7/27/2021

CONTENTS

BMG 101_INTRO_COMP_INTERNET_211017

UNIT 1: INTRODUCTION TO COMPUTERS

1 What (s A oMU O D s S R s R T R T

1.3 What makes a cOmMpUter POWEITUI? ... iiuiccsiiisnses i s sssssss s s sass s e srasss s s s s s s ss s assna e ssnessssann s

17

17

17

17

18

T BPREEEIT ouivumuminonvncniinihonsos s e o0wiess e R 4 3 R S R M S R 18

L3 Reliability: v s o e e e e e e e o e s S e

19

L A Oy e e e e ey 19

BT SEOHTE o vwvvess srmees v smn s S B PR A Y S5 3 i e P P S SRV R A AR

19

1 DM BTG s s vwnovusuinsssnans v simsions ss vaasrg o NN oA 4 4N S o AN N TR YT TN YV oS P SR FRA AN 19

1:3.6 Versatiliby couveinmimsspmsrr s s s s s i s s 19

1.3.7 POWET Of REMEMDEITNE «oue i iee et ettt e e et see e esen e ea et ans s ea enseanss2oe are e am sae s semnnens ssarnseenes

153 R N G LRI D EINEE i srinaiensiansanessgsyn en sy sy s s e a6 e oo e SRR B4R SR A8 SRS H AR s

19

19

130 N O P EBIIITES v s sun swnsasssans e sy a0 S 8 0 S A S 5 08 U3 SRR TR h R RV 20

1.4 THE HISTORY OF COMPUTERS . c.iciiisinsnsusissssusisinsonsisisnsiisiosasassisinssossissnssnto onisn sousssssssdi osssasinsnasos
1.4.1 Types of calculating Machines

1.4.2 NAPIEI'S BOMES ..ueiieeeeesiee e reesaeeseaeete et estes e saeasesss sem s ses essaeas et ans e eee ensassenns2os ars e sem sa s semnnans et arnsesnes

20

........................................................................................................ 20

20

e ] e [ T R 22

1.4.4 Pascal’s adding & subtracting machines
1.4.5 Leibniz’s multiplication and division MAChINES ....cccocoiviieieieee et s st
1.4.6 Babbage’s analytiCal ENGINE ...uiieere et ceseieseaesars e et sessaes et nes e saesassa ses s b sae e snnen e erassensens
1.4.7 Mechanical calculator

1:5 Elactiical Calenlator v nr s g s e

BMG101: Introduction to Computers

online.fliphtml5.com/bvskm/twfl/index.html#p=24

............. 23

24

26

..................................................................................................................... 27

28

Page 1

3/15



7/27/2021

BMG 101_INTRO_COMP_INTERNET_211017

1.5.1 Modern Electronic Calculator ......oeeeeeveceiee e

1.6 Computer GEnerationNS wiinminiaimnnismismisnimsmis s i o e e e

1.6.1 First generation computers (1939-1954): Vacuum Tube

1.6.2 Second generation computers (1954-1959): TransiStors: ......cciceueereiuerieersensarees i sre s senss e srssresnes

1.6.3 Third generation computers (1959-1971): IC .....ccuvvvenee

1.6.4 Fourth generation (1939-1954): MiCrOPIOCESSOTS . c..vvreeeuereaees e resseeeearsenseessese saeseasasareeeassensens

1.6.5 Fifth generation computers (1991 & beyond) ................

1.7 TYPES OF COMPUEETS 1vreeiiiiiisssiesriasssssnsierassssssesssassessssssssssnss snsasssssssserassranss sasessasasssnssssansnssesssesnasanssss

BB WWOPKSTALIONS -« cciosavimsivemsisssimsuinsivmns sossidosnssoiorssioss o s Sou s s s ovsnanebsrsssnass i vevosn vmvav sy e ovseavsma s dos

o N 1T ) ) ey

1.9.1 Differences between Mainframe and supercomputers..

1592 CharaCtariS HCS O VI AINT LA, c1.s50m0smscarisssin s s isuivasnissinnsnnsnsisnsisnssnsysassnisnasnsnesinsons ivs o s duanansiasisasisiins

110 SUPETCOMPUTBE (v cvisiiniivnsissimivsiiima s i e e s i i e sy S s e S T Y B T

o B T L T

Hardware requirement ... ceii e e

T BTy g R OO PO OO,

UNIT 2: COMPUTER ORGANIZATION

32

................................................................ 32

33

................................................................ 34

36

................................................................ 36

38

39

40

................................................................ 42

42

43

a5

................................................................ 46

47

a7

48

48

50

220 I OB JECRIVBE . v v ssom sriiins s i 55 a5 e SR S P A iR 0 5 o 55 o S P S S R S A

2.2 Basic Computer Operations . cuiiivaniisiiismiisnivamis i siviaim s missniinm e

20 SINPU e s e
2. 2.2 PROCESSING. ...ttt st s i

BMG101: Introduction to Computers

online.fliphtml5.com/bvskm/twfl/index.html#p=24

50

50

50

4/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

3 CONTROE svisomnvvesvumunusnssonionisi s s smitsbs s s s S s o T s v e S TN 9 55
2:2.5 STORAGE :wwmmmnnsniinnssmeinnsnnnnnsnssns 56
2.3 FUNCtional UNt .. s st s s st s s s sns st sasssassassss s snassaaseas 30
2:3: 0 Arithiretici T LOZIE LN (AL susioveisimmsnasi ssessosis o o svmiass st oo 5 sV vas'vws o e e e Sns' o' 56
2.3 OOl INIE coc e avinsn et ot e e e o Y o T e i 57
2.3.3 Central Processing UNIt {CPU) ..oouooi ettt st et e e ctes s a1 s asas st st sbe saeessenasene sbasa b snes 57
2.4 MEMORY SYSTEM IN A COMPUTER ...ccrerivinsesrmrassssisissssssssssssssssssssessssssssssssssassssssssssassasssssssssssssssess 38

2.5 CAPACITY OF PRIMARY MEMORY ......cuereieeeieiiiciteeisie s anesssraeasnaessesasaranas s snssasssnensssnsnsnssnsassensssssnes DO

2.6 SECONDARY STORAGE .....ccciiiissssssnsii s s sss st sassss s sssss s srmsssss s sssssss sssssssassassssssnssasnsassas 00
ZBE IIAP IR EIE TBDE oo woinuon sy s s o e i 3 5 S 0 i e 5 A A R T A A 61
2B IR D o s S e B R e S S B R B 61
2.6.3 FIOPPY ST ettt ettt et ettt et et e e s e e e s £ e £ 24 £d et i et s ettt e e 61
A0 A O LRGN DS 07550050 v i S S S8 A A 0 4 e R A AR A AR S A R NSRS 61

UNIT 3: SOFTWARE APPLICATIONS 65

3.2.1 MAIN FEATURES OF WORD PROCESSING ..ottt s st s s bt st s s s 66

BMG101: Introduction to Computers Page 3

online.fliphtml5.com/bvskm/twfl/index.html#p=24 5/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

B A T e CrE AR NS AGNTU x s st st st i a0 e B G S A R A BB S 68
3:2:2 The Format MenUrsauss s s i s mm s nee 60
32,3 The Print O Pt on s R s 69
3.5 DESKTOPR PUBLIBHING ....innmniimnnismrmsnimmmaiiammmsmsmimmmmmminnnaiain 1
3.6 TYPES (LEVELS) OF SOFTWARE ......ccconmnimsns s sss st sassss s ssssssss srmsassssssssssns sssssssassassssssnssnsssassns 14
3.6.1 SYSTEM SOFEWATE .o vttt ettt sttt sh et e e e ebes s 21 e et et s e b saessenasene st asn b ahes 74
36, P OB AN SO WA cuisiamuns o ass sus vy avsvs s v v s S 4 e 0 8 S A B3R V34 S S e 75
3.6, 3 AR DAt O S O W By e s s oo T S S O S S B B O e L e T A 75
3.9 GRAPHICS PROGRAMS ....iiiisiiiisissssssiss s ssi s sn s sas e an s s s s s sas s s st s shasmas s sn s st s st sn sssmanan s se s s ssasnaasins 99
B TS TN s s s s o S 6 0 0 Y A AR A A B S bt s )
B0 12 WiNAOVIES: T AT AR BEI, s iosssss s a4 S 0 S SRR s b 90
B B B T B B e R s 90
31004 FRATUIES wuvtuaistiiis e et st s et st a1 b s s e e v b s 00 s s b 04 42 44 a0 Sa R a4 S48 en s aaant s b b 90
3.11.5 Support for indexed PAlBTLES .....c.ecirv ettt e et e e e et ees e enenn e es e ene e enes DL
3:12 Animation antl Video PROBFAMS .o caaimiiminsmwsimrsmiisimism s i wssisvssiio 92
3121 Computer ANIMEION suomimmimmss s s R R I R e R e 92
List of 2D @animation SOTEWAE ... et s s e b s s as s b i 93
List Of 3D aNIMAtioN PrOBIAMIS. ...ccveiiueieeeieere it e ieraaesaes s s b s s st stes e era s ereerenseasab s sresresassensessrnessesnes 9D

3.12.2 Computer-assisted vs. computer-generated ... s s s s 96

BMG101: Introduction to Computers Page 4

online.fliphtml5.com/bvskm/twfl/index.html#p=24 6/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

e BT T [T T | = g L LT 97
3:12.4:List of vided editing softWare.cvmnnnnmmmnnmnminsnamnsisamwsssas s w97
3:13 Presentation ProBrams i siiisimeisinmmbriswibsiaimisinmsns mimromr i iwiiaimmsinisinme 99
31301 FRATUTES 1u ettt et ch i et aht e st e s b 44 es e e 24 b 4 £ e bbb £ b sa s en b i 99
3.14 CommUNICItION PrOBraMS. .ocsummismsmusssssismsmssasssorssmunis snisarssasssssisunssssvsninsases snssansnassnsssnsnsssssvess D00
FE1 AL HISHERY cvuc s smmino ro s s e L S S T S R e s ek 1010
3142 CNAE ettt et et s et e b s e s Rh R £h 48 e £h 444 es s s s et e s 101
3.15 The File Transfer Protocol (FTP) ....ccusiruisissieimsssssismssssmsssrasssssssssassssssssssssssssssssssssssssassssrsssssasss 101
3.16 Chat and INStant MeSSAGINE ... ..cocvereerermrarenrneeesrescresesercresens st e semeneneseasesos o smsesesomensssnsamessresnsesesase 102
3 L6 C Nt T i s v e O BB B T N D T S B B B e Lo e s Vs 103
3.16:2 Instant: messaging (IM). :coi i mmsan i nniinsan e s 103
3.17 Project Management PrOBralmS. ... e msesssensmssssssninsssssssssmnsssnsnsssasssssnsssnsssss snsnsssssnsnnsesssssssansse L0
B T L P Tl B S S 0015 v T S P 3 S S i e e O S S s S s 104
3.17.2 Emergence of the ‘project management’ term and modernized techniques ........ccccovevecnene 105
3.17.3 The first project management products and @ss0Ciations........cveveeeveeeneerene e ceireeseeeseeescemeeeeees 105
3.17.4 SaaS and cloud-based project management SOFtWAre .......cccoceeeiiveieieesieeeieiniie e e ceeeeeeeeenees 105
3175 Tas ks AN A IVIEIBE oz vrmvmmumiansss v vvs s s s e 4 4 L a8 P S T S S 106
T O TV S s o B S T ey B B R Oy e Ly S S e 107
3.18 Integrated SOTIWANE ....c..ccceeeeee i sreseseeserasssesnsrasssasasensesarassasssesasasasesarasassssnsassrnnsnsesarnssasssassssnnsanass 108
2 E0 R 1T [ aTa st O U O OO PR OO SRR | ! . |
B RO TEFTIS o cicvissedaciesss s orin s s enss sot st S8 bl svt oS e ad e A S SRR B s S i s srsseneanie 11 3
3.21 End QUEStiONS...iiicnmeciesisaniosiasasssnsiessnmsentasisasnssesssesssassssssasassasssosasssansasasassasasnosssassssnnssssnssassanss 114

3522 ROTOIBIICBS .. o sunsesnssos sinusssnnsicosnssss Sous s enasnns Soms SaamAas R Sn s Sas i Se s ASas Ao S ris Amas s ma o wms cas we o s #mmssmms s anas £mmsne L L

UNIT 4: INPUT TO COMPUTERS 116

BMG101: Introduction to Computers Page 5

online.fliphtml5.com/bvskm/twfl/index.html#p=24 7115



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

4.2 TYPES OF INPUT HARDWARE .....c.oiciisiissnnssss st ssisissssssssssssssssssss s ssssss sesssssnsssssssssansssseassasasnssss 116
4.3.1 TYPES OF KBYDOAITS ..ottt ittt ettt ees et b b s e aese e b e e b an s ena e s b s 117
352 K OYDOEN: LEVIOUTE . cvcvcsssumsan vimivanssricsss s v astsassias s aavas o o 654 S VA S S S ¥ b S e e S 119
4.2, Koy TYDES Guimmmnimiin i i i i 2 B
4T IVIOUSE <.ttt b s bbb 4 40 bbb es iS4 44482844k e h RS S b sh s et 123
A TR AN crmnsvn sommsamssmn s oV S S Y S R T S S S 124
A 3 T OO RD A st s v s S T B L S Y T B L T B Vs 124
4:4:4 Light Penssunpemennassnsnnunsaeseineins s v iasin i snmen sy 124
B A5 TOUCR SOIEBINS . i consanassiisusnosssssis s eas 658886 003 56040453 558 4 0 0 0804 43 8 S 124
4.4.6 Digitizers: and Graphic TABIEL . i s i s i s e s sh s v va s s ssss s e ssians 124

