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o vy’ Prefence

Assalammualaikum w.h.b.

We are delighted to present this interactive eBook on Digital
Multimedia for the subject STM30493. This eBook is designed
to serve as a valuable teaching aid for instructors and a
comprehensive learning resource for students. By integrating
the fundamental concepts and applications of multimedia, we
aim to provide a rich, engaging, and flexible learning
experience.

The content of this eBook encompasses a wide array of
multimedia elements, including text, graphics, sound, video,
animation, and various interactive applications. Each section is
carefully crafted to illustrate the principles and applications of
multimedia in an interactive environment, making it accessible
and understandable for students at any time and place.

We extend our heartfelt gratitude to our colleagues and
collaborators who contributed their expertise and insights,
ensuring the quality and comprehensiveness of this eBook. We
hope that both instructors and students will find this resource
to be an invaluable tool in their educational journey.

Thank you for choosing our eBook. We wish you a fruitful and
enlightening learning experience.

Sincerely,

Suhailie binti Daud
Siti Nurr Hidayah binti Mohd Sanif
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Components of Digital Multimedia

Digital multimedia refers to the integration of
various digital media formats, such as:

1.Text

2.lmages

3.Audio

4.Video

5.Animation

6.Interactivity

To create interactive and engaging content. It
encompasses the use of computers and digital
technologies to manipulate and present these
media elements in a cohesive and compelling

way.
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1. Text
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e Text provides the narrative, instructions, and
factual data that form the core of multimedia
content.

e |t can be presented in various formats, from
simple plain text to rich, formatted text with
different fonts, styles, and sizes.

e Text can be integrated seamlessly with other
components, enhancing  the  overall
understanding and accessibility of
multimedia experiences.

o
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2. Images

e Images add visual appeal, enhance
storytelling, and provide visual context to
the multimedia content.

e |mages can be static or dynamic, with the
latter offering animation and interactivity.




2. Images

e There are various types of images used in
digital multimedia, each with its own
characteristics and applications. Some
common types include:

o Photographs

o [llustrations

o Digital Paintings
o 3D Renderings
o Vector Graphics

Source: www.behance.net & www.lapa.ninja
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3. Audio

e Audio adds another layer of depth,
emotion, and engagement to digital
multimedia.
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o Sound effects =
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Source: www.vectorstock.com

e Fach contributing to the overall
atmosphere and impact of the multimedia
experience.
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Source: www.vectorstock.com

e Audio can guide the user, set the mood,
and enhance comprehension.
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4.Video
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AQUIET PLACE

Source: www.deviantart.com

e Video brings motion and life to
multimedia:
o Content
o Capturing real-world events
o Animations
o Simulations

e [t can be:
o Live or recorded
o Used to convey information
o Tell stories
o Entertain

o
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4.Video

e \V/ideo can be integrated with other
components like text and audio, further
enriching the multimedia experience.

Source: www.deviantart.com
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5. Animation

e Animation adds a sense of:

o Dynamism and interactivity

o Bringing static images and objects to
life.

Source: www.vulture.com

e |t can be used to:
o Explain complex concepts
o |llustrate processes
o Simply add visual flair to the
multimedia content.

e Animation can enhance engagement and
make the multimedia experience more
memorable.

o



5. Animation

e Categories of animation:
o Traditional Animation
= Hand-drawn or  stop-motion
techniques

Source: www.wow-how.com

o Computer Animation
= Software programs to generate
and manipulate images

Source: www.abbeycode.com



https://wow-how.com/
https://wow-how.com/

5. Animation

o Motion Graphics
= Creating visual effects, logos, and
text-based animations for videos
and presentations.

o 3D Animation
= Create three-dimensional models
and  environments, enabling
realistic and immersive
experiences.

o Motion Capture
= Recording real-life movements
and translating them into digital
animation using specialized suits

and sensors.




6. Interactivity

e [nteractivity allows the user to engage
with the:
o Multimedia content
o Actively participating in the
experience rather than passively
consuming it.

e This can take various forms, from simple
buttons and menus to complex,
iImmersive simulations.

e |nteractivity makes multimedia
experiences more:
o Engaging
o Personal
o Educational




Construct the storyboard in
multimedia design

e A storyboard is a visual representation of the
sequence of events in a multimedia project.

e Itis acritical tool for planning and organizing
the content and flow of the project.

e Astoryboard can be used for a variety of:
o Multimedia projects
o Websites
o Presentations
o Videos
o Mobile apps

e A well-crafted storyboard can help to ensure

that the multimedia project is engaging,
informative, and easy to understand.




