MacTepcTBa nenarora. Kaxaerii MeTo1 akTUBHBIM JIEaeT TOT, KTO €ro
IIPUMEHSIET.

AKTHBHBIE MeTOABl 00ECredrnBalOT MHOTOYPOBHEBYIO U
Pa3HOCTOPOHHIOO KOMMYHUKAIIHIO BCEX Y4aCTHUKOB
00pa30BaTeabHOIO Mpolecca, MO3TOMY IMPUMEHEHHE X HEOOXO0IUuM<
B oOpazoBareiabHOM Tporiecce. KoHeuHO, akKTUBHBIM METOJ] OCTas . Cs
BHE 3aBUCHUMOCTH OT TOTO, KTO €T0 PUMEHSET, APYroe IeJ0, YTO , 11
OOCTHKCHHA Ka4YCCTBCHHBIX PE3YJIbTAaTOB MCIIOJB30BAHUSA AKTVHbi.
MeToABl OO0ydeHHS HEoOXOaWMa COOTBETCTBYIOIIAS IIOZY OTOB “a
MperoaaBaTers.

AKTHBHBIE METOJBI OOYYEHHUs WCHOIB3YIOT IUT. K& KOOI, .91 Ta
JEKIWH, KOTOPBIE TO3BONSIOT A3(PQEKTHBHO POUL Th K ‘HI.pETHBIE
3amaun  Jrama. l[IpuMeHeHHe  AIEMEHTOB . .auL WJIOTHH  —
MICUXOJIOTHYECKOTO HACTPOS HA HAYaJO0 JIPKIUH, pPa THYHBIC HIPEHI,
Takue Kak «MeToJl AucKyccumn», «JIeKiu»-Bu » ranu3aums» U Ipyrue,
3¢ ()EeKTUBHO W JUHAMHYHO IIOMOTAIOT TP °TIL1aBaTelissM HadaTh
JIEKIUIO, 33/1aTh HYXHBIA PUTM, 00ecl . ™W1. paboumii HACTpoOU H
XOpolIyto atMochepy B ayJUTOPHH.
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M JLTIMEDIA TECHNOLOGIES

Todav there v ere three different understandings of the word of a
multime! ia.

20102 fiist is a "multimedia as the idea", i.e. new approach to
in{ rmav.»n storage of different type.

.2 process of development of the computer equipment the
wos{ bility of processing of more and more various information
«ppeared: having begun with numbers, the computer mastered
operation with the text; then sounds and the image got to the sphere of
its interests; today the computer freely addresses with scoring and
fragments of video.

However until recently it seemed that the text is a text, numbers -
something another, even digital sounds and images continued to be
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perceived as absolutely different things, with them different people in
different specialized institutions were engaged in operation.

Now it seems even to the strange that only more than in 10 years
after the beginning of computer processing of the image, the speech,
synthesis of music there was an idea to integrate all this in a whol<
which received the name "multimedia".

2. The second value of a multimedia is the equipment wiich
allows to work with information of different nature. These a1
multimedia boards, multimedia complexes, and, at last, mu! imec ia
centers.

3. The third value of a multimedia is "multime‘ia { rofac*" - he
product made of these various types moreover.suc in | /bich it is
possible to orient: directory, encyclopedia. Most o1 7. s> product is
associated with CD ROM and DVD-ROM.

The multimedia product is might cotiain v at least information,
than quite big museum or library and as ‘n ori.ciple it it shall be
available to any, so is organized so that it \:as ; »ssible to understand it
without vocational education. The sysic of ‘he menu and links which
serves as the guide in the sea 41 . ta 3 for this purpose created.
According to the main menu it ‘s pcssible to evaluate structure of
material and to quickly find the . ecisary section, in case of desire it
is easily possible to pass ui. nter sting, to receive help if the unclear
word suddenly met or<w1." go deep into details. There are also doctor's
encyclopedias in wh ch it 1. possible to learn all diseases, about first
aid, etc. There ‘«re anctomic atlases consisting of articles, video
fragments, ex/sla ning activities of separate organs and also in the form
of the evolanatcry dictionary. There are also geographical
encycloy edias  for example "The great cities of the world" gives the
comr>te nformation about the majority of the large cities.