4.6 POINT-OF-SALE (POS) TERMINAL .....ooeteeiercrenserenesareeasaneensessaaesssensasasesenseseeesansessessanssesensesseessaces 127

4.7 WHAT IS MULTIMEDIA? ...c.oiiiieniisrsssssis s s srsssssssssssssssssssssssssssssasssssssstsssasnssasassssansnsssassasassssss 127
A7 L N R ST E OGS s i s S 8 S S i BB G S 128
4.7.2 Haments of Multimedia i i s e s 129
BBt B 1T T a = ol e = e 134
4.9.2 Types of Volce Recognition SYStBIMS i s i s s b s e B i s v v s Ve v vy 134

4.11 DATA AUTOMATION ..cutiiiiis it srssssssi s s ss s ss sr s sassa b s sasaa s s ss asnass s assnssss st sn s asassasasbssansns sesstasasnanns 139

4.12 GENERAL DEVICES .. 136

BMG101: Introduction to Computers Page 6

online.fliphtml5.com/bvskm/twfl/index.html#p=24 8/15



7/27/2021

BMG 101_INTRO_COMP_

4.13 OPTICAL CHARACTER RECOGNITION SOFTWARE........ccviceieeseanensieceraeasste s ssne s seessssnanssnssessannnnes

UNIT 5 DATA PROCESSING

INTERNET_211017

137
138

139

141

5:3 processing dlglal data: e v s B L S T e R
S DG AL cOtesr .
LTy T 1§ L O OO PR,
56 MAthiNE YIRS BISPBE . cicoiis s S e ST B Sre s SR Ve S S SRR TR SRS s s
5.6.1 Components of a simple Digital System ........cccceoevve e iiiiicnnens
5.6.2 How does the System execute a program? .......cceveeiiienneens
5.6.3 INItiating the CYCIe ..c.oovieiee ittt
S B IONY A AP ESSES  uicinsia minsisuinim s s i i s o o S S o 8 R o4 S G S A s e S kS s
5.7.1 Physical addresses ... i i ki i e
5.7.2 LOGICAl adArESSES ... oveeueeeeiie ettt e e b s ea e
5.7.3 Contents of each memory location...........cocveieeceiie e i
5.7.4 Memory Address and size of MEemMOory ........c.cceeceeve e ivinicnaens
5.8 Processor Speed i i s R R
5.8.1 Historical milestones and current records.........ccooveiniinnenns
B D P NV SICA COMTIDIOTHEINES 515555550 s s anisssinsinivesnssrn il Ao P AH SR i 53 FHF o B FU SRS P i
59T MICrOProcessnT s s i ensnariniin viaiars sty
5.9.2 RANAOM-ACCESS MEIMOIY c..ueeueereaeemaeareenees e emes s es s e e sanaenes

5.10 MOLNEIDOAIM ......eeeeceeeerieceseeeie s sressssse s asssesn s s arasesss s sesar e asanssar s enaasseserasasensnsesasnssnsessnenanssessssnnnnnass

BMG101: Introduction to Computers

online.fliphtml5.com/bvskm/twfl/index.html#p=24

141

141

141

141

143

144

145

9/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

I DD Mmoo ot e s W B B R B P A6 R A SRR R 156
5.11 INDUSTRY STANDARD ARCHITECTURE (ISA)....cccinimmimissssnisssssssssssmsssssssssssssssssssssasssnsssssnssasssans 157
51 1:1:8-Bit ISASlotssanasnnmnnnninnnnirnansnnunnnTTTTTERRnan 157
5.11.2 Peripheral Component Interconnect (PCI) SIOtS......coviiieeneciieice e teveesieesaee e st svesasesaeesessaness 157
S 1.3 NN E TR SIS . cvciics i siiss s 844 v s e 4 045 4 S S S W B e e A 159
5.12.1 RAM CONMECLOTS ..ottt it st i bbb e e b s b s s sb 204 24 44 b8 s a4 44 b8 s s s s ns b s 160
5.12.2 INPUL-OULPUL COMMBTEONS ...t ettt et sas s s a1 s e b s e eae e 22t e e s et aemas et ars b s 160
5123 PONET CORPIBEERI IS oo o v oo s s R s A ek 8 Vo B o s BV A A R s T 161
513 PROCESSOR SOCKET Liiiuinnsinimmiidiipiisiiiisisimmiinmiimimiiims i 162
5: 1A SUmMmMaMY iR R R TR R R e 1D
D 21 St KO EBIINIS - oo s i i e 5 i S 5 15855 e 8 55 58 e 555 s s ima s ims el DV
5.13 8nd qUESHIONS LiunnmnnmminsimsssinsR R R R R R JOW

UNIT 6: OUTPUT DEVICES 167

622 FOTIN 5 OF D URDIURS 1o crnruvnnsosnsnsnnsss rnsans et nenssnsnn mmnsri s rArs s s SR AR PG e Pom R EA RS S SRR AP FEFA N ERS S sn P mr s v nar DR
B2 DS A BVICES s smuvsuessan s i vomsy v 545 S 3 S S o e S S W S A R s 168
B2 IO I o e a a T o RS R T arad % 168
6.2.3 TYPES OF OULPUL. ...t ottt ettt ettt v et a2 a1 ses s a1s e sae s s et s b b saeeaanaasoa aaera e s 168
652 OEAPRICS VISR o010 ememos g 156548 5633 8 A 44 44 R RSB KBRS Ao A oo LO R
6:2.5 Tactilelvummmmammmnnsansamaninn mmaasmmEarsrmsemRasea s 169
SR T s el ey o DR L P e R e O R e e et e g o 169

6.2.7 EXamples of OULPUL DEVICES ....c..ooveieiieities e ereeetes s e saeeaa et st et bssaeea s a1 s ses s essensaes s enase s 169

BMG101: Introduction to Computers Page 8

online.fliphtml5.com/bvskm/twfl/index.html#p=24 10/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

B PPN oo sanunenesocannnns ovmus vk ek o ns s o R S i M B S SR S M R R B s e ssssrsesssana LY
6:351 Ty pas Of PrNTERS murrsmi s mvsmsaus s o S T S R s e s st 170
B3 2 TechnoloBy i s S s 171
5.3.3 ALEITDULES .. oottt st e e s st ah bt et et s s 177

6.4 SCreen DISPLAY ......cccccccesimmssemssossisesssemissnsssasssesssensssansnsmsssnssssnsasssonsssonsransnss sonnsass sssnsssnssanssossnsonsonnsn 17 9
TechNOIOBIES xS e e o i s e e st e e e 17 9
6.4.1 CAtNOUE TAY TUDE ..ottt ettt ettt ettt v et a2 a1 ees et s1s e sae s es et s b b saeeaanaas oo aeera e s 179
6.4.2 LiqUid CryStal diSPlay ....cuc e coe ittt sttt eve e e s a1t s es e st ae ettt b e eae s aeera e s 181
6.4.3 Organic light-emitting diode (DLED)...... o wavimitiiamnsnissiimsi s imya s st o vasvaes s besici scussaiisna 182
M s em B NtS Of P o O I G B s s i oo e S T S o B L T SR Vs 182
Additional features cipmunnarnnnnnnaanineme s s TR 185

0 S PBRIBEE! c oo oo s e s s s 5 S 5 s 158 S 55 o i 55 S e 555 S S s Eima s s e LD

6.6 SUMMENusniminannimmmismiimrssmr R R DB B

6:7 key TErMS oo RS S SRR e e e 188

UNIT 7: DATA STORAGE 191

Cylinter Heat S B etor B TREI i s s s o s S8 e o s s e S S W SR T s s 195

UNIT 8: INTERNET BASICS 212

8.2 Introduction to the Internet........ccn e 213
B I B OB A B v i 4 4 A W B e e SR N 214

8222 Packet SWtChINE = s i s s s e ey v s et b e 215

BMG101: Introduction to Computers Page 9

online.fliphtml5.com/bvskm/twfl/index.html#p=24 1115



BMG 101_INTRO_COMP_INTERNET_211017

B2 T D ATEINBIWIONK < cvarsizsnsasssssissesss v s oy iy o8s30 S 5 VA VS S B S B S e SR R
8:2.4 Connecting £0.the INTEINEE oy res iy i 0o T s e vaa a5 5 V4 o33 Toa TR TSR T 0
8.2.5 Internet Services: E-Mail, Telnet and WWW ...t et s esbeassese s e snaa s
8.3 World Wide Web (WWW )....ccuieiiaicies i sissnss s sasssseesssasssssss sssssss s sas ssssssssssssans ss s ssrasssnsss sorsssasnnns
8:3:1 Universal ReSoUrce LOCEON [ RL) usiuisiisnasmssnsssis oo cuniuss s oo i s simss vas'van svesswimaaubind Sauiting'nd
8322 Gopher: M8 OGN oo s i s e s S S G i e e i v T e b
8.3.3 StAgNAtION OF BOPNET ..ottt et et sttt es e st ae et aes b b saeeaan s et e e e s
8.3.4 Availability Of GOPHEr TOOAY ...eeiiieii ettt et sttt et e st b b b e eae s e sana e s
B30 GO PRI IEIES xsouucsmsconnmuursavmsms oy sy suvy S¥SS s S S S S S 0 8 S B VRS VR S SR S
B3 GonNEr 10 H T TP O O Y S sraros st s s D S e S S o B B B e T S S Ve
8.3.8 Gopher Characteristics o asinnnunnias i s mnisisnnuniinsansne s s
8.3:9 Technical Details AN PrOLOCO.. s usseisimss issasasssisaisiannsnsassnssisiions ins suinsasnsnassassns iss e iamadsannsmsansionss
URL Links and Related TechNOIORY - . auviminsussiiv sy e i i s sss s
8.3.10 Gopher Server SOEWANE i s i s S S o e P P
8.4 hiSTORY OF THE INTERNET ....etveettaieeaaerrarerasesasasssasseesssasasassasassnsesmsssseasse s snessan s sesssasssnssesersesasnnse
S L AP ACATRSSES , sus s swsiionssumsoinsisngsigoss pussss ssss vhoa ios faa 4089885441400 03 aas S0aga0g 1T 4414480 30 4528000 88 A0 AR sy
B 2 D OIVETIN N BTN v i S A B A G i
8.4:3 Need to Register Your: Domain: N i e v s s s s e s a0 s S sy S sV e st
R 2T o =T | = PPN
B BITEL . v vcrmmmmrsrms s orsmoss sy 5y F e P b Y TR AR Y PR PR P B A L S T A ARy
BB ORI s o A i B B A o
T BT O s v U e S T s B R R e S e
BLA8 FIFEWAN L. ettt et bt e b £ £ 4 s a1 b s s s s et s s
8.4.9 Ethernet: Packet-filtering FIrEWAlIS...........oioioieceies et ettt v st v es s sen s ena s

B.A: 10 SearTh ENETING cxcuucssssavucrsavesss owsss ovsva s ¥asus s v st s aEida S s 5 4o v W VA Vi S b S e

217

220

222

223

224

225

225

227

228

228

228

230

230

231

233

233

234

234

234

235

235

236

238

BMG101: Introduction to Computers Page 10

online.fliphtml5.com/bvskm/twfl/index.html#p=24

12/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

8.6 KBV EREMS oo aim s S B S R R s T T T R T e e S S R T
8.7 end QUESHIONS it TR R R e 208

UNIT 9: THE STUDY OF THE INTERNET 249

0.2.1 RANGE OF LISTINE v e teeerereeuerseresaeessrsessssareesses s sesassesssns o s en s as s sas nse4s o4 s aueenans ave et sessueensnnsansanssnsees 250
9:2:2;HUnanEQIted. DIFECEONIES . ssaisessessmnsviruaimss iss sasesdssiosnnsnnssusansausssss 18 sninnassanssomsvss igs sos gsndunanyanissnniy b D)
9:2:3:Bid for POSHION DireChOTIEs s s s v s s s o 8 e r s s S s s 251
9.2.4 Automated Submission of Web Directories. ... i s e 251
9.2.5 WOrking of @ Weh DIr@CEOIY ..o.eeiiiei ettt sttt et et st et ss e e s st aes b b e ean s ot aaena e s 251
9.3 SEARCH ENGINES BASICS ...cciiiiiisisssnssiss s s s ssss sass s arassass s sasas s sss srasasss s sssssns sesssssassans s ssnssnsssass 299
9:3.1 Different Search ENEINES .. i s s issvssvsistitasisis iy vns s oss iavas sas oi s vas v s bessci sescavaiiaa 256
9.4 alTAVIST A vimnimiitiuiiimiimmimipsiiiiiisiimmspniawiianimmsinimimimi 200
9.4.1 Alta Vista SEarch HOME PAEE ....coieoiei ittt st et ee e sttt s st s ea bbb b saeeaanaas oo aa s e s 267
02, SEar C NI WL N A ANIS TR v sgossessnsssss o s ixmmsnisndstonsisiosinnnsssssen Sy Ay Ve s asRE VRS SAF RS i34 o oS amiens i SR OO
043 A AN TS S E A G I B U B8 v e 0 S 4 A SR W BN T M 267
9.6 HOtBOt ..o s s s s asnae s 280
T LYODS o nrssim s cusinns snusinnsrssshssssnas s s e Snsf saim e s R S s s s o Sk e PR A m e eSS B S Ea A s s P v s SR W naknn e R T
9,71 Lytos HOMEB PABE soimmiiisansmnainion miaiarsidyiimiimmisaanam i mvaiasinrie 27 1
9.7:2 Lycos Search s o i R 271

