CPU) is a computer’s engine. The more advanced and powerful the processor, the smoother and faster power-hungry applications will run. The fastest computers have two or more processors working at the same time. 

	RAM
	The more random-access memory (RAM) a computer has, the more work the computer can do before it begins to slow down. Next to the CPU itself, RAM is the most important item that affects computer performance. 

	Hard disk space
	A hard disk is a parking lot for software applications and files. Desktop computers typically offer between 80 gigabytes (GB) and 1 terabyte (TB) of internal hard disk space. Storage space is important when working with the large files found in video technology. It is also preferable to equip a video editing system with multiple drives to improve speed, to separate the applications from the projects, and to provide redundancy if a drive fails. 



Graphic designers need more computer power than most users. Video editing and compositing take a lot of computing power. It is important to check your editing software for the minimum hardware requirements. The following table shows the minimum computer requirements for getting started in these fields. 
	Component
	Graphic Designer
	Video Editor/Compositor

	Processor
	Intel processor
	Multiprocessor system

	RAM
	8GB of RAM
	32GB of RAM

	Disk space  
	Several hundred gigabytes is a good place to start.
	Video files are enormous and disk space is always a problem, particularly for HD footage. Hundreds of gigabytes, and even terabytes, of storage are needed.

	Monitor resolution
	1920 x 1080 monitor resolution or greater
	1920 x 1080  monitor resolution or greater

	Video card
	192-bit video card with at least 6 GB of memory

	Nvidia card is recommended


	Internet
	Broadband Internet connection
	Broadband Internet connection

	Ports
	USB ports are often sufficient for data transfers.
	The enormous size of video files requires very fast connections for efficient data transfer. Thunderbolt and USB 3 connectors are much faster than FireWire. For large projects involving high-resolution video, linking multiple drives together in a configuration known as RAID will be necessary.  



Computer Peripherals for Graphics-Intensive Digital Media 
Both graphic designers and video editors require additional equipment to get their jobs done properly. Their needs, though, do not often overlap.
	Component
	Graphic Designer
	Video Editor/Compositor

	Graphics tablet
	Simulates drawing with a pen. Useful with Illustrator, Flash, or other drawing programs.  
	Many compositors and motion graphic designers work with a graphics tablet like a Wacom pad.

	Scanner
	Used to scan in images to include in a design.
	Used to scan in images to include in a design.

	Printers 
	Some graphic designers may require high-end color printers to produce proofs of their work, or printers that print nonstandard sizes. 
	N/A

	Speakers
	N/A
	Sound is a vital part of video. In a professional setting, special “sound monitors” or speakers are required to ensure consistent playback on different systems. For example, playback on laptop speakers may require adjusting and raising the audio output levels. 

	Television monitors
	N/A
	The color schemes used by computer screens and television displays are quite different. If producing for television, a video editor needs an NTSC (standard TV) monitor for video to be shown on SD television, and/or an HD monitor for video to be shown on HD television. 

	External CD/DVD burner/duplicator
	An internal burner that comes with the computer is good enough for most graphic design needs. 
	If producing CDs/DVDs for general distribution, a dedicated burner or duplicator helps to ensure the DVD will play back properly on multiple systems. 

	External hard drives
	You can use an internal hard drive to store files but will eventually need additional drives as storage space runs out.
	Most editors work off at least two external hard drives per project: one active, and a duplicate drive with a scheduled backup timer (using apps like SuperDuper or Carbon Copy Cloner). A backup drive is essential, as hard drives are known to fail. Additionally, some production houses copy all original media to Blu-ray Disc or LTO tape drives and store it off-site in case of fire, flood, or other incidents that would damage material.



Student Resource 2.5
Assignment: Trends in Digital Media Mini-Poster
Step One: Choose and Research Your Trend
Directions: Following your teacher’s instructions, use the Internet to search for new trends and current information about your chosen topic. Take notes on your topic to reflect the most current information. 
Your notes should answer the following questions:
What new tools are on the rise?
What upcoming technologies should we watch for?
What technologies have been phased out and why?
As the Digital Age matures, people are experimenting with ways to create and share digital media. Technological improvements, more powerful tools, and a generation that has grown up with computers will make change occur more and more rapidly. Some things to watch out for include the following: 

Content personalization: 
[Example: Customizing a Yahoo! home page with your favorite topics] 


User-generated content: 
[Example: Uploading photos and videos to Facebook] 

Web video: 
[Example: Watching videos on YouTube]


Advertising: 
[Example: Banner ads on websites]


Web rich media:  
[Example: Interactive presentations on websites]


Wireless/mobile communications: 
[Example: Using an iPhone for email]


Video recording media: 
[Example: Handheld digital video cameras]


Step Two: Organize Your Information
Directions: With your group, determine the key elements of your digital trend. Consider the following:
Can you describe the trend in simple terms?
How has the trend changed over time?
Where can you find the trend in real life? In the media? Elsewhere?
What images would best illustrate the trend?

