Multimedia Applications S. D. G. P. Barkot

image file formats, animations Images standards.

Image File Format

File Format Teh WISel I TITT § ST WA T adTdr § b 38T AT FF vefia H|
3&T8X0T & foIT, DOC File Format 3 TSI 31T Ueh ASHIAIFE g8 Document ATSHITTFE a8
H I 37T ¢ @1 STl ¢ | Ie&T doh foh IfE IS 31T T BIsel Wil § af $8H Document
T TE b A e el o T 3Taedsh Tl Giaure =gl g1 Fehchl & 191 S File
Format & &Y compatible 8, & WBISel ST overview & Hehdl g oifchet Tl trgel Flaemsit ar
e fd ial H T&TH A¢T &1 ohdl & | a1 &, S GITHAT T T File Format Welal & ETY St
Supported & & I8 3R Thi T HS 3 S Fehel gl

File type File extension

Text .asc .doc .docx .msg .txt .wpd .wps
Image .bmp .eps .gif .jpg .pict .png .psd .tif
Sound .aac .au .mid .mp3 .ra .snd .wma .wav
Video .avi .mpg .mov .wmv

Program bat .com .exe

Compressed .arc .arj .gz .hgx .rar .sit .tar .z .zip

image AT graphic files & % ¥E3S g 8 ket Tg Tl Teh q& A A g Wi g AT
HeCIAT3IT FHEITH Graphic format T Teh caT9eh dXTICT @ load IT Save HT Tehdl o]

Types of File Formats

GIF (Graphical image file)

IMG file format

Tiff (Tag image file format)

EPS (Encapsulated postscript)

WPG file format

JPEG (Joint photographic expert group)



BMP (Bitmap file format)

PNG (Portable network graphic)

JPEG 2000

EXIF (Exchangeable image file format)
PS (Post Script)

GIF file format

GIF &l 9 &AH ATfherd Scl<s BiHAC (Graphic file format) § GIF image format &t
CompuServe =T 1887 # ST AT S format T FeTTel T 36T SHIGTH I JHTeTelSsT GT=T AT
[5& Bidfe T g HET &9 § HARH, Sa#, i, AfGeRIeT deat HIE Fole SA Tar
& o foham STaT § T6 TN & TT ek oeh31T ool T YT T § 3R hael 256 Colors
9Tt ST o ToIT IATIT AT &] GIF File T TFHERT .gif BT 8]

IMG file format

IMG File format & Heldl: IMG FIITH & AT 1 e & [T S=I127 3127 AT| IF File format
AIARIH 31T I ThoT SAST T &5l AT B

TIFF file format

tiff <7 9T #ATH Tag image File format 8] S8 Y T SAST File 3T THACIS tif BT & SAIT
SsTeh! TP File ST ST ] T Tah UT File format & S8 a9 &9 & 92197 v Srar & 3iR
g ot coremiEy S Map, Windows, Unix @Y I9IE T § I8 RGB, CMYK &elX &l guie
YT & S File 3T 3TehR &I 3718 GIcl § 3rUTcT TE Brged 3Teieh HART T T1eT it

gl

EPS file format

EPF File I Usiheqeles e T&hte Wil (Encapsulated Post Script) 8 T ST §] € a8
SHST BIciT & ToteTenl YATeT ITThar File ST Y8 &t oh TolT fohdT SITAT § dTfch SeTehl TohdlT 30T
uiee f&pee stagic & YT T ST Heh $UITH File T HET AT Ig § fob SHeRT 3THR
gaehT aquTear 7 IRade T faar aRafdd & s aear § S9ed File i 3maeaehdr 3=
T T & forv g g




WPG file format

WPG File format T 9313T word perfect SaRT AT SATATT| SEH Ugel SHHAT YT Jos Tthac
5.0 o T ThIT 31T AT 5 format ST BISeH vector SHT T AUl didl Al

JPG file format

JPG File format &T 9T #TH Siige BICHTheh TFHYC T (Joint photographic expert group) &l
g U raster AThaT format & ST dos, windows, Macintosh, unix 37Tfe & forT Tg &1 Tad
e & forT frdY SAST T FUT AT 8] JPEG File T oTar37er T3t AroredR & 391E fopam o1
ThdT & I8 T8 3110 9T @) arelt SAS File format ¥ THIT: JPEG files RGB &elk
A H gAY & 37d: SeTohl AT & folT JAN9T fhT STt UX So7ehl helR AIS RGB & CMYK #
gRafdd forar ST aehdr g

JPEG 2000

JPEG 2000 T File format & S T35 JPG format &1 31961 31fes of=<frelr 81T &| JPEG 2000
T TIIT Hleh 3T S compression TF FATTeICT T SHTH 1T Tohdl ¢ Sif ad U T gt
qfeeTehelel o ToIT T T ST Hehell g IRUR JPG files ST lossy Il & el ST9T8 JPEG 2000
format dehfede lossless compression &T FIIET ¥ &| JPEG 2000 format S1sTeT 31T Se3Ee &1
TIHT X & difeh File TTSST Sl TTAT ST Foh 3R fFEY image & 3768 BE0 &1 Frarfeler &r
GRI&IT TG i Heh|