0.7.3 LYCOS FRATUIES. ..ot itee ittt ettt ces st et e e easseses ehs 22 b £as £ e 24 20 24 w0 224 eae £ e 2284 £ 2e eaas aeman et ars b s 271

BMG101: Introduction to Computers Page 11

online.fliphtml5.com/bvskm/twfl/index.html#p=24 13/15



7/27/2021 BMG 101_INTRO_COMP_

O B AN ETAWIEE o cssisvaimsminsnsinssiovisesvinsns sossi b s moan s E S Ko SRS R SO PR S PR BRSBTS RS b SR A H
O T VBTV W s s v 0 3 0 W T G G A A 0 T T
982 Crawling Policles o mnsmsssnnnninmnmaas
9.8.3 Slection POIICY ..oue it ettt e v s
9.8.4Restricting followed liNKS......cccceeviveevece e cvire e e e e snaeans
0:8:5 URL NormMAalIZAtIO N2 co st e s s ey i e i v o T e b i
9.8.6 Path-ascending crawling .........ccooveeieiiiiiiiie i
9.8.7 FOCUSEd Crawling ...c.oooueeui ettt et s
9.8.8 Academic-focused Crawler.. ..o e i ceireeee et
9879 Re-visit POlICY s v s s s s T B I e
9.8.10 Politensss policy e ssinununnisinasses
0.8 AL Parall B At O PO IV i ueussimiiasursswassnssunsis s s s iboass dvassiosinssinsssisasienassrss i enasnasuam s as s ius s idssasaanie iansiinss
9.8.12 Web Crawler Architectures.. ...

9.9 META-SEARCH ENGINES ;:::cconmmnasinns s s s s s s sss s it s s iy
9.9.1 ADVANTAEES ....ooii i e e e e s e
09,2 DISAVANLARES oo vevinnenmans ey xss o58 POV RS e TSR TR AR AR
D83 OPRration oy R
00 A S A R s s vt S S I D S T et
9.9.5 EXample: PrOFUSION .cveieeive e ceeesceens e e st ses s e sass s s e s s

.10 WED POFTAI cneeeee et eet et et et et se e e e e ere e e e se s e e s er e s e e s ee e e ereer s e se s em e e et e s em s e e eame e eneserennenee

O M e e e e e
902 SEARUH ST ORIRS o connnmsrmmessnmssan s s s rh s s h s a bt oy SAm A SR IR SR AN R SN AR IR RN IR E SRR AR AR SO

9.13 beyond the BASICS: THINKING CRITICALLY ABOUT WEBSITES

BMG101: Introduction to Computers

online.fliphtml5.com/bvskm/twfl/index.html#p=24

INTERNET_211017

271

272

..................................................... 272

..................................................... 273

..................................................... 273

273

..................................................... 273

..................................................... 274

..................................................... 274

..................................................... 274

..................................................... 276

277

..................................................... 277

279

..................................................... 280

..................................................... 280

..................................................... 281

..................................................... 282

..................................................... 283

284

..................................................... 284

..................................................... 285

288

288

... 290

Page 12

14/15



7/27/2021 BMG 101_INTRO_COMP_INTERNET_211017

9.14 EVALUATION OF INFORMATION SOURCES........ciceeeeeicreeeseesneeeeessreessseses e sessresemsesseesemesseessensenese 291
9 15 RoW E O BE L BAVNY S s nmi naar s s Sr s T R e e R e 2D 2
.17 KeY TOIMNS 1. eeeuueissasansesssresssssssesrrasssssns sasassranses snassasssssssssanssansssanssnssarassransssssssasasssnsssnsnsnnsessrsansssnns 294
BB EA UBSEIONS v s s s S S R T S I s B

UNIT 10: MICROSOFT WORD XP 2007 295

10,201 THEIB B AT e cue ettt et e e e es e e e et ea e 4 s £ es et 22 ek e o4 e e e e b e e eaeen e eh e 296
052 B IV U B s s v e S R S S S SRR 296
10:2:3: RUIEE v s i i A T e S 297
10.2.4 Different Types of DOCUMENT VIBW . ....ciuiiie it ettt et et et st st bessese e st e e saesaes s ensesssse s 297
10, 2 5IATEE IR TN . cou vunussnsnausnsunssnsasionens ovasmes ons o cas o0ss48408662315485050413 045408 515 43 5460 00405 4508 4 (68 03438 0084 RN 299
10:3:iMPORTANT OPTIONS wiccvvsiscismsisuisnmmsassisusssissmsnissssmsisnssiasssssisans sissisassssssssniin aisssssssasiswissasinsosss 299
10.3.3 Selecting the Text by Highlighting .. ......c oot et e e e seee e 302
10.3.4 Choosing Menu Commands by Using the At KBY ........ccioieoiiiniie et en e 302
10,3, 5 S NOFECUE N O AT OIS, suiausiorannasnn s sinson s s o opasgsn g s 4o s es s s AR A58 151 550 000 S0 A 303
10.3.6:STArHNZE NEW PAFAEIE P s s s s e s oo s s S aas s §05 i S eavasi v 303
10:3:7 BAting MICTO s OFE WIOR s e o e G e i e e S et it 303
10.4 MICROSOFT WORD: BASIC FEATURES .....ocvvinrmarsmssisisssssssssssssssssssisssssssssssssssassssssssssassasssssssssessasss 304
10.4.1 Typing and UsSiNg the BackSPace KBY ........c.cccrcreorieeeeisiaesanseassasses sessnasansens ssesssemsesnsessessns s msasnse 304
10.4:2 DEIETE KBV cmmiaiasisi bratansansanoiis issiaies s et et 2o s s S s s S o S s s R Ly ' 304
A s et T R R R 305

10.5 SOME BASIC FEAUTRES .....ccccunniiimasnsss st s s sssssssss s sssassss sms s ssasssasssassssssssnsnsnssass ssnnsnanssassssnnsnnss 309

BMG101: Introduction to Computers Page 13

online.fliphtml5.com/bvskm/twfl/index.html#p=24 15/15



7/27/2021 BMG 103_COLOR_THEORY_211017

Contents
UNIT 1: COLOUR THEORY: OVERVIEW 8
1.0 INTRODUCTION 8
1.1 UNIT OBJECTIVES 9
1.2 COLOUR BALANCE AND CHROMATIC COLOURS 9
1.3 COLOUR SCHEME 10
1.4 TRADITIONAL COLOUR THEORY 13
1.4.1 Warm and cool colours 14
1.4.2 Achromatic colors 14
1.4.3 Complementary colors 15
1.4.4 Tints and shades 15
1.4.5 Spilit Primary Colours 16
1.5 Historical background 17
1.6 COLOUR HARMONY AND COLOUR MEANINGS 19
1.7 EMOTIONAL RESPONSE TO COLOURS 21
1.8 PHYSIOLOGICAL PRINCIPLE FOR EFFECTIVE USE OF COLOUR 24
1.8.1 Mechanism of dichromatic color vision 25
1.8.2 Human Visual System 26
1.8.3 Phototransduction 27
1.8.5 Difference between Rods and Cones 27
1.8.6 Function 28
1.8.7 Signaling 29
1.8.8 Ganglion cell 29
1.9 Lens 30
1.9.1 Position, size, and shape 31
BMG 103: Color Theory Page 1

online.fliphtml5.com/bvskm/cliz/index.html#p=4

477



7/27/2021

BMG 103_COLOR_THEORY_211017

1.9.2 Lens Structure and Function 31
1.9.3 Accommodation: changing the power of the lens 32
1.9.4 Crystallins and Transparency 32
1.10 Retina 33
1.11 Human Brain 36
1.12 Effective use of colours 37
1.14 SUMMARY 38
1.15 END QUESTIONS 39
UNIT 2: COLOUR BASICS 4
2.0 INTRODUCTION 41
2.1 UNIT OBJECTIVES 41
2.2 COLOUR SYSTEMS 41
2.3 WORKING WITH COLOUR SYSTEMS 45
2.3.1 Subtractive colour scheme 45
2.3.2 Additive colour scheme 46
2.3.3 Working with systems 47
2.4 COLOUR WHEEL 47
2.4.1 COLOR RELATIONSHIPS 48
2.4.2 Color wheels and paint color mixing 48
2.4.3 Color wheel software 49
2.4.4 Colour Scheme 49
2.5 COLOUR RELATIONSHIP 52
2.5.1 Complementary Colours 53
2.5.2 Perceptual Opposites 56
2.5.3 Color Combinations 56
2.6 COLOUR CONTRAST 56
BMG 103: Color Theory Page 2

online.fliphtml5.com/bvskm/cliz/index.html#p=4

5/7



7/27/2021 BMG 103_COLOR_THEORY_211017

2.7 ITTEN'S COLOUR CONTRAST 59
2.8 PROPORTION AND INTENSITY 62
2.9 CONTRAST AND DOMINANCE 64
2.10 COLOUR SHADES AND TINTS 66
2.11 COLOUR STUDIES OF COMPLEMENTARY RELATIONSHIPS 67
2.12 SUMMARY 72
2.13 KEY TERMS 72
2.14 END QUESTIONS 73
UNIT 3: COLOUR HARMONY 74
3.0 INTRODUCTION 74
3.1 UNIT OBJECTIVES 74
3.2 SOME FORMULAS FOR COLOUR HARMONY 74
3.2.2 Colour Scheme Based on Analogous Colours 74
3.2.3 Colour scheme based on complementary colour 75
3.2.4 Colour Scheme Based on Nature 75
3.3 COLOUR CONTEXT 76
3.4 Different readings of the same colour 76
3.5 classic colour schemes 77
3.5.1 Monochromatic colors 77
3.5.2 Complementary colors 78
3.5.3 Split-Complementary 78
3.5.4 Triadic colors 78
3.5.5 Tetradic colors 79
Rectangle 79
Square 79
3.6 summary 79
BMG 103: Color Theory Page 3

online.fliphtml5.com/bvskm/cliz/index.html#p=4 6/7



7/27/2021

BMG 103_COLOR_THEORY_211017

3.7 KEY TERMS 80
3.8 END QUESTIONS 80
UNIT 4: COLOUR MEANINGS 81
4.0 INTRODUCTION 81
4.1 UNIT OBJECTIVES 81
4.2 colour meanings and colours that go together 81
4.3 cool colours 86
4.4 warm colours the colours of excitement 86
4.5 mixed warm and cool colour scheme 87
4.6 neutral colours 87
4.7 more about colours 88
4.8 summary 92
4.9 KEY TERMS 93
4.10 END QUESTIONS 93
UNIT 5 COLOUR MODEL 94
5.0 INTRODUCTION 94
5.1 UNIT OBJECTIVES 94
5.2 OVERVIEW OF COLOUR MODEL 94

5.2.1 Tristimulus color space 94

5.2.2 CIE XYZ color space 95

5.2.3 RGB color model 97

5.2.4 HSV and HSL representations 97

5.2.5 CMYK color model 99

5.2.6 Color systems 100

5.2.7 Other uses of "color model" 101
BMG 103: Color Theory Page 4

online.fliphtml5.com/bvskm/cliz/index.html#p=4

77



7/27/2021

BMG 104 Typography

CONTENTS
UNIT-1 TYPE TECHNOLOGY: HISTORY AND EMERGENCE
1.0 Introduction
1.1  Unit Objectives
1.2 History of Type Technology- The Four Revolutions
1.2.1 Gutenberg (ca. 1450-80)
1.2.2 Industrial Revolution (1870-95; 1950-65)
1.2.3 Photocomposition (1950-60; 1975-85)
1.2.4 Digital (1973-83)
1.3  Introduction to Typefaces
1.4  Classification of Typefaces
1.4.1 Old Style
1.4.2 Transitional
1.43 Modern
1.4.4 Serifs: Sans Serif and Slab Serif
1.4.5 Decorative and Display
1.4.6 Script, Brush, Italic and Freehand
15  Early Letterforms
1.6  Synthesis
1.7 Summery
1.8 Key Terms
1.9 Questions and Exercises
1.10 Further Reading

UNIT- 2 TYPOGRAPHY

2.0
2.1
2.2
23
24
2.5
2.6
2.7
2.8
2.9
2.10
211
2.12

Introduction

Unit Objectives

Typography through the Ages
Concepts in Typography
Typographic Building Blocks
Letter Spacing

