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True or False
1.  Media-specific software is used to create and edit text, graphics, sound, video, and animation content.

Ans: True


2.  Two major approaches to integrate media content into a single application are programming and composing.

Ans:  False
(authoring)

3.  A benefit of authoring software is that the developer does not need to focus on code syntax.

Ans: True


4.  The card metaphor is most appropriate for multimedia projects using static media such as text or graphics.

Ans: True

5.  Card based applications utilize two layers to present content.

Ans: True


6.  Icon based applications organize content on a timeline.

Ans: False
(flowline)

7.  Frames are containers for media content in the timeline metaphor.

Ans: True
(timeline) 

8.  Layers on a timeline define the stacking order of media.

Ans: True

9.  The timeline metaphor is the most appropriate organization for branching applications such as tutorials.

Ans: False
(Icon)

10.  As the timeline’s “play-head” moves, individual frames appear on the screen.

Ans: True

11.  A storyboard is used in the application design process.

Ans: True

12.  Authoring applications do not include basic tools to create and edit specific media.

Ans: False
(most include basic editing of some media)

13.  An image map is a graphic with “hot spots” where the user clicks to navigate the application.

Ans: True

14.  The simplest form of navigation is a network structure. 

Ans: False
(linear or sequential)

15.  One advantage of local storage of a completed multimedia application is ease of revision.

Ans: False
(an advantage of remote storage)

Fill-in-the-Blank
1.  _______________  applications are specifically designed for creation of multimedia projects.

Ans: Authoring

2.  A __________________ helps orient developers to how the software organizes media elements within the authoring application.

Ans: Metaphor

3.  The ____________ metaphor presents content in a sequential order like a slide show or sequence of pages.

Ans: Card

4.  In authoring,  ___________ are graphic symbols that define media content and interactivity.

Ans: Icons

5.  The ________________ metaphor organizes media and interactivity as a sequence of frames.

Ans: Timeline

6.  Content that is shared across multiple cards should be placed on the ___________________ layer.

Ans: Background

7.  A _______________ is a series of sketches of screens to guide the development process.

Ans: Storyboard

8. _______________________, or timing of  media playback, is critical for dynamic projects that contain sound, animation, and transitions. 

Ans: Synchronization

9.  The navigation structure that organizes presentation of content from the most general topic to the most detailed topic is _____________________________.

Ans: Hierarchical

10.   A _________________ navigation structure often will use hyperlinks to connect content.

Ans: Networked 

11.   The ___________________ navigation structure provides information that is contingent on the user’s responses in the application.

Ans: Conditional

12.   A ________________ is a series of commands that specify the properties or behavior of a specific element in the multimedia application.


Ans: Script

13.  A _______________ is a collection of related files that share a common field of data.

Ans: Database

14.  A utility that is useful in tracking program execution to identify errors is known as a __________________________.

Ans: Debugger

15.  The _____________ programming method does not require knowledge of syntax and commands.

Ans: Icon

Multiple Choice
1.  Authoring applications are not used to:

A. Design the user interface

B. Provide navigation

C. Create complex media content

D. Synchronize content

Ans: C

2.   Two common authoring applications are:


A. Flash

B. Word

C. Photoshop

D. PowerPoint

Ans: A and D

3.  The navigation technique most appropriate for presenting content in a fixed sequence is:

A. Hyperlinks

B. Image Map

C. Buttons

D. Linear

Ans: D

4.  The navigation technique most suitable for a multimedia tutorial on a foreign language that adjusts lessons to match user responses is:


A. Conditional

B. Hyperlinks

C. Buttons

D. Hierarchical

Ans: A

5.  The type of high-level programming language used within an authoring application is:

A. Java

B. C++

C. Scripting

D. Icon

Ans: C

6.  A small program to present the multimedia application is known as a:


A. Browser

B. Player

C. Editor

D. Publisher

Ans: B

7.  A navigation technique most appropriate for learning the parts of the human heart is: 


A. Timeline

B. Storyboard

C. Image map

D. Layers 

Ans: C

8.  The most appropriate metaphor to organize multimedia content about baking cookies would be:


A. Card

B. Timeline

C. Hierarchical

D. Networked

Ans: A

9.  The authoring metaphor that uses frames to display content is:


A. Card

B. Hierarchical

C. Flowline

D. Timeline

Ans: D

10.  When choosing an authoring application the least important consideration is:


A. The subject content

B. The maintenance requirements

C. The cost of the software

D. The delivery methods

Ans:  C

Paragraph Response
1. Identify and explain the three different metaphors utilized in authoring applications. Provide an advantage of each metaphor in your discussion.

Ans: The three metaphors used by authoring applications include card, icon, and timeline metaphors. The card metaphor is the simplest to use. Media content is organized and presented in sequential order like a stack of cards. This metaphor is best used for static media such as text or images, and for content that is normally experienced in a fixed sequence such as a set of directions. The advantage of this metaphor is its ease of use. The basic card or page layout is intuitive for all developers.


The icon metaphor organizes media content and interactivity along a flowline. Icons define the content and forms of interactivity. A project can be segmented into different flowlines to build complex applications. Advantages of this metaphor include the ease of rearranging icons on the flowline and the visual diagram of the overall project organization that it provides, and the ability to quickly create complex interactions with pre-defined icons without the need to master  a programming language.  


The timeline metaphor organizes media and interactivity as a sequence of frames. The timeline controls the presentation of events and interactivity as the playhead moves across the frames. This metaphor is especially appropriate for dynamic applications where sound, video, and animated content will change over time. The timeline gives developers control of the timing and synchronization of media components. Most also include a scripting language to further enhance the multimedia project.

2. Discuss the process of authoring multimedia applications. Include at least four steps and explain the purpose of each.

Ans:  The process of authoring multimedia applications includes the following steps. The first step is application design. The overall look and feel of the project can be drawn out using pencil and paper, or developers can work within an application to create the outline and storyboard of the project. 

The next step is to prepare the content. Media elements are created, edited, and imported into the authoring application from media-specific programs. In some cases such as text or simple graphics, the media is created within the authoring program. 

The third step is to integrate the media elements and synchronize the playback if necessary. Applications using static media components will not require synchronization, but in most cases elements of sound and motion will need to be coordinated using the authoring tools.  

The fourth step is to provide a navigation structure and add user interfaces.  Authoring applications have tools to create buttons, image maps, hyperlinks, or other more specialized interfaces, such as game controllers, to provide the user with a means of traversing the content. 

The fifth step is to preview, test, and debug the application. The developer may view segments as they are being developed in a preview mode to see how they will appear to the user, test the navigation structure and interactivity and correct the errors that may occur within the authoring environment. 

The last step is project delivery. This requires the application to be published in a form that will play on many computer systems and a variety of media from CD, DVD, to Web. Adjustments will be necessary as the project is published for different computer platforms and/or different methods of distribution, including local or remote storage of the application. These adjustments might include compression formats, file sizes, color palettes, or browser display requirements.

(steps will vary as students choose only four to discuss)
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