Construct the storyboard in
multimedia design

e Here are some of the key elements of a
storyboard:
o Frames:
» Each frame represents a different
moment in the project.

o Visual elements:
= This includes the images, graphics, and
text that will be displayed in each
frame.



https://wow-how.com/

Construct the storyboard in
multimedia design

|||||

Source: app.uxstudioteam.com

o Audio elements:
= This includes the sound effects, music,
and voiceover that will be used in each
frame.

o Transitions:
= This includes the way that the user
moves from one frame to the next.

o


https://wow-how.com/
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Construct the storyboard in
multimedia design

e Planning Stage

Outline the overall
storyline, including the
project's key elements,
sequences, and
intended message.

e Visual Design

Sketch rough layouts
for each frame,
including visual
elements, composition,
and transitions.

e Content Integration

Plan the integration of
text, graphics, audio,
video, and animation
into the storyboard,
ensuring a cohesive and
engaging multimedia

experience. ﬂ




Exercise 1
Scan the QR code to answer the question.
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VIDEO AND AUDIO EDITING







“Video as a medium for capturing and displaying moving
images, which can be recorded either digitally or on film.
The OED provides a broad view, including both traditional
film and modern digital formats, reflecting the versatility
of video as both a historical and contemporary
technology” (Oxford English Dictionary, 2024)

"A technology used for recording, playing back, and
displaying moving visual images and sound. Videos are
typically stored in digital formats like MP4 and streamed
or played on various devices” (TechTerms, 2024)

~— ®



How video WORKS

| Understanding the
Marcus Weise .
Diana Weynand process of how video
works from capture to
delivery is crucial for
content creators to ensure
the best quality and
appropriate specifications
for various uses.
Weise, M., & Weynand, D.
(2024). How video works.
Routledge.

AP D EDITIo0N Digital video technology

' has revolutionized the way
How we capture, edit, and
distribute video content,
VIDEO making it essential for
creators to understand
WORKS both the creative and
technical aspects of

FROM BROADCAST ) production.

TO THE CLOUD

< Weynand, D., & Wolf, M. J.

(2024). How video works:
From broadcast to the

cloud (7th ed.). I




Why VIDEO?

1. Communication &
Information
Dissemination

5. Documentary &

2. Entertainment
Research

4. Training and 3. Marketing and
Education Advertising

e SN,



9 Reasons Why Video Content
is So Powerful

1.
Everyone Enjoys
Video Content

3.
Video Content
Improves Seo

5.
Explain Anything
With Video

7. 0.
Video Content Is Social Media
Memorable Favours Video

Content

~— 43




Frame Rate

“The higher the number of frames per
second, the more detail we can see with
fast-moving objects in the video.”

50 fps

Mostly used for live
INALGCREWS
programs, concerts,
sports, and soap
operas.




| » REC 00:00:10 |
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When we work with video files, we need to specify a frame
size for the captured video file. This is very similar to the
image size when working with photos. There are typically
three choices when working with video files.

480p

“ahigher resolution results in a
better-quality image.”

- Richard Harrington & Peter Krogh, 2015 -

‘A



Any color in this
space is
represented as a
combination of

green, and
blue

-Nikolay S., 2022-



Adobe Premiere Rush

Clipchamp

DaVinci Resolve

Editing
Software

iMovie Kdenlive

Adobe Premiere Pro

\‘



https://www.blackmagicdesign.com/products/davinciresolve
https://www.adobe.com/products/premiere-rush.html
https://clipchamp.com/en/video-editor/
https://support.apple.com/imovie
https://kdenlive.org/

Video Implementation

Cadbury Dairy Milk - Aliens

Aquafresh toothpaste
(family - animated)




Video Implementation

Honda "Paper" by PES

14 Explainer Video Styles
for 2024

N = OBS Screen Recording with
| ———— Your Face At the Corner




Video Implementation
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Whatis

“An image is a picture or visual representation that was
created or copied and stored in electronic form. Learn about
standard digital image file formats.”

1. JPEG (Joint Photographic Experts Group)

JPEG uses lossy compression, reducing image quality with
each save. It is ideal for digital photos with many colors and
has a small file size, perfect for web use.