Elements of Font

Key Typographic Terms
Mantras for Choosing Typefaces
Summary

Key Terms

Question and Exercises
Further Reading

Page 3 of 170

online.fliphtml5.com/bvskm/viyo/index.html#p=4

4/9



7/27/2021

UNIT- 3

3.0
5.1
32
5.3
34
35
3.6
H
3.8
39
3.10
i1l

UNIT- 4

4.0
4.1
4.2
43
4.4
4.5
4.6
4.7
4.8
4.9
4.10

UNIT-5

5.0
51
5.2
53
5.4
5:5
5.6
5.7
5.8
5.9
5.10
511

BMG 104 Typography

TYPOGRAPHIC DESIGN CONSIDERATIONS

Introduction

Unit Objectives

Typographic Measurement
Hanging Punctuation

Ligatures

Typographic Hierarchy - Size
Typographic Hierarchy - Weight
Steps to Achieve Typographical Hierarchy
Summary

Key Terms

Questions and Exercises
Further Reading

IN-DESIGN TUTORIAL FOR TYPOGRAPHIC DESIGNS

Introduction

Unit Objectives

Tutorial 1: Simple Text Typing
Tutorial 2: Simple Formatting
Tutorial 3: Simple Table
Tutorial 4: Complex Formatting
Tutorial 5: Graphic Creation
Summary

Key Terms

Questions and Exercises
Further Reading

COPY PREPARATION, DESIGN AND LAYOUT

Introduction

Unit Objectives

Copy Preparation

The Printer's Point System
Principles of Design

Margins

Layouts for DTP and Printing
Typefaces and Their Classification
Proofreading

Summary

Key Terms Structure
Questions and Exercises

Page 4 of 170

online.fliphtml5.com/bvskm/viyo/index.html#p=4

5/9



7/27/2021

5.12 Further Reading

UNIT- 6

6.0
6.1
6.2
6.3
6.4
6.5
6.6
6.7
6.8
6.9

online.fliphtml5.com/bvskm/viyo/index

BMG 104 Typography

FILE AND FONT FORMATS

Introduction

Unit Objectives

File Formats

File Format Extensions
Font Formats

Font File Extensions
Summary

Key Terms

Question and Exercises
Further Reading

.html#p=4

Page 5 of 170

6/9



7/27/2021 BMG 106_ADOBE_ILLUSTRATOR_211017

CONTENTS

INTRODUCTION...cicciiimsmstnisnssesessss ssssssmassssssss snss ssss ssssmssss sms sossssams sesssssss sessasas sass sans snssssss ssnsssssasas 7
UNIT 1 UNDERSTANDING ILLUSTRATOR.....ccccstsinimssmmsnnsms sesssnssssessssss sssssans snsssssnssnsssssnsas 9
1.0 Introduction 9
1.1 UNIT OBJECTIVES 11
1.2 ILLUSTRATOR'S ROLE IN THE FIELD OF DIGITAL GRAPHICS. .............. 11
1.3 GET YOUR HANDS AROUND ILLUSTRATOR'S CURVES 11
1:3:1 Anchor Points; Paths and Flls ..o st i s s s i e s s s 12
1.3.2 Use lllustrator with Other PrOZramiS.........cc.oeoeeeeeeeeeeeee et eeee s e e e e s aee e srassa e e e 14
1.4 AN OVERVIEW OF ILLUSTRATOR 15
LA T Opena Ple g nmseismii i i e s 15
1.4.2 Use the Window Menu to Organize VIBWS ... eescee s e s men emn s enssrmn s smnnsrmn s emmsnsnnees 16
.43 WOrking With PalBtbEs, i v vt il 6o aii aia e s it v s s s s s 16
1.5 TOOLBOX IN ILLUSTRATOR 17
T OO s B S D B G S O G i 20
1.5, TOONS M TSI AEOT ettt et et ettt 2ot ettt e et e e 4 ee 2 emstsee 2 e e mnrn e 20
1:5:2 Tearoffs function of Adobe NUStator « o e s s s st o B S S B 31
e o N e T T g T L T 32
LS A Line SE M BN TOG S ria s i it g s S A A B S e R e 33
1:5.5 Rotate Taol:aouannseamnnanasiesnseripannin e i son s s e sl iy S ey 33
T LTS TIOR3 S A O O O OB 34
Bl s o L o e 34
R V=T [T =T e To ] OO SUUSUSTUSUURSTN 35
BMG106: Computer Graphics II: Adobe Illustrator Page 1

online.fliphtml5.com/bvskm/hwmn/index.html#p=4 317



7/27/2021 BMG 106_ADOBE_ILLUSTRATOR_211017

159 HANG TOOL ettt ettt ient e s ettt ee e are st £ 22t e 12486 e2 st £ s Hrn e er e e smnnn e 35
15010 Direct: SEIECHON TOO v sovusiar i sy s st asab o ey oS s A S e B S L S O s 35
1.5.11 Type Tools in AdODE IIUSTFATOT ... e san s s man s e amn s srns s amm e snnee e 36
LSLT SCAS TOO . covossousassuvuusuvisiutat e s sra s Eoad et oo ¥ S S A SR B S S RS s s 41
1.5:14 Pencil Too | an s ssisnnssinnaain i annnnas g 42
1.5.15 Graph Tools in Adobe HUSTrator .. ... e e e e 432
15016 TheBland Tool s s s s o e S S T U e ey 44
1.5.17 THE SCISSOF TOO .evieeeeimieteeesient e e et cee s are s ee s ame £ s 2t e e ar o2 st srm e en e am e smmms e 44
1.6 Fills and Views 45
1.7 SUMMARY . 46
1.8 KEY TERMS. 46
1.9 END QUESTIONS 47
1.10 FURTHER READING a7
UNIT 2 CREATIVE DOCUMENTS ..o s snssesses sesssssss s assss s sass ssssssanssnsssnnss 48
2.0 INTRODUCTION 48
2.1 UNIT OBJECTIVES 48
2.2 SET UP ANEW DOCUMENT 48

2.2.1 Open a New Document

222 Create:a N e Do G i s e o o e S P T T

2.2.30PEN EXISTNE FIlE ..ottt e ea et ae e e e ees s aar e e e s emnman

2.2.4 Create an Artboard

.............................. 50

.............................. 51

2.3 CUSTOMIZE PREFERENCES 57
2.4 SET DEFAULT FILE AND CLIPBOARD SETTING 58
2.5 NAVIGATE YOUR PAGE 58
2.6 SUMMARY . 59
BMG106: Computer Graphics II: Adobe Illustrator Page 2

online.fliphtml5.com/bvskm/hwmn/index.html#p=4

477



7/27/2021

BMG 106_ADOBE_ILLUSTRATOR_211017

2.6 KEY TERMS. 60
2.6 END QUESTIONS 60
2.9 FURTHER READING 60
UNIT 3 DRAW WITH THE PENCIL AND BRUSH TOOLS ... i ssmssssns 62
3.0 INTRODUCTION 62
3.1 UNIT OBJECTIVES 62
3.2 DRAW WITH THE PENCIL TOOL 63
3.3 EDIT ANCHOR POINTS WITH THE DIRECT SELECTION TOOL.....c.cceeee 65
3.4 DEFINE CAPS AND JOINS 65
3.5 ASSIGN STROKE OR FILL COLORS WITH THE EYEDROPPER OR PAINT BUCKET TOOL.....cccieeransnnmnnnnnans 66
3.6 DRAW WITH THE BRUSH TOOL a3
3.7 SUMMARY . 95
3.8 KEY TERMS. 96
3.9 END QUESTIONS 96
3.10 FURTHER READING 97
UNIT 4 DRAW WITH THE PENCIL AND BRUSH TOOLS ... s smsssssssmssssns 98
4.0 INTRODUCTION 98
4.1 UNIT OBJECTIVES 98
4.2 PEN TOOL...... 98
4.3 CREATE AND EDIT SMOOTH ANCHOR POINTS 104
4.4 DRAW WAVE FORMS 106
4.5 MANIPULATE CONTROL POINTS 108
4.6 EDIT WITH THE PEN TOOL 112
4.7 EDIT WITH THE PEN TOOL 112
4.8 SUMMARY . 117
BMG106: Computer Graphics II: Adobe Illustrator Page 3

online.fliphtml5.com/bvskm/hwmn/index.html#p=4

5/7



7/27/2021 BMG 106_ADOBE_ILLUSTRATOR_211017

4.9 KEY TERMS. 118
4.10 END QUESTIONS 118
4.11 FURTHER READINGS 119
UNIT. SWORK WITH SHAPES oo ittt 120
5.0 INTRODUCTION 120
5.1 UNIT OBJECTIVES 120
5.2 SHAPES ...... 121
5.3 DRAW SHAPES 134
5.4 FLARE TOOL 135
5.5 PATHFINDER TOOLS AND USE OF SHAPE MODES 136
5.6 SUMMARY . 144
5.7 KEY TERMS. 145
5.8 END QUESTIONS 146
5.9 FURTHER READINGS 146
UNIT 6 SCALE, SKEW AND ROTATE ..o sussnissssssssssses sssssssss s sssss ssssssss sesssess sesssssmssssess 148
6.0 INTRODUCTION 148
6.1 UNIT OBJECTIVES 148
6.2 SCALE, SKEW, ROTATE 148
6.3 VIEW BOUNDING BOX 152
6.4 USE MORE TRANSFORM TOOLS 154
6.5 SUMMARY . 156
6.6 KEY TERMS. 156
6.7 END QUESTIONS 157
6.8 FURTHER READING 157
UNIT 7 TEXT FORMATTING 158
BMG106: Computer Graphics II: Adobe Illustrator Page 4

online.fliphtml5.com/bvskm/hwmn/index.html#p=4 6/7



7/27/2021

BMG 106_ADOBE_ILLUSTRATOR_211017

7.0 INTRODUCTION 158
7.1 UNIT OBJECTIVES 158
7.2 FORMAT CHARACTERS 159
7.3 DEFINE STROKE AND FILL FOR TYPE 162
7.4 FORMAT PARAGRAPHS 168
7.5 ADDITIONAL FUNCTIONALITIES 197
7.6 SUMMARY . 204
7.7 KEY TERMS. 205
7.8 END QUESTIONS 206
7.9 FURTHER READING 206
UNIT 8 IMPORT WORK oo i oy sis st v adints 207
8.0 INTRODUCTION 207
8.1 UNIT OBJECTIVES 207
8.2 IMPORT ART 207
8.3 IMPORTING ADOBE PDF FILES 209
8.4 ARTWORK .. 211
8.5 CHOOSE BETWEEN IMPORTING AND LINKING 216
8.6 TRACE IMPORTED BITMAPS 217
8.7 ORGANIZE BITMAPS WITH THE LINKS PALLETE 219
8.8 SUMMARY 223
8.9 KEY TERMS 224
8.10 END QUESTIONS 224
8.11 FURTHER READING 224
UNIT 9 FILTERS AND EFFECTS ...ttt s s ssss sesss ses ssssnssss s sssss ssssssns sass ssss smsss samssssssn 226
9.0 INTRODUCTION 226
BMG106: Computer Graphics II: Adobe Illustrator Page 5

online.fliphtml5.com/bvskm/hwmn/index.html#p=4

77



7/27/2021

BMG 111_CORELDRAW_211017

CONTENTS

UNIT 1 OBJECT OVERVIEW. ... s s s s s s sssns snssssss sessssss ssssa s sins 6
1.0 INTRODUCTION 6
1.1 UNIT OBJECTIVES 6
1.2 WORKING WITH CORELDRAW 7
1251 Cparing CorBIDRBN . i i i i S R R R S b 7
1.2.2 Main WIindow Of COrIDRAW........ueeire it e eieesteee s ameceamsseeame s sass e essme e s assaessmner e s sraesmn s sne s anssmnnsesnnn 8
1.2 3 Croating NEW. DRI FIIE . wiimiimimesies ss oo s e e s mess s s s e o L5 B B 9
1.2.3 Creating New Drawing FIlE .. .. e ccieecers s cee s sces s s e sme s s s s soms smm s se s smas s s sem eme s mme e e mem e emee 9
T IR ENUEL L isoesromoes omed on e o 5 5 A 5 6 68 N RN S P P38 65 SR AR AR R OB A AR A 9 10
1.2:5 Dockers Overviews: e snunasssiesnseriianniee o ion i s s sie s i ey 12
1,28 TOOIDAIS <. ettt ettt ettt mt et ee et ee et et em e 2ot 2me £ 242t et 152 r 224tk et enn et n s nn e emnnneen 13
1.2:6.1 Pick 100 OV BIrVIBW i cem i c i st i i e s e i P S R S s 14
1.2.7 SaVINg @ DrawWing FIl ... et eae et e e e e e s s e e e s e s e e e esan s am e e aea 19
1.2.8 Opening an EXiStNg Drawing File. ... oo ee s emen e s emsermm s emmmsrmmsemmsmnmmne e 20
1.2.9 ClOSINE The FilB et e e mas e e s e mar s s man s os s srmn s amassrns s amnsmsnnanen 21
1200 0 0IEtNE ClOSINGE COTBIDRA -vv.co st o s o o oo s R S A S S e 22
1.3 CREATING DIFFERENT OBJECTS 22
1:3:1. Creating Basic DoV Es v i o i et st we ass s o Ss a Ee e a i e e S b e e s 22
1.3.2 Creating Lines and CUDBS s sy b s s s iy s st v s s 28
1.4 ZOOMING AND PANNING: 32
1.5 SETTING VIEW MODES 33
1.6 WORKING WITH WIREFRAME VIEW 35
1.7 WORKING WITH PAGE LAYOUT 36
BMG 111: CorelDRAW Page 1

