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Multimedia Technology
LEARNING UNIT 9

EMERGING MULTIMEDIA RESEARCH

LEARNING OUTCOMES
• Indentify how multimedia research has
contributed to our lives.

Home Entertainment and Computing
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Home Entertainment and Computing
• In the near future you will see that Personal Computer (PC) will look more like
furniture. It will blend nicely to your home interior decoration, just like your sofas,
etc.
• Televisyen set will not just for watching your favourite movies. You can record,
copy files or upload files into your personal video portal.
• You can send email through your television using wireless keyboard as the input
style.
• Digital entertainment services will be become a single media center that
orchestrate and control all entertainment appliances such as TV, radio etc.
• Research efforst are trying to make sure these home computers can be
connected easily

Massively Multi-player Online Gaming
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Massively Multi-player Online Gaming
• Massively Multi-player Onl-line Role Playing Games ( MMORPGs) have
become bigs business.
• The 2006 statistis shows that the global memberships in subscription and nonsubscription are exeeding 15 millions.
• Nowadays, MMORPGs have become extremely popular among network
gamers.
• It involves large numbers of simultaneous players-up to hundreds of thousands
and per game per session.
• Social interaction is believed as a primary driving forge for gamers to continue to
play MMORPGs. They can interact and get know each others.

• Faster network connection, processors and 3D accelerator cards have
contributed to the push for the growth of MMORPGs.

Web 2.0 and Social Networking
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Web 2.0 and Social Networking
• Web 2.0 makes online presence more interactive.
• Web 2.0 has inititted a new age of web interaction that is more effective and
more cheaply on the web.
• Web 2.0 is a change in web paradigm that brings new approach to web content.
If previously you cannot add anything to someone’s personal homepage, now
you can leave your message and interact with them through their web log (
blog).

• Social networking is a phenomena where a group of people that have common
interest linked to each other on the internet. It often involves grouping specific
idividuals or organizations together.
• The function of social networking websites is as a “club house” for a group or a
community of internet users.

Web 2.0 and Social Networking
Site

Purpose

No. of registered users

Classmates.com

School or college alumni

40 million

Tagged.com

General social online
meeting

30 million

Reunion.com

Locating friends and family,

28 million

LiveJournal.com

Blogging

12.9 million

Yahoo! 360°

Yahoo.com users community

4.7 million

Soundpedia.com

Music sharing

3.5 million

Student.com

Teens and colleges

800 000

Face Recognition Technology
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Face Recognition Technology
• Face recognition is one of the most successful applications of image analysis
and understanding ( Zhao, Chellapa, Philips, & Rosenfeld,2003).
• Recognizing faces is done by computer algorithms that compare the faces in a
photo with all faces that are available in the photo database.
• You can try to upload your photo to MyHeritage.com. Basicly MyHeritage Face
Recognition runs in three steps:
Step 1 : The digital photo that is provided by the user is loaded
Step 2: Face detection technology is applied to automatically detect
human face
Step 3: Face recognition technology is applied to recognize the faces
detected

Virtual Reality (VR) Application
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Virtual Reality (VR) Application
• Virtual Reality (VR) technology allows you to interact with a computersimulated environment, as if that you experience it is as real one. Normally you
still need a computer screen or a special stereoscopic display such as a headmounted display or helmet-mounted display (HMD).
• In computer science, VR is an area that seeks better method for implementing
three-dimensional, immersive and interactive worlds ( Chang & Insler, 2004).
You have to understand that VR’s technology intends to find a solution that can
allow you to experience situations that may be impossible in the real world.
• However, VR’s attractive nature will also lead to serious addiction problems for
most of the virtual internet life community.