2. GIF (Graphics Interchange Format)

GIF uses lossless compression and is limited to 256 colors,
making it suitable for simple graphics and animations. It
supports transparency and animation but is less suitable for
detailed images.

3. PNG (Portable Network Graphics)

PNG uses lossless compression, preserving image quality. It
supports transparency and is ideal for high-quality web
graphics but typically has a larger file size than JPEG.

4. TIFF (Tagged Image File Format)

TIFF can use lossless or lossy compression and is used in
printing and professional photography for high-quality images.
It supports high-resolution images and multiple layers but has

a large file size, making it unsuitable for web use. H



How to Hold a Camera

1.Composition
Rule of Thirds

e Easy trick.

e Beautiful composition.

e Attracting attention to the shortcut method.

e The main subject is positioned off-center.

e Use1/3 or 2/3 of the entire video.

e Place the subject on any of the grid lines
(image A) or at the intersection points of the
grid (image B).

Image A




2. Background

e Keep the background as simple as possible.
e To be safe, select a white or plain colour to
highlight the subject.

e TRICK: Use a light background for brightly
coloured products (contras).

Source: "www.unsplash.com”

-



2. Background

To avoid drawing attention away from the
subject, choose a repeating, uncluttered
design for the background.

Can also blur the background.

Props can be used as long as they do not
overwhelm the main subject (including
accessories or models).

TRICK: Try a pattern or prop that can
highlight the advantages or uses of the
product.
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3. Best Time To Take Beautiful Pictures

e Sunrise Light is cooler
because there are fewer
particles in the air.

e Shoot sunrise has advantages
as well as not / many people
on the shooting location

ATRA #00
=

KoDAK PO

e

) .“.“! v |

Sourée: ’:Saiful Nang Academy
e When it comes to sunsets, it

have a multicolored nature.

e When the lights go out in the
city, the city lights go out in
the evening, and the city
lights go out in the evening.

o S
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3. Best Time To Take Beautiful Pictures

e The Golden hour is one hour
after sunrise and one hour
before sunset.

- e The sky is so beautiful, always

have to be ready.

e Blue Hour happens 2 times a
day, but only for 15-20
minutes.

- e The Blue Hour comes before

sunrise and after sunset.

KODAK PORTRA 400 f KODAK PORTRA 400

- =11 =11

Source: "Saiful Nang Academy"
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3. Best Time To Take Beautiful Pictures

e If it rains, it will rain the night
before or the day before.

£ LA e For example, when it rains

The Rain that night, tomorrow morning
go to shoot sunrise, confirm
the beautiful sky.

400 R 53 KODAK PORTRA 400

. i%ii
Tt L T8 ~ S LR
Source: "Saiful Nang Academy"

\‘
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3. Lighting

e It is safe to use soft light for all kinds of
videos, particularly product and portrait
shots.

e Soft light concentrates on the entire video
and colour and eliminates distracting
features such as excessive shadows, glare,
and so on.

e The video became pleasant to the eyes.

e TRICK: Record videos in the morning, early
afternoon, or late afternoon.

T o A e o)
- 1y e B ]
5 g
& F :
- ”
g % e oy
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https://aftersoo./ productivit/ hardh—li'gt—vs—soft-light/

o



https://aftershoot.com/productivity/hard-light-vs-soft-light/
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3. Lighting

e Hard light is frequently used to produce
dramatic effects in video.

e Clear shadows will give the video a
contrasted impact and make it look more
quality.

e Hard lighting is rarely used since it is difficult
to regulate and does not allow the subject in

the video to stand out fully.

e TRICK: Take pictures in the heat of the day (2

https://www.studiobinder.com/blog/what-is-hard-light-photography/

o



https://www.studiobinder.com/blog/what-is-hard-light-photography/

3. Lighting

3 Point Lighting
e Camera (smartphone)
e Microphone (test recording or check audio)
e Lighting (3 point lighting)
e Back light (low intensity)
e Fill light (med intensity)
e Key light (brightest 45 angle to camera)

l -Back Light

Low Intensity

Must use )
Diffusion

| -Key Light Fill Light- |
Brightest Med.Intensity

437 angle 30-75% of
to camera Key Light

Camera
(F'{:-S'iti:}r‘l about eyve Irwl:]

Source: https://www.vidsaga.com/

-




Exercise 2
Scan the QR code to answer the question.

Exercise 3
Scan the QR code to answer the question.
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