online.fliphtml5.com/bvskm/wanw/index.html#p=5

5/8



7/27/2021

BMG 111_CORELDRAW_211017

1.8 PRINTING DRAWINGS 43

LB PN EBE SRR N i s sy i i S S i st e o S e o S S B e e i e B B e S s s 44

T B T PTILE PN o s s RTS8 S A0 B A0 R AR AP AR AR S PN AR A AR A i B A LN S S R DA A A R AR AR 44

L B P IR o i D B £ R B R B B R 45
1.9 HINTS FOR LEARNING CORELDRAW 46
1.10 SUMMERY a7
1.11 KEY TERMS 49
1.12 END QUESTION 51
1.13 Project ... 52
DTN 2 T OIS i cosiuisninnss s coasmisosiot ot s s o s i i WA 53
2.0 Introduction 53
2.1 UNIT OBJECTIVES 53
2.2 Selecting objects 53
2.3 Cut, Copy or Duplicate an object 55
2.4 Copy Object Properties 62
2.5 Moving Objects 64
2.6 Align the object 66
2.7 Distribute objects 69
2.8 Group and Ungroup Objects 70
2.9 Changing Object Order 72
2.10 Undo Redo Revert Commands 73
2.11 Transforming Objects 74
2.12 Working with shapes 76
2.13 Summary.. 79
2.14 Key terms. 80
BMG 111: CorelDRAW Page 2

online.fliphtml5.com/bvskm/wanw/index.html#p=5

6/8



7/27/2021 BMG 111_CORELDRAW_211017

UNIT: S FILL TOC L ouiiesesusnssnss snsnssnscnnsnnsnnsssnssansnnnnsis sonnsnans sussnses sanssasassasssnasssasssnsssss sussassn ssaxnssnss 81
3.0 INTRODUCTION 81
3.1 UNIT OBJECTIVES 81
3.2 SELECTING COLOURS 82
3.3 WORKING WITH COLOUR PALETTE 84
3.4 FILL TYPES .. 90
3.5 UNIFORM FILLS 91
3.6 The Fountain Fill 91
3.7 USING FILLS TO AREAS 97
3.8 WORKING WITH FILLS 98
3.9 SUMMARY . 100
3.10 KEY TERMS 101
3.11 QUESTIONS AND EXERCISES 103
UNIT 4 PATTERN FILL 104
4.0 INTRODUCTION 104
4.1 Unit Objectives 104
4.2 USING PATTERN FILLS 105
4.3 USING TWO-COLOUR PATTERN FILLS 109
4.4 USING FULL-COLOUR PATTERN FILLS 117
4.5 USING BITMAP PATTERN FILLS 124
4.6 USING TEXTURE FILLS 128
4.7 USING POSTSCRIPT FILLS 137
4.8 USING MESH FILLS 140
4.9 SUMMARY . 144
4.10 KEY TERMS 145
BMG 111: CorelDRAW Page 3

online.fliphtml5.com/bvskm/wanw/index.html#p=5 7/8



7/27/2021 BMG 111_CORELDRAW_211017

4.11 END QUESTIONS 146

4.12 PROJECT...... 146

UNIT 5 TEXT TOOL....

5.0 INTRODUCTION 148
5.1 UNIT OBJECTIVES 148
5.2 CREATING TEXT 149
5.3 SELECTING TEXT 152
5.4 CONVERTING TEXT 153
5.5 CHANGING THE APPEARANCE OF TEXT 155

L D - T - ([ - ] ] T TR oL T AP R 155
5.6 ALIGNING TEXT 158
5.7 CHANGING THE TEXT SPACING 161
5.8 SHIFTING AND ROTATING THE TEXT 161
5.9 FINDING AND REPLACING THE TEXT 162
5.10 APPLYING EFFECTS TO TEXT 165
5.11 FITTING TEXT TO AN OBIECT’S PATH 167
5.12 WRAPPING PARAGRAPH TEXT AROUND OBIJECTS 169
5.13 SUMMARY 170
5.14 KEY TERMS 171
5.15 END QUESTIONS 171
5.16 PROJECT...... 172
UNIT 6 VECTORS AND BITMARP ......ccccimim s ssinsssssnssssns snesnsssssssssssssssssssns sesssess sessssemssmsess 173
6.0 INTRODUCTION 173
6.1 UNIT OBJECTIVES 174
6.2 CONVERTING VECTOR IMAGES TO BITMAPS 175
BMG 111: CorelDRAW Page 4

online.fliphtml5.com/bvskm/wanw/index.html#p=5 8/8



7/27/2021 BMG 112_QUARK_EXPRESS_211017
CONTENTS
INTRODUCTION.....coiiiitaitiiins s sniss s st sass snss ssss sams sssss sns snsss sass sssssssnsssssssss ssssssss snsssssnssnss sssssns 6
UNIT 1 INTRODUCTION TO QUARKXPRESS ....cooneim s i s s s ssmsssssssssnn 7
1.0 INTRODUCTION 7
1.1 UNIT OBJECTIVES 8
1.2 BASICS OF QuarkXPress 8
1.3 WORKING WITH ITEMS 10
1.4 SUMMARY . 26
1.5 KEY TERMS. 27
1.6 END QUESTIONS 27
UNIT 2 SETTING UP QUARKXPRESS PREFERENCES: PART ONE........ccciiniinniianne 28
2.0 INTRODUCTION 28
2.1 UNIT OBJECTIVES 29
2.2 DISPLAY PREFERENCES 29
2.3 INPUT SETTING PREFERENCES 31
2.4 FONT FALLBACK PREFERENCES 32
2.5 UNDO PREFERENCES 34
2.6 OPEN AND SAVE PREFERENCES 35
2.7 XTENSIONS MANAGER PREFERENCES 37
2.8 SHARING PREFERENCES 38
2.9 FONT PREFERENCES 39
2.10 FILE LIST PREFERENCES 41
2.11 DEFAULT PATH PREFERENCES 42
2.12 EPS PREFERENCES 44
BMG112 QUARK XPRESS Page 1

online.fliphtml5.com/bvskm/rvpz/index.html#p=10

5/8



7/27/2021

BMG 112_QUARK_EXPRESS_211017

2.13 FULL RES PREVIEW PREFERENCES 44
2.14 BROWSER PREFERENCES 45
2.15 INDEX PREFERENCES 48
2.16 JOB JACKETS PREFERENCES 49
2.17 PDF PREFERENCES 50
2.18 PSD IMPORT PREFERENCES 51
2.19 PLACEHOLDER PREFERENCES 52
2.20 SPELL CHECK PREFERENCES 52
2.21 FRACTION/PRICE PREFERENCES 53
2.22 PICTURE EFFECT PREFERENCES 55
2.24 KEY TERMS 57
2.24 END QUESTIONS 58
2.26 FURTHER READING 59
UNIT 3 SETTING UP QUARKXPRESS PREFERENCES: PART TWO.......ccciiimnin 60
3.0 INTRODUCTION 60
3.1 UNIT OBJECTIVES 61
3.2 PROJECT PREFERENCE 61
3.3 LAYOUT PREFERENCE 62
3.4TOOLS........ 76
3.5 PALETTES ..... 77
3.6 SUMMARY . 90
3.7 KEY TERMS. 91
3.8 END QUESTIONS 91
3.9 FURTHER READING 92
UNIT 4 IMAGES WITH EMBEDDED CLIPPING PATHS........ccmiiiiiiiniiimininn 93
BMG112 QUARK XPRESS Page 2

online.fliphtml5.com/bvskm/rvpz/index.html#p=10

6/8



7/27/2021

BMG 112_QUARK_EXPRESS_211017

4.0 INTRODUCTION 93
4.1 UNIT OBJECTIVES 93
4.2 BITMAP PICTURES 93
4.3 WORKING WITH PICTURES 96
4.4 WORKING WITH CLIPPING PATHS 100
4.5 WORKING WITH ALPHA MASK AND PSD PICTURES 103
4.6 SUMMARY . 113
4.7 KEY TERMS. 113
4.8 END QUESTIONS 114
4.9 FURTHER READING 115
UNIT 5 CREATING PAGE ELEMENTS.......ccccinmumumnmmsinssm s s sessssms ssssssss sesssssssssssns 116
5.0 INTRODUCTION 116
5.1 UNIT OBJECTIVES 116
5.2 MASTER PAGES, PAGE NUMBERS AND SECTIONS 117
5.3 CREATING AUTOMATIC PAGE NUMBERS 121
5.4 CREATING LIBRARIES 125
5.5 SUMMARY . 131
5.6 KEY TERMS. 132
5.7 END QUESTIONS 132
5.8 FURTHER READING 132
UNIT 6 RECOVERING AND PREVENTING DATA LOSS ... iminsinsiesns 133
6.0 INTRIDUCTION 133
6.1 UNIT OBJECTIVES 133
6.2 SAVE PREFERENCES 133
6.3 REPAIRING QUARKXPRESS DOCUMENTS 135
BMG112 QUARK XPRESS Page 3

online.fliphtml5.com/bvskm/rvpz/index.html#p=10

7/8



7/27/2021 BMG 112_QUARK_EXPRESS_211017

6.5 KEY TERMS. 138
6.6 END QUESTIONS 138
6.7 FURTHER READING 138
UNIT 7 APPENDING HYPHENATION AND JUSTIFICATION.......cciiiiiniiniimniennns 139
7.0 INTRODUCTION 139
7.1 UNIT OBJECTIVES 140
7.2 CONTROLLING HYPHENATION AND JUSTIFICATION 140
7.3 INSERTING A DISCRETIONARY HYPHEN 145
7.4 ADDING HYPHENATION EXCEPTIONS 147
7.5 SUMMARY . 148
7.6 KEY TERMS. 149
7.7 END QUESTIONS 149
7.8 FURTHER READING 149
UNIT 8 STROKED TEXTS...... ot iiiiiiininiiis s s snss snsss sns senas sssn sss sssss sassssns snss sbon smsna semssmssn 151
8.0 INTRODUCTION 151
8.1 UNIT OBJECTIVES 151
8.2 CREATING STROKED TEXTS 151
8.3 SUMMARY . 154
8.4 KEY TERMS. 154
8.5 END QUESTIONS 154
8.6 FURTHER READING 154
UNIT 9 WORKING WITH EPS FILES.......cconimmsmmmnms s s s s sssssssssssss sssssss s snasssns 155
9.0 INTRODUCION 155
9.1 UNIT OBJECTIVES 155
9.2 ENCAPSULATED POST SCRIPT 155
BMG112 QUARK XPRESS Page 4

online.fliphtml5.com/bvskm/rvpz/index.html#p=10

8/8



Yashwanrao B.5c in Madin Graphic

Chavan amwd Animation
Mahara=hira

eemmesy UIpett Ulnlversiny

BMG 107
TECHNICAL AND CREATIVE WRITING

Iy

Umit | : Essemial Gransmas

Limin 2 - Busipess Cormespondence And Applicaton Leners
Uit 5 ; Book Design

I;_Ir|iI-1.:T-|:-|:i1|:n'|:|I‘il'n:L-irtg

B8 I% I8 |-

Ulmdt 5 1 Crostive Writing

Uik & . Creatzve Wnbng Process

.
o




7/27/2021

UNIT 1 HANDLING VIDEO CAMERA

1.2 VIDEO CAMERA TERMINOLOGY .....cceeeieeieesistaneccrie s s sesnssasaesas s s s sss s sne s an s se s sermananssesessesannnsesnns

1.7 VIDEO CAMERA FILTERS AND TYPES OF SHOTS ...t srses e s s s sn e s s s s s s erae s s sa s s e

1.8 SHOOTING TECHNIQUE .....cecviiicssmsnsssssrasasssssassssssssssssamsssssns snssnssnssrassass sass s sans sasnssssanana e sesassasassnnss

UNIT 2 VIDEO CAMERA FUNCTIONS

2.4 VIDEO CAMERA WHITE BALANCE........ccceeeieeeierseetseessie s asesassasa s aessesassrasne s e s s s snen s ssnsssnasesrsennnnnsenes

2.5 VIDEO CAMERA VIEWFINDER.......ccitmnnsmsssrsssisssrasssssssssssssmssssssnsssssssnssrassass sessssass sesnsssssnana e sesassasassenss