Mu ‘imedia (multimedia) is the modern computer information
«ohnlogy allowing to integrate in computer system the text, a sound,
27vil eo image, the graphics image and animation (animation).

Multimedia is the amount of the technologies allowing the
computer to enter, process, store, transfer and to display (to remove)
such data types as the text, a graphics, animation, the digitized still
images, video, a sound, the speech.

Multimedia has many different meanings to many different
people. Definitely it is more than just color full pictures on the Internet
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or on a CD-ROM. Multimedia are all computer based, interactive
online-, offline-, media- and communication products, which contain
at least three forms of representation e.g. texts, pictures or sounds. It’s
the combination of several media — whether they depend on time like
animations, simulations, video sequences or sounds, or not depend o
time like texts, pictures or graphics. And this combination tries to
make information understandable to us.

The parts of Multimedia

There are seven elements — text, graphics, photographs. soun i,
animation, video and interactivity — that can be inc'=dea.in’a
multimedia presentation. A TRUE multimedia pres¢ itat bn/cc mbiies
all of these elements.

TEXT — Traditionally text has been used to <uu. i messages.
Text is an excellent way for delivering infermation, <t can often be
too slow at getting the message across. If ‘you .nly have 3 seconds to
grab someone's attention, text is not going tu ac ! ti.> job done.

GRAPHICS — Graphics can conv.: 1. ssages instantly. For
instance, compare a printed table of .ali's iigures with a graphic of
those same figures — you can (see ‘he trends immediately in the
graphic. A picture can be woru) a ‘aousand words if you use it
properly to convey your mes sage.

If you need to creat< ti.» ori_.inal image, it is possible to use any
of the widespread programs intended for this purpose. In most cases
professional compu = artists and designers to achieve optimum
results, use not n¢ pocket, but several: they resort also to the
programs oricutc 1 0. bitmap images and to object-oriented programs
for operation with ¥ ector graphics.

Rag er g1 'pnics (bitmap) - a way of saving the image at which the
imagsis .mz.rix of elements - pixels (pixels). Pixel - reduction from
pic ure ¢ »ment that in translation means "an image element". The size
¢Otheraster picture can be set as the X pixels on width and Y pixels
o beight,

Raster images are created by such graphic programs as Adobe
Photoshop, Corel Photo Paint.

Vector images - a way of saving the image at which the image
remains in the form of the geometrical description of the objects
making the drawing. These images can also include data in a format of
raster graphics. Drawings of this type are created by graphic
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applications, such as CorelDraw!, the programs of processing of raster
drawings turning the raster picture into the vector file, for example, of
Corel Trace.

PHOTOGRAPHS - For instance, you can write pages to describe
your product, but nothing can describe your product like a full colou:
photograph. Full-colour photographs can also be used as backgrouvs'ds
for text and graphics.

SOUND - Sound is the best way to attract attention. Both simp.»
sound effects and more complex sounds like voice-overs_.inakc a
presentation more enjoyable for the viewer. Sound must be rerord d
and formatted so the computer can understands ans yeo> 10.0n
presentations.

Two common types of audio format are Wa =f »»» (WAV) and
Musical Instrument Digital Interface (MIDI). WAV fles store actual
sounds as music CDs and tapes do. WAV.il¢= can be large and may
require compression. MIDI files are much sma lc..than WAV files, but
the quality of the sound reproduction is n" ¢ ncly as good.

ANIMATION — Animation doe:'t ncressarily have to involve
3D graphics to be effective in a n»+'*im.- ia presentation. Also simple
animations add enjoyment to ti: prc entation and attract more the
attention of the viewer, defi=inly ke are more effective than static
pictures. Animations are f articu arly»useful to simulate real-world
situations, such as the f17sht 072 ¢t airplane.