Geographical Information System (GIS)
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Geographical Information System (GIS)
• Geographical Information System (GIS) is a collecyion of computer hardware,
software and geographic data. They are used for capturing, managing, analyzing,
and displaying all forms of geographically referenced information.
• With GIS, you can link attributes or information to location data. For example, you
can link people to address and building to areas.
• GIS data can be viewed in three ways:
a) The Database View ( Geodatabase)
b) The Map View ( Geovisualization)
c) The Model View ( Geoprocessing)
•

Why GIS is important ?
 During the emergency situations, geospatial information is crutial towards
effective and colaborative decision-making and disaster management (
Rauschert, Agrawal, Sharma, Fuhrmann, Brewer & MacEachren,2002)
 GIS can intergrate and relate any data that have a spatial component. Rather
than you working hard to understand your data, GIS helps to process the data
for you.
 GIS can make a prediction of a future situation, based on the parameter
changes that you apply.

Human-robot Interaction (HRI)
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Human-robot Interaction (HRI)
• Human-robot interaction (HRI) is a multidisciplinary study of interactions between
people (user) and robots.
• It emerged from the various fields such as human-computer interaction, artificial
intelligence, robotics, cognitice science and multimedia design as well as human
factors.
• Basicly the goal of HRI is to develop principles and algorithms that allow more
effective communication between humans and robots.
• To achieve this target Torrey, Powers, Marge, Fussel & Kiesler (2006) proposed that
HRI could be improved by developing robots that could have some sort of natural
dialoque with users.
• This advancement in technology later is to be applied in critical domain human
activity such as serach and rescue, mining and scientific exploration, and hospital
care.
• Other than that, robot has been used in aerospace exploration research conducted
by America’s Nationa; Aeronautics and Space Administration (NASA).

Data Mining and Knowledge Discovery
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Data Mining and Knowledge Discovery
• Data mining is the process of extracting previously unknown, but actionable
information from large databases for the purpose of making cricial related decisions.
• Traditionally, if you want to analyze certain data, you have to perform data extration
from a record of data manually. However, as data sets have grown tremendously
and more complex, better and sophisticated tools must be used.
• Data mining consists of three components:
a) The capturization of data
b) The mining of infromation
c) The organisation and presentation of the mined information
• Knowledge discovery is a concept of the field of computer science that involve the
process of deriving knowledge from the input data by seraching for patterns from
volumes of data. Traditionally, human experts have to derive the knowledge from
their own personal observation.
• Knowledge discovery can be defined as the learning of previously unknown
nontrivial knowledge from data or observations ( Fu,1999).
• The most well-know branch of knowledge discovery is data mining.

Visualization and Medical Imaging
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Visualization and Medical Imaging
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Visualization and Medical Imaging
• Visualization is a branch of computer graphics and user interface design.
• This field are concerned with oresenting data to users by means of images,
normally called infromation visualization.
• Meanwhile scientific visualization seeks ways to helps users to explore scientific
data and make sense of it.
• Nowadays, data visualization techniques are widely used in various areas, from
social science to engineering.
• Another important application of visualization in in medical imaging areas. As a
result visualization and imaging has become an important part of bio-medical
research field.

3D Modelling and Reconstruction
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3D Modelling and Reconstruction
• Three-Dimension (3D) modelling in computer graphics is a process of developing a
wire frame representation of 3D object via computer programming or specialized
software.
• 3D modelling technology has been widely used in various applications.
• 3D models are designed using 3D modeller and tool to create a new model or
design.
• This technology is also used in 3D simulation for example to simulate flight crash
incidents.
• Human crowds and other flock-like group such fish’s motion are often modelled in
3D. They are being used for Playstation 3 game platform.

3D Modelling and Reconstruction
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3D Modelling and Reconstruction
• With the advancement of multimedia computing technology, most recently,
computerised methods for 3D facial reconstruction have been developed by
researchers.
• Contemporary developments in 3D digitised image capture. Graphical modelling
and animation has made this happened.

• Then this technology has been applied in forensic facial reconstruction and
animation of accident or crime scenes.

Summary
• Massively Multi-player On-line Role Playing Games
(MMORPGs) have attracted millions of players, playing
together massively.
• Web 2.0 refers to a second generation of web-based
communities, popularly applied for social networking.
• Face recognition technology compares selected facial features
from the image with a facial pattern database.
• Virtual Reality technology allows interaction with a computersimulated environment through stereoscopic display such as a
head-mounted display (HMD).