BMG 207: Video Production Basics

online.fliphtml5.com/bvskm/yzjh/index.html#p=4

BMG 207_Video_Production_Basics 211017

CONTENTS

10

12

16

20

24

29

31

32

32

34

34
34
34
41
42
45
47

48

Page 1

417



7/27/2021

DB Y TERIVIS cosissisicossinsosssesiesimessssss 5ssbissss isebiss 65536 8 55 684 4 05 55 e e e
2.9 END QUESTIONS. ..cueeetieueenessestssssssastnsssassssassasssessasss s e ses s s sn e s a8 sesenssebn s ans s bas s sasesss s s ssnssses
UNIT 3 VIDEO CAMERA TRIPODS ....c.oveitsrsistsnsse s sssssssissssasssssnss s ssasss s st ssss sesssssna s ssssssasss sesssssassassssns
3.0 INTRODUCTION...coutssseittntssssssstssassssssssssssessss s asasss s b s s sna s s aasss s st s se8 s s amn s s s s st
3.1 UNITOBIECTIVES wovuvevsrtemsessensssssssssssssssssssssssrasassssssasasssss sesseasasns sesseasssns sesssssss s sessssssssssessssssnsasssens
B2 TRIPODS s essccs ssisissooss soss s 88 6048 oS8 o 8 o 0 S S S R st
3.3 CHOOSING A TRIPOD ..cooiiteisienssssssssssssssasessss s asasss i ssb s asssns s s asasss s st s ssssess st s bn s sssssnssssessssssssnssesns
3.4 SETTING UP A CAMERA TRIPOD ....coovvtminresssnsssssisssssssssssssssasssss s s sssssesssssnssnsssssssnssssessssssssasssens
3.5 HOW TOUSE ATRIPOD .c.vcsimsisosimmsorsiinmssiuinnss ivssssonsiisisiissiisivasost sosisosis iusiesiess Wsssenisst m imsoisiodsss
36 IVONOPODS wsiiusessinssosssssissmestors st o iases oo e e s e e atass
37 SUMIMARY oo o o b s e B S S R
3.8 KEY TERMS coucerectoniresssesstssssssss s ssasssssss b seas e sms s e s ah e 288 s s 08 s R e b s R
3.9 END QUESTIONS. ..oouetctieueenessestsesessss s ssassssss s assssssasss s e sn s s sn st s 8 se s s s bn e ans e n s masn e s s se s
UNIT 4 CCU (CAMERA CONTROL UNIT) OPERATIONS
4.0 INTRODUCTION....ccevurrrrsesmmsiessssssssssssnsasssasessssssaseses msssassssssassssssssssassssssasasessons sass s ansrasesessbasnassenes
A0 UNIT OBIECTIVES ocuovsninsiimsssiiims s s s o e s b e S S s it
4.2 CCU (CAMERA CONTROL UNIT)...
A3 VISION MIXER ..ouveusnssssemssiessssssssssssssasssassssssasssssssas b sssssssssssssssssas st sssasases st sssass s snsnasessssbasnassenss
4.4 MAKING A VIDEO MASTER TAPE.....
4.5 HOW TO PREPARE A TAPE FOR EDITING ....covovmiersrmsinisssssstmssssssssssssssssssssssstsssssssesssnsnssssessbasnassess
4.6 SLOW MOTION REPLAYS .....o.cvvrmirssaesssmsaasesssssssssessms s sssssssssssssssasas st sssasasesstsssasssessnspasesessassasssnns
4.7 SHOOTING A FIREWORKS VIDEO.....
A8 SUMMARY ...oovvivuieunsssissssssie st s sssssss s sn s ssss s s sbases s b b s s s sh s e s e sR s e ba s s s e aR e bR e
A19 KBV TERIVIS cosecscscssois st e e e B e s o B S T st

BMG 207: Video Production Basics

online.fliphtml5.com/bvskm/yzjh/index.html#p=4

BMG 207_Video_Production_Basics 211017

49

49

50

50

50

50

51

53

55

56

57

57

58

59

59
59
.59
61
63
64
64
.67
69
69
69

Page 2

5/7



7/27/2021

BMG 207_Video_Production_Basics 211017

5.2 HOW TO MAKE A GREEN SCREEN......ccccisiansrmrarssssssss s smssssssnsnsasssn s srassass saasssans seasssssanana s ssssssasnssenns
5.3 PLANNING THE STUDIO SETTING.....cciiuuiissisrsrasssssmsss s smssssssnsmssssssssrmssass sassssass sessssssanana s ssssssasassenns
5.4 GREEN SCREEN MATERIAL......eceisminnssesranasssssrasasssmnsnssssmssssssssssnssnssrasssss sessssnss sasssssnanans e senassnsassnnss
5.5 LIGHTING THE GREEN SCREEN. ... e e e sem s e sem e sesen s sen se s e se e s meas s seresmssnsrens
5.6 USING GREEN SCREEN FOOTAGE.....ccccuiississmrarssssmssns s smssssssn snssssss s srmssass sassssass sesssssssnana e ssssssasassnnns
5.7 DUPLICATING A PERSON IN THE SAME FRAME .....ccoeiieisismmsssnssmsss s s sass ssas s e snsssnana s ssssssassssenns
5.7.1 DUPLICATING ACTORS WITH A SPLIT-SCREEN: ......ceoeeeeecee v e e e e e sm s e s s ens
5.7.2 DUPLICATING ACTORS BY KEYING ... e sesem s e e se e s e mss s sames s e masens
5.8 STAR TREK TRANSPORTER EFFECT .....ueeomieceeeiracessecnie s seses s s sem s e srms sanssesms e se sn s smans e ssessm s snnns
5.9 HOW TO BLUR PART OF AN IMAGE. ....ccvvaiisssssrarsssssiss s smsssss s ssssssss s srmssass ssasssass sessssssanana s ssssssassssenns
5.10 HOW TO CREATE THE STAR WARS LIGHTSABER EFFECT" ...ccuiiessiesssmsassssssssssssssnssssnsssssssssnsanes

UNIT 6 SHOOTING EVENTS

71

71

72

73

73

76

78

79

80

82

83

91

93

94

95

95

96

6.2  SHOOTING INTERVIEWS .....ccviisismssssss s sss s sss s ssss s snssssssss s snsasssn s srmssas s saas s sn s e an s sanana e ssnsssanasnnns

6.4 STUDIO INTERVIEW SETTINGS.......oooceeeeiereieniessessteeinee s sr s sesasras s s aesse s s srasss s e s s ass s e s s nsnsnssnsrsennsansenes

6.5 MOBILE INTERVIEWING TECHNIQUES ......coiciiirirssssnss s smssssss smssssss s srassss s snssssnss sa s s ssnana s s sesssanasns

BMG 207: Video Production Basics

online.fliphtml5.com/bvskm/yzjh/index.html#p=4

96

96

97

98

99

102

104

107

Page 3

6/7



7127/2021 BMG 207_Video_Production_Basics 211017

6.8 RECORDING SOUND FOR INTERVIEWS .......eooiceriecetsse st sssescressessss e sssn s sn e csssnsessnesssesssseses LOB
6.9 LIGHTING FOR INTERVIEWS ....ccviistisrsismnsssnnss s smssss s s srassssssssssssssssssssssssssssssssassssssssnssasssasssssssnanses 110
6.10 EDITING INTERVIEWS ...oeseri s srsmesssnr s s s sssss s snsmasss s s snssss s s srmssass sessssnss sesnsssssnanass ssnssnasnsses 113
6.11 GENERAL TIPS FOR SHOOTING INTERVIEWS ....cceecisiivvnssisnsns s mmssass s s s s sssassss ssssssnnnsnes 115
6.12 SHOOTING A WEDDING VIDEQ......cccrcecernimrarsssnssiessssmsssssssssssssssssasssss ssssssssssesssssssnsnssesensssnsasses 116
6.13 SHOOTING A HOME VIDEQ  ...cccocicminssiiniininim itiniiio s it ibim s stissis simisean s nutast it cnssissossecs 1200

UNIT 7 STREAMING VIDEO 125

7.2 CREATING STREAMING VIDEO......ccscsmimininsmssmisismsmsis s sasssss s ssssss s s ssss s s sssasssss ssssssans sesssssssnassss L29

7.3  STREAMING VIDEO SERVERS .....covcsisieiminisnsssnnnsnsms s srasssss s ssssss s sssssss s s sssssssss sssssnass sesssssssssnsss L28

7.4 STREAMING FORMATS.....cccvmeiiimramsssnmssmssssmssasssssssmssssasassssssasassasssssssasssss s snsnsna s ss sennsnanssasssssnnssnses L&J

UNIT 8 INTRODUCTION TOVIDEO EDITING 134

8.4 VIDEO EDITING TERMINOLOGY ...ccccesieinisiss s snssms s srasssss s msassasssssmssssss s s sssnassss sssnsnass sessssssnssnsss 138

8:5 LINEAR EDITING (TAPETO TAPE}..ccoon s mrsmanysnmss s n s insna 138

BMG 207: Video Production Basics Page 4

online.fliphtml5.com/bvskm/yzjh/index.html#p=4 77



7/27/2021

BMG 210 auddio editing

CONTENTS

UNIT 1: DIGITAL AUDIO

1.0
1.1
12

1.3

14

1.5
1.6
1.7

Introduction

Unit Objectives

What is Sound

1.21 Measuring Sound

1.2.2 Frequency

1.2.3 Decibel Exposure Time Guidelines
Analog and Digital Audio

1.3.1 Analog Audio

1.12 Digital Audio

1.3.3 File Size and Bandwidth
Compression

1.4.1 Lossless Audio Compression
1.4.2 Lossy Audio Compression
Summary

Key Terms

Questions and Exercises

UNIT 2 : DIGITAL AUDIO FORMATS

2.0
2.1
22

23

24
2.5
26

Introduction

Unit Objectives

Digital Audio Files

2.1.1 Streaming Audio

2.2.2 Posting an Audio on the Internet

Motion Picture Expert Group (MPEG) Audio

2.3.1 MPEG Proprietary Formats
2.3.2 Non-MPEG Proprietary Formats
Summary

Key Terms

Questions and Exercises

online.fliphtml5.com/bvskm/xsce/index.html#p=8

2/8



7/27/2021 BMG 210 auddio editing

UNIT 3 : CREATING MP3 FILES

3.0 Introduction

3.1 Unit Objectives

3.2 Creating an MP3 File: Encoding
3.2.1 Bit-Rates
3.2.2 Sound Quality
3.2.3 Constant Bit-Rate Encoding
3.24 Variable Bit-Rate Encoding
3.2.5 Sclecting the Best Bit-Rate
3.2.6 Verifying the Results

3.3 Summary

3.4 Key Terms

3.5 Questions and Exercises

UNIT 4 : EDITING SOUND FILES

4.0 Introduction

4.1 Unit Objectives

4.2 Sound Editing Software
4.2.1 Sound Edit
4.2.2 Sound Designer
4.2.3 Wave Convert for Mac and PC
4.24 Sound Forge
4.2.5 Other General Audio Editors
4.2.6 Audio/Video Editors
4.2.7 Transition between Songs

4.3 Audio and Video Utilities

4.4 Normalization

4.5 Sound Editing and Normalizing Utilities
4.5.1 Important Some Sound Editing Utilities
4.5.2 Normalizing Utilities

4.6 Summary

4.7 Key Terms

4.8 Questions and Exercises

online.fliphtml5.com/bvskm/xsce/index.html#p=8

3/8



7/27/2021 BMG 210 auddio editing

UNIT 5: SOUND EDITING WITH AUDACITY

5.0 Introduction
5.1 Unit Objectives
5.2 Introduction to Editing
5.2.1 Cut
5.2.2 Copy
52.3 Paste
5.2.4 Silence
5.2.5 Duplicate and Split
5.2.6 AVI Splitter
5.2.7 Submixes
5.3 Summary
54 Key Terms
5.5 Questions and Exercises

UNIT 6 : AUDACITY MENU

6.0 Introduction

6.1 Unit Objectives

6.2 File Menu

6.3 Edit Menu

6.4 View Menu

6.5 Project Menu

6.6 Generate Menu

6.7 Effect Menu
6.7.1 VST Effects
6.7.2 Internal Effects
6.7.3 LADSPA Effects
6.7 4 Nyquist Effects (Nyquist Prompt...)
6.8 Summary

6.9 Key Terms

6.10 Questions and Exercises

online.fliphtml5.com/bvskm/xsce/index.html#p=8

4/8



7/27/2021

UNIT 7 : TOOLBAR AND TRACKS

7.0
7.1
12

73
74
7.5

Introduction

Unit Objectives

Main Toolbar

7.2.1 Buttons for Play Control
Mixer Toolbar/Slider Bar

Edit Toolbar

Audio Tracks

7.6 Track Pop-Down Menu

7.7
7.8
7.9

Gain and Panning Controls
Summary
Key Terms

7.10 Questions and Exercises

UNIT 8 : WORKING ON SOUND FORGE

8.0
8.1
8.2

8.3

8.4

8.5
8.0
8.7

Introduction

Unit Objectives

Sound Forge: Getting Started
8.2.1 Your Workspace

8.2.2 Toolbars

8.2.3 Opening and Saving a File
8.2.4 Data Window (Sound file window)
Editing Sound

8.3.1 Playing a Sound

8.3.2 Basic Editing Operations
Effects and Processing

8.4.1 Effects Menu

8.4.2 Process Menu

Summary

Key Terms

Questions and Exercises

online.fliphtml5.com/bvskm/xsce/index.html#p=8

BMG 210 auddio editing

5/8



7/27/2021 BMG 212 ADVANCED VIDEO EFFECTS 211017

CONTENTS

UNIT 1 FINAL CUT PRO INTERFACE .....cccoeciieiinieecenneccasnesnesasnsssssssssansnss nassnss sesnssnssansnss 5
1.0 INTRODEUCTION 5
1.1 UNIT OBJECTIVES 6
1.2 OVERVIEW OF THE FCP INTERFACE 6
1:2:1 WORKINGOF INTERFADTE ... s coue s osamsns somsssmssis s sns o o s ims i e e o 506 5 s o e S 7
1.2.2 Working with Tabs and Tabbed WINAOWS ........ .o e e e smennne 10