EXIF

EXIF & 3127 § Exchangeable image file format 3iR Ig image BIged 38R Bfoce Fax &
91T fohT ST § I8 format JEITA & GaRT §ITT 31T DCF ¢35 I Ueh f3EaT g St SATSeT
fSargast & & inter operability T ST & g

PS (Post Script)

PS Usl¥ [&¥ea T Post Script format g| Post Script image format =Tl & oifchel Ig Teh Yol
TIaOT 19T & ST 7ol 9 & AR 1 1S § AT e, oot e T FaT IaT Taeor T Heh|
Post Script 9T faaxoT sTwT 5 wele Rvew o Arfaa foear a1 anfee s &1 vaader
Wé?ﬁvagﬁé’rmformata



PNG file format

PNG &I Portable Network Graphics &gT SITdT §| T8 Sedaie U ey 3718 STaHAT fhar ST
qTell STSXTed SAST FHFRNT B & T8 GIF fF g 8- For & UIE &Ldr & arsied
SHST HFUeAT FT 7T & b I TFBTET & giRTeT 39T Farfordl A&r @il PNG & graaddl & 5
3TCRIE 8] PNG-24 3R PNG-32 SrAIET &l §UIE el €, T§ GIF T Jefell & 3T Tsary
gl

&Y wer dY BMP (Bitmap File Format)

Jg Microsoft Windows T HTeTeh TEeX Hide § BMP ®iged ar Windows & Y 1 HEme &
SRR FAT ST Thar g TR T IS # dfeaw & wifa [FIr ST dshdr g
Windows BMP ®Tged & [t Teh fafRad e Yeie 1 93T adr o] o aRadet s1g1 fohar
ST FehT, ST TRAdeT it I ThleT 3R &TsT & @1 7 aRade @Y Sirar &) s8et aread &
fr T saST & #iY BMP widfe 7 gRafdd aXe WX i 38 Rl Windows TCellehleT 3
SUIE foram SITeT B, o TROTH Fa% S8 F& {37 FAEATd 81 SiTd 2|

What is Animation

Animation T Hdeld §- computer graphics # & object I life SaT. 8 aRT
objects @ energy 3iX emotions f&T ST &.

g Areal H &g dl, “TeIHARNST designing T drawing T Ter YfsRar §. 36+ images &
manipulate T STAT & ST {6 @t screen 9T move & g feEriy .

computer animation &I ¥R & gId g :- 2 dimensional (2D) animation 3iX 3 dimensional
(3D) animation.
dg person il UsiTHRI &l create AT & 38 animator &gd g. animator agd SIEY}

images @ capture T g 3R 38eh dTe HTT STOITHR Teh sequence H $eT images
animate &dT &.

Animation techniques
animatorsﬁa@wwﬁ%mmﬁﬁm%ﬁké’mmm%
HTH-TAAT TATARIT T 5 techniques BTl § ToteToh I & AT ST 3T §:-



Traditional Animation (frame by frame)
WFRETT §9 & (traditionally), SITGIN THATARI &1 g1 & & U fehar ST .

TATARS H foicdel 8T frames @10 & 37 T 1 81U U &1 draw Thar Srdr om. i
animation @& 9cdeh second & Tl 24 frames T ST Bidr 2T, SETAIT BIET movie &l
a?ﬂ?-Terfrqu GRT time o137 SATAT AT

Procedural
procedural animation #, objects 3T Teh procedure (JTsHAT) & EaRT animate fRIT ST 8.

Procedure H#deld- set of rules.

Animator fI&T &Y specify HIAT §. A rules, IITOTART rules 81 &.

Behavioral
behavioral animation #, character 379 e & actions T fuiRa a=ar & a9

character 3T R STl sl &THT Al §. 3R animator s character T Tcd detail
I specify 6T AT ISdT.

Performance based (Motion capture)
Motion capture deheileh 3, magnetic IT vision 9T 3TUTRA sensors, SATAT 3 animal

object & actions T 3D # record #d §. 3Heh &G HTY 3H data T TAT object T
animate ¥l H T &.

sports video games H SH deheilch ol TAINT athelets o action T animate &l & foIT
feRam ST &. motion capture Tehsileh S & SATET famous & FTTh S8 GaRT &
human actions &7 ag 8l 3T & animate T 9T 8. o] $H cleheiieh P arfaar
Y &, I 3H* GaRT §H HHT FHT object 3 shape AT dimensions & perfectly execute
ST8l & UTd &

Physically based (Dynamics)
SH deheileh H physics & AT &7 T4 images AT objects & motion T generate &It

o ToIT TohaT SATAT 8. SThRT AT SATGIAR video games 31X movies H foham SATaT 8.




What is key frame
keyframe Ter frame BT § ST&T 84 animation 3 &leT dTel changes T define I §. SIS
&4 frame by frame animation T create Hd & dl Jcdh frame T keyframe BIcTT &.

STe 1S 3D animation &1 YT W create HIAT ¢ dl I HHIAAT object I exact
position @ specify sTaT hid & STed a keyframe I create X g.

gﬂi’ Teal H ahg dT, “keyframe Tdh location gl & STET TatAereT & gleY aTo) Seolral ol

keyframes Sgd &1 STIBLT frames Bl & itk A object & size, direction, shape T 3=
properties 3 SEITd I store FI §. ST 16, computer ST frames T solve FAT &
TSI @& animator a:rag?rmmmaam%.