Step Three: Create a Mini-Poster
Directions: With your group, develop a mini-poster about your chosen digital trend, and prepare to present it to the class in a gallery walk. Your teacher will provide a sample mini-poster for you to use as a guide. Review the assessment criteria below before you begin work. 
Make sure each member of your group is responsible for some aspect of the poster—such as writing, drawing, or additional research.
Your mini-poster should include the following:
A title
A short description of the digital trend
A list of places where you can see the trend in action (movies, websites, video games, etc.)
A visual representation of the digital trend: either a drawing or a printed photo (screenshot or JPEG) with a label explaining what you are showing

Make sure your poster meets or exceeds the following assessment criteria:
The mini-poster describes a current digital trend and presents accurate and relevant information.
The mini-poster gives clear examples of where to find the current trend in today’s world.
The mini-poster demonstrates an understanding of the trend with clear descriptions and effective visuals.
The mini-poster shows creativity and flexible thinking and expands on ideas in new and unique ways.
The mini-poster is neat and easy to read.
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Digital technology turns sound waves and video

sic-;nals into numbers

Digital technology includes digital cameras, smart
phones, and drones

Advantages of digital technology:

« The stored information does not usually degrade over
time.

« Groups of numbers can often be compressed by finding
patterns in them.
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Digitization is affecting print publications
B

- Creation: Print media is prepared on computers
and sent to the printer in digital format.

- Sharing: Printed newspapers, magazines, and
books have given way to digital formats.

What are some examples of
print media that are part of
your daily life? Which are
analog, and which are digital?
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Digitization is affecting the music industry

- Creation: Music is captured right to a drive for
mixing and processing with a computer.

- Sharing: MP3, MP4, thumb drives, or cloud

What are some examples of
musical media that are part of
your daily life? Which are
analog, and which are digital?





image7.JPG
Digitization is affecting photography
B

« Creation: Digital cameras are much more popular
than film cameras.

- Sharing: Images are now mostly organized on a
personal computer, website, cloud, and printed
using a digital printer.

What are some examples of
photographic media that are
part of your daily life? Which
are analog, and which are
digital?
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Digitization is affecting movies (video/film)
B

Creation:

« Most big-budget films are shot
digitally.

« Many independent filmmakers use
digital video for everything.

Sharing:

« In 2020, all cinemas have digital projection; analog is a thing
of the past (although there are still a few locations that use
it).

« In homes, movies are usually viewed digitally through
compressed videos or streaming applications.
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YouTube is a leader in the trend toward digital media
B

How the YouTube Model Works

CREATING SHARING ENJOYING

CONTENT CONTENT CONTENT

(video clips) (website) = (audience)
Camera person = Interactive designers = The public with
Video editor Web designers computers and
Sound mixer Web engineers Internet access

Audience affects content by
providing comments and

In what ways do you video responses, resulting in
use YouTube? more content.
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Television broadcasting has gone completely digital
B

Advantages of digital broadcasting:
- A digital signal is “cleaner.”

- A digital signal carries more information than an
analog signal.

« Switching TV broadcasting to digital signals means

that the analog signals can be used for other
purposes.
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Digital TV can broadcast in high definition
B

4 16
3 9
Standard-Definition High-Definition
Aspect Ratio Aspect Ratio

Where have you seen screens with
these different aspect ratios?
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Digital media is everywhere!
B

Digital media has changed the way we:
« Read books

Listen to music

Take photographs

See movies

Read and consume news

Experience television

How else do you believe digital media has (or will)
change the way we live?
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Digital Video Production

Unit 1, Lesson 2

Introduction to Digital Media
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Digital media is a subset of all media
B

Media is anything people
use to communicate, such
as TV, newspapers,
paintings, radio, photos, or
billboards.

Digital media is any media
in a digital format—in other
words, media that a

computer can understand The word digital
and work with. comes from a Latin

word meaning “finger.”
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Analog technology records sound waves
B

Analog technology includes record players, reel
films, VHS tapes, radio, and traditional telephones.