1.2.3 Using Different Window Layouts

1.3 UNDERSTANDING A PROJECT AND PROJECT SETTINGS 13

1.3.1 Industry Pipeling or WOFKFIOW ... s s s s s s smmnnnn e 14

1.3.2 Post-Production Pipeline

1.3.3 Understanding Projects, Clips and SEOUENCES ... ..oicec e aee s aernarsnnssssssnsssnssssnssrnnsansssrasssnssassnsens 21

1.3. 4 Creating and SaVINE PIOJEOLS. ....ccociveisirissiess senss sesssanssbanssissnsss sesss sussssnssss is ssn sss o ss s bn s S4mas i s i m sais s svin 22
1.4 IMPORTING AND WORKING WITH CLIPS IN THE BROWSER WINDOW 25
1.5 VIEWER CONTROLS IN FINAL CUT PRO 31
1.6 TIMELINE AND CANVAS WINDOWS 34
1.7 SUMMARY . 36
1.8 KEY TERMS 37
1.9 END QUESTIONS 37
UNIT 2 ORGANISING MEDIA oo s ssisisisnss i siinsai asesse siiasas vassinssiaias 38
2.0 INTRODUCTION 38
2.1 UNIT OBJECTIVES 39
2.2 UNIT OF MARKERS 39
2.3 UNDERSTANDING CLIP AND SEQUENCE MARKERS 44
BMG 212: Advanced Video Effects Page 1

online.fliphtml5.com/bvskm/bfun/index.html#p=4 417



7/27/2021 BMG 212 ADVANCED VIDEO EFFECTS 211017

2.4 USING BINS TO MANAGE YOUR CLIPS 50
2.5 USING LABELS 56
2.7 SUMMARY 66
2.8 KEY TERMS 67
2.9 END QUESTIONS 67
UNIT 3 TIMELINE... .ccoiicinsanssssmisssnnsasssnss snssasamssas ansssas ansnsns ansnsn sassnnn snssns samsans sassssanansns 68
3.0 INTRODUCTION 68
3.1  UNIT OBJECTIVES 69
3.2 AN INTRODUCTION TO THE LAYER SYSTEM 69
3.3 WORKING WITH THE TIMELINE 69
3.4  DISPLAYING IN THE TIMELINE 76
35 NAVIGATING THE TIMELINE 84
3.6 UNDERSTANDING A STORYBOARD 86
3.7 SUMMARY 91
3.8 KEY TERMS 92
3.9 END QUESTIONS 92
UNIT 4 CAPTURING AUDIO AND VIDEOQ .....umiiiciniieciinssecins secsssssesssssncsas sansss sassassssscas 93
4.0 INTRODUCTION 93
4.1 UNIT OBJECTIVES 93
4.2 SUPPORTED INPUT TYPES 93
4.3 STORAGE REQUIREMENTS FOR DIGITAL VIDEO (DV) 95
4.4 LOG AND CAPTURE WINDOW 97
4.5 USING ITUNES TO CONVERT AUDIO SAMPLE RATE 98
4.6 SUMMARY 103
4.7 KEY TERMS 103
BMG 212: Advanced Video Effects Page 2

online.fliphtml5.com/bvskm/bfun/index.html#p=4 5/7



7/27/2021

BMG 212 ADVANCED VIDEO EFFECTS 211017

4.8 END QUESTIONS 103
UNIT 5 THREE-POINT EDITING .....cocesicinessenensanssnsanssss ansnsss anssssanssnss anssns samsnss sassnsanans 105
5.0 INTRODUCTION 105
5.1 UNIT OBJECTIVES 105
5.2 THE THREE-POINT EDITING PROCESS 105
5.3 SUMMARY 112
5.4 KEY TERMS. 112
5.5 [END QUESTIONS 112
UNIT 6 WORKING WITH AUDIO ...t it teeiie ecasns seeass saessss sacesss smsess samsass sassssssnes 113
6.0 INTRODUCTION 113
6.1 UNIT OBJECTIVES 113
6.2 SOUND...... 113
6.3 AUDIO METERS 120
6.4 AUDIO MIXERS 121
6.5 ADJUSTING THE AUDIO LEVELS IN THE VIEWER 128
6.6 MOVING CLIPS BACKINTO SYNC 132
6.7 SUMMARY 138
6.8 KEY TERMS 139
6.9 END QUESTIONS 139
UNIT 7 TRANSITIONS ..o sccenmissnssssnsnss sssess nsnsss nsnss s ansnsss ansnns anssnss amssns samsnss sassnsanans 140
7.0 INTRODUCTION 140
7.1 UNIT OBJECTIVES 142
7.2 TYPES OF TRANSITIONS 142
7.3 TRANSITION EDITOR 146
7.4 SUMMARY . 149
BMG 212: Advanced Video Effects Page 3

online.fliphtml5.com/bvskm/bfun/index.html#p=4

6/7



7/27/2021 BMG 212 ADVANCED VIDEO EFFECTS 211017

7.5 KEY TERMS 149
7.6 END QUESTIONS 149
UNIT 8 CREATING TITLES .. e ittt e eass s e cass s ssss s aeesss smsess sameass saesasn aes 150
8.0 INTRODUCTION 150
8.1 UNIT OBJECTIVES 150
8.2 TEXT MENUS 150
8.3 THE CONTROLS TAB IN VIEWER WINDOW 157
8.4 ADDING DROP SHADOWS 160
8.5 SUMMARY . 163
8.6 KEY TERMS. 164
8.7 END QUESTIONS 164
UNIT 9 EXPORTING TO MEDIA 165
9.0 INTRODUCTION 165
9.1 UNIT OBJECTIVES 165
9.2 CREATING A DVD 165
9.3 OUTPUT FOR WEB OR MULTIMEDIA 171
9.4 OUTPUT TO TAPE 176
9.5 NESTING SEQUENCES 178
9.6 SUMMARY 182
9.7 KEY TERMS 183
9.8 END QUESTIONS 183
BMG 212: Advanced Video Effects Page 4

online.fliphtml5.com/bvskm/bfun/index.html#p=4 77



7/27/2021 EVS 204

Yashwantrao EVS 204
Chavan
_ Maharashtra
smmeamt - Open University Environmental
Studies

Environmental Studies

UNIT 1: The Multidisciplinary Nature of Environmental Studies 1
UNIT 2: Natural Resources 15
UNIT 3: Ecosystems 53
UNIT 4: Biodiversity 81
UNIT 5: Pollution 111
UNIT 6: Social Issues and the Environment 163
UNIT 7: Human Population and the Environment 213

online.fliphtml5.com/bvskm/zlfu/index.html#p=3 2/9



7/27/2021

BMG 302 Introduction To Maya

UNIT 1: USER INTERFACE

Structure
1.0 Introduction
1.1 Unit Plan
1.2 Autodesk Maya Interface
1.2. The Title Bar of Autodesk Maya;
1.2.2 The Main Menu Bar of Autodesk Maya;
1.2.3 The Status Line of Autodesk Maya
1.2.4 The Shelf / Shelves;
1.2.5 The Toolbox
1.2.6 The Channel Box/Layer Editor
1.2.7 The Attribute Editor
1.2.8The Tool Setting;
1.2.9 Time Slider/Range Slider
1.2.10 Command Line and Script Editor Button;
1.2. 11 Helpline
1.2. 2 The Workspace
1.3 All about Menus and Shortcuts:
1.3.1 Main Menu and Menu Sets
1.4 Camera and Camera Settings
1.4.1 Navigating the Scene;
1.4.2 Navigating with Default Cameras and VicwCube
1.4.3 Addinga Camera;
1.4. 4 Cmera Settings;
1.4.5 Camera Attributes
1.5 Focus and Shade in View Editor
1.5.1 Transforming Objects
1.5.2 Creating and Placing a Geometry
1.5.3 Setting up a Project in Maya
1.5.4 Creating the Solar System
1.9. Creating Hierarchy;
1.9.2 Animating Objects;
1.9.3 Shading an Object
1.9.4 Adding Light;
1.9.5 Rendering Animation
1.10 Summary
1.11 Key Terms
1.12 Question and Exercises
1.13 Further Reading

1.0 INTRODUCTION

online.fliphtml5.com/bvskm/cztp/index.html#p=3

2/3



7/27/2021 BMG 305_INTRODUCTION_TO_3DSMAX_211017

CONTENTS
INTRODUCGTION..ctucuiutemresisesims snnssiss snrss sssssessssas sass ssss stas sssss sos snsss sans shss sssss sssstsns sesssass senss snmssssssssssas 6
UNIT 1 3DS MAX: AN OVERVIEW .....ccconini s s s s snsssssss s sesss sssssss ssssssmsasssssssnns 7
1.0 INTRODUCTION 7
1.1 UNIT OBJECTIVES 7
1.2 VIEWS (VIEWPORTS) 7
1.3 TOOLS AND THE MAIN TOOLBAR 9
1.4 THE COMMAND PANEL 14
1.5 QUAD MENUS 16
1.6 ROLLOUTS: INPUT, SPINNERS AND FLYOUT MENUS 17
1.7 SUMMARY . 20
1.8 KEY TERMS. 21
1.9 END QUESTIONS 21
UNIT 2 THE 3DS MAX PRODUCTION PIPELINE.......c oot s s s sssssiens 23
2.0 INTRODUCTION 23
2.1 UNIT OBJECTIVES 23
2.2 PROJECT PLANNING 24
2.3 STEPS IN PROJECT PLANNING 25
2.4 THE PRODUCTION PIPELINE 32
2.5 SUMMARY . 32
2.6 KEY TERMS. 33
2.7 END QUESTIONS 33
UNIT 3 STARTING SIMPLE: CREATING SHAPES AND PRIMITIVES........ccoouemimiianens 34
3.0 INTRODUCTION 34
BMG 305: Introduction to 3DS Max Page 1

online.fliphtml5.com/bvskm/bcog/index.html#p=12 5/8



7/27/2021

BMG 305_INTRODUCTION_TO_3DSMAX_211017

3.1 UNIT OBJECTIVES

34

3.2 CREATING SHAPES

35

3.3 TUTORIAL: CREATING BASIC SHAPES

38

3.4 BUILDING A LINE

54

3.5 CREATING PRIMITIVES

56

3.6 TUTORIAL: CREATING A SPHERE, GEOSPHERE AND BOX ................

3.7 CREATING TORUS, PYRAMID AND PLANE

56

61

3.8 BUILDING CYLINDERS, CONES AND TUBES

64

3.9 CREATING TEAPOT AND TEXTPLUS

67

3.10 SEGMENTS AND SIDES

70

3.11 THE MODIFY PANEL

74

3.12 SUMMARY

75

3.13 KEY TERMS

76

3.14 END QUESTIONS

76

UNIT 4 MANAGING AND MANIPULATING 3D SPACE

4.0 INTRODUCTION 78
4.1 UNIT OBJECTIVES 78
4.2 TRANSFORM AXIS AND TOOLS AND PIVOT POINT. 78
4.3 TRANSFORM GIZMOS 79
4.4 POSITIONAL TRANSFORMS 82
4.5 TRANSFORM TYPE-IN DIALOG BOX 83
4.6 USING THE QUAD MENU 85
4.7 ROTATIONAL TRANSFORMS 86
4.8 SCALE TRANSFORMS 88
4.9 SELECT AND PLACE TRANSFORM 89
BMG 305: Introduction to 3DS Max Page 2

online.fliphtml5.com/bvskm/bcog/index.html#p=12

6/8



7/27/2021 BMG 305_INTRODUCTION_TO_3DSMAX_211017

4.10 COORDINATE SYSTEMS OVERVIEW 90
4.11 SUMMARY 95
4.12 KEY TERMS 96
4.13 END QUESTIONS 96
UNIT 5 BUILDING WITH SUB-OBJECTS 97
5.0 INTRODUCTION 97
5.1 UNIT OBJECTIVES 97
5.2 SUB-OBIJECTS 97
5.3 TUTORIAL: ADDING AN EDIT MESH MODIFIER 99
5.4 TUTORIAL: TRANSFORMING SUB-OBIECTS 101
5.5 BUILDING THE MAILBOX BODY 107
5.6 TUTORIAL: CREATING THE DOOR USING AN EDITABLE POLY OBJECT 111
5.7 SUMMARY . 119
5.8 KEY TERMS. 119
5.9 END QUESTIONS 120
UNIT 6 BUILDING A WATER TOWER....... vt s s semssms s 121
6.0 INTRODUCTION 121
6.1 UNIT OBJECTIVES 121
6.2 PROJECT ASSESSMENT 121
6.3 TUTORIAL: BUILDING A TOWER CAP 122
6.4 TUTORIAL: BUILDING A TOWER BODY 126
6.5 TUTORIAL: CREATING THE CROSS BEAMS 131
6.6 TUTORIAL: CREATING THE VERTICAL SUPPORT BEAMS 135
6.7 TUTORIAL: CREATING A TANK FLOOR AND BOTTOM CROSS BEAMS 136
6.8 SUMMARY . 138
BMG 305: Introduction to 3DS Max Page 3