VIDEO — In the pa.t video has been defined as multimedia.
Video makes use of a' of the elements of multimedia — but at high
costs. Video files ¢on be quite large, so they are usually reduced in size
using compr¢ssi , Common video compression formats are Audio
Video Intziinave (£ VI), Quicktime, and Motion Picture Experts Group
(MPEG [ Ml 2G2).

uso1dahat the hands to create the clip or the movie from home
or profes ional video, high-quality digital tools are necessary. It is
uwoes oty to choose that which as much as possible will approach
“nd r needs of the user from a set of applications for video-tape
caiing. The most popular video editors for Windows is the programs
Pinnacle Studio, Movie Maker, Sony Vegas, HyperCam, Adobe
Premiere Pro.

Main types of compression of a video information:

« usual, in real time

* symmetric or asymmetric
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* with loss of quality or without loss

* compression of a video stream or time-lapse compression.

1. Compression normal (in real time)

Many systems digitize video and at the same time squeeze it. For
high-quality execution of these operations it is required very powerfixi
special processors therefore the majority of boards of input-outpr” of
video for personal computers aren't capable to operate with full-le. ~th
video and often pass frames. The passed frames break smoothness ot .
video image that leads to discomfort in perception. Besides, the pass »f
frames can lead to mistiming of a sound and the image. Thoretc= flie
video card for digitization shall provide productivity/iot Hwir han 24
frames / second without the pass of frames. It won' allov .t¢" violate
images.

2. Symmetric and asymmetric compreszion.

Differences are connected with a rativ of | . »thods of compression
and a decompression of video. Symmetric cc mp-ession assumes an
opportunity to lose a video fragment witl ‘he i solution of 640x480 at
a speed of 30 personnel / with if digiti.-at on and record it was carried
out with the same parameters. Asymi. eti > compression is processing
of one second of video for much (igge time. Degree of asymmetry of
compression is usually set i’ the ‘or. > of the relation. So, figure 150:1
mean that one minute of tho. con pressed video corresponds to about
150 minutes of real t'm<. Asymmetric compression is usually more
convenient and is ef «ctive Jor achievement of high-quality video and
optimization of spec o1 'ts reproduction. At the same time coding of a
full-length ro!"er ~an 1ke too much time, that is why similar process is
carried out by the s jecialized companies.

3. Compi »ss1on with loss or without quality loss.

“itiontjoss it is a little ways of compression: often found
cot binaons of bytes are replaced shorter bit, or certain sequences of
~o'ue, are replaced with codes. Extent of compression strongly
7epinds on type and length of the file. Anyway information necessary
- a decompression (restoration of basic data) is added to data.
Therefore if data in the file badly contract when using of the chosen
algorithm, the size of the file can even increase. Even in a successful
case compression level without loss of information is usually not
really high. Compression twice - already a victory. Therefore usually
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for video compression with quality loss is used, rejecting information,
allegedly indiscernible an eye.

4. The MPEG technology uses line compression of video at
which not each shot separately is processed, and dynamics of changes
of video fragments is analyzed and there is an elimination of excess
data.

INTERACTIVITY — Interactivity allows the viewer to navi ate
through a presentation in their own way and at their own pace... Th.
user can jump from topic to topic and skip areas of little« nterc t.
Online catalogues are an ideal example of useful ir‘cractivity.
Especially touch screens make the interactivity perfer..

Multimedia elements require a framework.tha  enccursges the
user to learn and interact with the information. L *‘iaciiz elements
include pop-up menus, small windows that appear > the computer
screen with a list of commands or multimcdia < 'ements for the user to
choose. Scroll bars, usually located on the s.3e >t 2e computer screen,
enable the user to move to another poi.>a « ~ a large document or
picture.