online.fliphtml5.com/bvskm/bcog/index.html#p=12 7/8



7/27/2021 BMG 305_INTRODUCTION_TO_3DSMAX_211017

6.9 KEY TERMS. 138

6.10 END QUESTIONS 138

UNIT 7 BUILDING THE ELASTIC POWERED ATMOSPHERIC TRANSPORTER.. 140

7.0 INTRODUCTION 140
7.1 UNIT OBJECTIVES 140
7.2 OVERVIEW. 140
7.3 TUTORIAL: CREATING THE WINGS 144
7.4 ADDING THE STABILIZER AND RUDDER 150
7.5 CREATING THE SPONSONS 154
7.6 CREATING THE GONDOLA 162
7.7 SUMMARY . 170
7.8 KEY TERMS. 170
7.9 END QUESTIONS 171
UNIT 8 COMPLEX MODELING: CREATING A HEAD ... ciiinnnisisssnissssmsssssnssmsnns 172
8.0 INTRODUCTION 172
8.1UNIT OBJECTIVES 172
8.2 SETTING UP THE SCENE 172
8.3 CREATING THE BASIC HEAD DIVISIONS 175
8.4 CREATING THE NOSE 180
8.5 CREATING THE MOUTH 187
8.6 CREATING THE EYES 192
8.7 REFINING FOREHEAD, CHIN AND CHEEKS 199
8.8 REFINING THE HEAD AND NECK 209
8.9 CREATING THE EARS 217
8.10 SUMMARY 222
BMG 305: Introduction to 3DS Max Page 4

online.fliphtml5.com/bvskm/bcog/index.html#p=12 8/8



7/27/2021

BMG 306_ADVANCE_3DSMAX_211017

CONTENT
INTRODUCTION...cctititaitisinstinsssnsseiss s snssssss st sssssnms sssss ses snsss sass sssssssnsssssssss sstsssss snsssssnssnss ssnssns 6
UNIT 1: BASIC HIERARCHIES AND PARAMETRIC ANIMATION..........ccosiuiniae 7
1.0 INTRODUCTION 7
1.1 UNIT OBJECTIVES 7
1.2 BASIC ANIMATION 7
1.3 AUTO KEY AND SET KEY MODES 9
1.4 ANIMATING AND WIRING PARAMETERS 10

14,1 ANIMAting PaAr@mELErS «. i ieieeee et e et e e et et e s ae e e aae s e ers e assaaeeaas s essnsesaas e e an s eaansan e e aan e ennsmnennne 10
LA NI EINE: AT BEETE oo sosessssaonues st e s s g v e e e 5 S i s o e i s i i s S 11
1.4.3 Creating a HIErarchy iu s e s st i 13
1.5 SUMMARY 15
1.6 KEY TERMS 15
1.7 END QUESTIONS 15
1.8 FURTHER READING 16
UNIT 2 BUILDING A FEMALE CHARACTER ... s st s s smsss s ssnss s 17
2.0 INTRODUCTION 17
2.1 UNIT OBJECTIVES 17
2.2 MODELING FEMALE CHARACTER 17
2.2 1 TUtoHal: MOGEINZ ENE BOOY ... .o e en e een s sansn s sen esmsassmssemamsm mnen ansnnesemanehe s entnemseenns 18
2.2.2 TURD Al MOEIINE Th ATIIT w..oci oo enciennces dansn ian s mn sasas s ams s s sms msm s smss ssSmema s sma s smm wem s saae s saaessawesse 29
2.3 GLOVES MODELING 34
2.4 MODELING THE HEAD AND EAR 43
BMG 306: Advanced 3DS Max Page 1

online.fliphtml5.com/bvskm/opwk/index.html#p=4

5/8



7/27/2021

BMG 306_ADVANCE_3DSMAX_211017

2.4.1 Tutorial: Modeling the HEAM ... .. eeieeriesereinnsnssarsssssssanssassssssssasssasassssssasssnssssssssasessesssasassesassesans
2.4.2 Tutorial: Modeling the Back of HEAM ... oot ce e e ceen e enee s semeseme s sne e s eme e e
2.4.3 Tutorial: Modeling the Jaw and Chin ...t e e e e eeeeeaee e eeeeeaneanaeeans
2.8 A TULDMAL: MOBIINZ THB INOSR ...ci..ecirscinnncisnsnns cvass vessanasssssssssmsss sass smasis s ssiss sssasn sms smsas sumassmasssnssinnssssasssn

2.5 SUMMARY

2.6 KEY TERMS

2.7 END QUESTIONS

2.8 FURTHER READING

UNIT 3 RIGGING AND ANIMATING

online.fliphtml5.com/bvskm/opwk/index.html#p=4

68

68

68

3.0 INTRODUCTION 69
3.1 UNIT OBJECTIVES 69
3.2 CREATING A BIPED 69

3.2.1 Understanding the Biped ANGtOmY ... et e e e arme e e eeansammn e e e e eensaamsnne 69

3122 Namifg THe BIDEH i isiasisasin st st s o hawa s  s ims  se a ha Cy B as sa 70
3.3 POSING THE BIPED 71

3.3.1 Changing the BIPed SEIUCEUIE ... oo oo men e e smmmsm s o eomsm s sm e smmn s ems e eae e emn et e e 73

3.3.2 Working With Both AMmS OF Lo S ..o eeem e emmem e emmeeemmseeme s emeesemeemeeeene 73
3.4 RUBBER-BANDING ARMS AND LEGS 75

3.4.1 Linking Character Body Parts to the Biped ... 77
3.5 ANIMATING THE BIPED 78
3.6 SUMMARY 82
3.7 KEY TERMS 82
3.8 END QUESTIONS 82
3.9 FURTHER READING 83
UNIT 4 BASICS OF MATERIALS 84
BMG 306: Advanced 3DS Max Page 2

6/8



7/27/2021

BMG 306_ADVANCE_3DSMAX_211017

4.0 INTRODUCTION 84
4.1 UNIT OBJECTIVES 84
4.2 MATERIALEDITOR - KEY TO CREATION 84

4TI teri AllEC IO TATY ONBIVIBW .. . cutc. s as o wa s basssied s s 605 V055 050 o 8 0 B0 U S G 84
4.3 SELECTING A SHADER 86
4.4 SPECULAR CONTROLS 88

4.4.1 Mapping Problems and Solutions oo s i i i i e e el e i e s bt v i i 89
4.5 BUMP MAPS AND OTHER MATERIAL aTTRIBUTES 90
4.6 SUMMARY 90
4.7 KEY TERMS 91
4.8 END QUESTIONS 91
4.9 FURTHER READING 92
UNIT 5 MATERIALS UNWRAPPED......cccuismninmsmnssssincos sesssssss sesssssssssssssssssssssss ssssssmsssssssess 93
5.0 INTRODUCTION 93
5.1 UNIT OBJECTIVES 93
5.2 MAPPING WITH UVW MAP 93
5.3 MAPPING WITH UNWRAP UVW 102
5.4 CREATING AND APPLYING MATERIALS FOR A FLAG 109
5.5 SUMMARY 112
5.6 KEY TERMS 113
5.7 END QUESTIONS 113
5.8 FURTHER READING 113
UNIT 6 LIGHTING AND ATMOSPHERICS ......cccooninii i s snsnsssssssss ssssssns smsssssnssmsnns 114
6.0 INTRODUCTION 114
6.1 UNIT OBJECTIVES 114
BMG 306: Advanced 3DS Max Page 3

online.fliphtml5.com/bvskm/opwk/index.html#p=4

7/8



7/27/2021 BMG 306_ADVANCE_3DSMAX_211017

6.2 INDOOR AND OUTDOOR LIGHTING 114
6.3 ADDING LIGHTS TO A SCENE 115
6.4 CUSTOMIZED LIGHTING PROJECTION MAPS AND ADVANCED EFFECTS 119
6.5 SUMMARY 121
6.6 KEY TERMS 121
6.7 END QUESTIONS 122
6.8 FURTHER READING 122
UNIT 7 RENDERING ....ccociiiiini i i issssnis s sssnsssssssss sns snssmsses sesssssss st assss seas sass sesssssnsansnsn 123
7.0 INTRODUCTION 123
7.1 UNIT OBJECTIVES 123
7.2 RENDERING 123

7.2.1 Rendering Parameters 123

7.2.3 Tutorial: Using Network Rendering to Setup a Render Farm ..........oovveeooieeeie e 128

7.2.4 Network Rendering WIth IMIOnitor. ..o eeen e eeenee e emensns snne s snmesene s sne e e eme e e e e en 129
7.3 RAYTRACER 130

3L R AN AT P A TN B BT 2 n o em s ssses o s S M S S 3 £ 9 B S A S SR S 130
7.4 RENDERING OUTPUT TO FRAMES 132
7.5 CAMERAS .. 134

T 5L e A Ir R s s s S U A O W W RS s s s s 135

7. 5.2 TN CAIMIBIA. e eee ettt eae e e et et eaeeas e e ermm e aesaae e e e eesaaeaanae e ass i es s msse e e as e essmmsesessanaeaman ssnssmaaannneen 135

7.5.3 Camera Viewport

7.6 SUMMARY 139
7.7 KEY TERMS. 140
7.8 END QUESTIONS 140
7.9 FURTHER READING 141
BMG 306: Advanced 3DS Max Page 4

online.fliphtml5.com/bvskm/opwk/index.html#p=4

8/8



7/27/2021

BMG 307 Character Animations

CONTENTS

Introdsuction

UNIT 1 THE BASICS OF CHARACTER ANIMATION

structure

1.0 Introduction

1.1 Unit Objectives

1.2 Introduction to 3DS MAX
1.2.1 3DS MAX

1.3 Animation Pipeline

1.4 Principles of Animation
1.5 Human Anatomy

1.5.1 Bones and Constraints
1.5.2 Animation Constraints
1.6 Modifiers

1.6.1 List of Modifiers

1.7 Expression Controller
1.8 Max Script

1.9 Summary

1.10 Key Terms

1.11 Question and Exercise
1.12 Further Reading

UNIT 02 CHARACTER MODELING

structure

2.0 Introduction

2.1 Unit Objectives

2.2 Setting References on Viewport
2.2.1 Object properties
2.3 Creating Body

2.4 Creating Head

2.5 Modelling Hands

2.6 Summary

2.7 Key Term

2.8 Question and Exercise
2.9 Further Reading

online.fliphtml5.com/bvskm/yvcg/index.html#p=4

4/8



7/27/2021

BMG 307 Character Animations

UNIT 03 PREPARATION FOR ANIMATION

structure

3.0 Introduction

3.1 Unit Objectives

3.2 Making skeleton of two legged character
3.2.1 Bone creation

3.2.2 Rigging the Legs and Feet

3.2.3 Rigging Arm and Hand

3.2.4 Using Reaction Manager

3.2.5 Elbow and Wrist Control

3.2.6 Creating Spine Control

3.2.7 Creating Head Control

3.2.8 Duplicating Left side controls onto Right side
3.2.9 Creating character

3.3 Facial Rig

3.4 Skinning

3.5 Summary

3.6 Key Term

3.7 Question and Exercise

3.8 Further Reading

4 ANIMATION OF BIPED(TWO-LEGGED) CHARACTER

Structure

4.0 Introduction

4.1 Unit Objectives

4.2 Bouncing Ball Animation
4.3 Creating A Biped Walk
4.3.1 Creating First Step

4.3.2 Finishing the walk Cycle
4.3.3 Correcting the walk and adding secondary action
4.4 Summary

4.5 Key Terms

4.6 Questions and Exercises
4.7 Further Reading

UNIT 5 ANIMATING QUADRUPED(FOUR LEGGED) CHARACTER

Structure
5.0 Introduction
5.1 Unit Objectives

online.fliphtml5.com/bvskm/yvcg/index.html#p=4

5/8



7/27/2021

92
5.3
54
959
5.6

BMG 307 Character Animations

Animating Quadruped
Summary

Key Terms

Question and Exercises
Further Reading

UNIT 6 ANIMATION OF EXPRESSIONS

Structure

6.0 Introduction
6.1 Unit Objectives
6.2  Morphing Facial Expressions
6.3 Animating Lips
6.4  Animating Eyes
6.4.1 Rotating Eyes
6.5 Body Expression
6.6  Summary
6.7 Key Terms
6.8 Questions and Exercises
6.9  Further Reading

UNIT 7 PREPARING BIPED WITH CHARACTER STUDIO

Structure

7.0
7.1
T
1.3
14

7.5
7.6
7.7

Introduction

Unit Objectives

Introduction to Character Studio
Skinning

Assigning Physique Modifier
74.1 Bulge

7.4.2 Tendons

Summary

Key Terms

Question and Exercises

UNIT 8 ANIMATION USING CHARACTER STUDIO

Structure

8.0
8.1
8.2

Introduction
Unit Objectives
Methods of Animating a Biped

online.fliphtml5.com/bvskm/yvcg/index.html#p=4

6/8



7127/2021 BMG 307 Character Animations

8.2.1 Animating a Biped
8.2.2 Libraries of Animation
8.3 Summary
8.4 Key Term
8.5 Questions and Exercises

online.fliphtml5.com/bvskm/yvcg/index.html#p=4 7/8