The integration of the elem/nts »f . multimedia presentation is
enhanced by hyperlinks. Hyperli. ks ¢ -eatively connect the different
elements of a multimedia 1'rese. tai. a using coloured or underlined
text or icons which enabl< uc>ts te switch between media elements and
topics. Multimedia ceii «nhance the presentation in ways that are
similar to the assoc .tions made by the human mind. Connectivity
provided by i mcrliiks transforms multimedia from static
presentations/wi h_p. tures and sound into an endlessly varying and
informative interac ive experience. Linking information together with
hyperlin’s is aone by special computer programs or computer
langvioer. Ve Hyper Text Markup Language (HTML).
Mt timedia applications are computer programs, which are stored on
CO-KOM or on the World Wide Web (WWW), which is the media-
».ch’ component of the Internet. Common multimedia applications
wziude video games, learning software, and reference materials, such
as electronic encyclopedia.

Television is an important part of the future. Nowadays there are
already Pay-TV, Video-On-Demand (VOD) and Interactive TV (ITV).
Pay-TV are coded TV-programs — you have to pay for a chip-card or a
smart-card, which allows you to watch that programs. With VOD the
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user can choose a film out of a digital video-tape library and can stop
it at any time he or she likes to. And with ITV the user is involved into
the action — he or she is connected to the channel.

In the future a “super-PC” with a better picture und bigger
memory capacity will contain both TV and telephone.

And, finally, with the invention of Universal Me'ile
Telecommunications System (UMTS) instead of the standard mc ile
phone net GSM in the year 2002 multimedia will also affect mabii
phones.

Ep vrar 26 .06,

cmydenm 1 Kypa cneyuanvnocmu «Apxizme, mypa s 'apl TV
1ulrokosa A.A.

npenodas. menv, Kapl TY

NHHOBALIMOHHBIE TEXHOJIG U " METOJAX
N3YYEHUA UHOCTPAR (SIA A3BIKOB

OOyueHre MHPOBOMY SI3BIl'y, “ak aHTIHHCKUH, pacrojaraert
OTPOMHBIM OIIBITOM B IMPOCTOPa’ W3 UEHUS WHOCTPAHHOIO SI3BIKA.
Hama ctpana BBOIUT Moy 3614 "0¢ NOyUeHHE ¢ HaYaJlbHOTO Kiacca,
CBSI3aHHOE C Pa3BUTHEM. CTL HbL [103TOMYy MIKOJBHUKU U CTYAEHTHI,
NpenojaBaTeId HILy. TyTH MPEOAOJICHUs MJaHHOHW MPOOJIEMBI.
HampasneHHOCTP 1| - 74€HwA A3BIKA cTaja pPa3sHOCTOPOHHEH U
pa3HOHAIPaBICHh "1, 41> I U3YYEHUS SA3bIKA KaXIbIM >KeJarouiui
MOJKET BBIOP! b Hay OJiee MOJXOISAIINN Il HEro crmocod. B aroit
pabote ommceiBaeT 4 Hauboee MPOCTON M OOIIMI crocod M3ydeHHs
SI3BIKA.

TIKCTRELA M BY30BCKas IIporpamMma HMMEKT CBOM I'DAaHMIIBI,
yp{ BHH i TpeOOBaHUs, KOTOPBIE HE BCETJa C YCIEXOM MOTYT OCBOUTH
SoaIL recst. MHorue nmporpaMMbl 00YYeHHS SI3bIKa TPEOYIOT BIIOKEHHS
£peJ CTB, KOTOpbIE HE KaXXIblil By3 WJIM IIKOJIA MOTYT INPEIOCTaBUTh
1 UI3YYAIOIIETO.

OOyueHne aHIJIMHACKOMY SI3BIKY U IPYTHM €BPOIECHCKHUM SI3BIKaM
OTIIMYAeTCsl OT OOYyYEHHUS BOCTOYHBIM SI3bIKAM U TPY3MHCKOTO SI3bIKA
T€M, 4YTO B TpaMMaTHKe OTHUX A3BIKOB HCIOJB3yeTCAd CIOXKHAas
rpaMMaTHKa U MACHEMO.
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