
File:  chap11, Chapter 11

True or False
1.  Multimedia development is interactive, iterative, and intuitive.

Ans: False
(not intuitive)

2.  The multimedia project’s goal is defined in the design stage.

Ans: False
(definition stage)


3.  Identifying a project goal also involves identifying the audience for the project.

Ans:  True

4.  The preliminary proposal often includes a flowchart.

Ans: True



5.  The storyboard is an incomplete working model of the proposed project.

Ans: False
(prototype)

6.  The functional specification is often the basis for a detailed business contract.

Ans: True


7.  The goal of interface design is to engage the client.

Ans: False
(user)
8.  Preproduction is the process of preparing the media for editing.

Ans: True 

9.  An intuitive interface is one that is immediately understood by the user.

Ans: True


10.  Prototypes can be used to refine the definition of the product.

Ans: True

11.  Systematic archiving is an important task in the design stage.

Ans: False
(production stage)
12.  An alpha version of a project will have all the media elements but may also include many errors.

Ans: True

13.  An interface is predictable when similar actions produce similar results.

Ans: True

14.  A prototype can be used to test proposed features in a product.

Ans: True

15.  The flowchart should provide a preliminary cost estimate.

Ans: False
(preliminary proposal)

Fill-in-the-Blank
1.  A _____________  _________________ is a short description of the planned application.

Ans: Preliminary proposal

2.  A simple box diagram with brief descriptions of the project’s contents is a ___________.
Ans: Flowchart

3.  The _______________ _________________ is a detailed description of the elements and the performance of the multimedia product.

Ans: Functional specification

4.  A prototype is created during the _________________ stage of development.

Ans: Design

5.  A ______________ _________________ list details each media element and who is responsible for its creation.

Ans: Content inventory

6.  The _______________ _________________ presents the content of the application as the user experiences it on the screen.

Ans: User interface

7.  A ________________ is a widely understood symbol to represent something new or unfamiliar.

Ans: Metaphor

8.  An _________________ version of a multimedia project will have all the media elements, but may also include many bugs to resolve. 

Ans: Alpha

9.  A project that has been thoroughly tested and is free of errors is often referred to as the _________________ ________________.

Ans: Gold master

10.   Programmers complete software routines and integrate media with the user interface during the ___________________ stage of development.

Ans: Production 

11.   The _________________ _________________ is knowledgeable about the copyright protections on content and processes for securing permissions.

Ans: Acquisitions Specialist

12.   The _______________ ______________ is ultimately responsible for assuring the project is delivered with all the features, on time, and within budget.


Ans: Project Manager

13.  A _____________ version of a project includes all the media, but is not completely free of errors.

Ans: Beta
14.  A general-purpose presentation program is often used to create the ___________________ during the definition stage.

Ans: Storyboard

15.  The objective of the _______________ stage is to create an incomplete working model of the project.

Ans: Design

Multiple Choice
1.  The member of the development team responsible for the look, feel, and functionality of the user interface is:

A. Animator

B. Content expert

C. Writer

D. Project designer

Ans: D

2.   The member of the development team who should have thorough knowledge of the product’s subject matter is:

A. Client

B. Project manager

C. Content expert

D. Administrative assistant

Ans: C
3.  The member of the development team who designs screen layouts is:

A. Videographer

B. Graphics specialist

C. Animator

D. Project manager

Ans: B

4.  The member of the development team who is responsible for budgeting and contract negotiations with the client is:


A. Project Manager

B. President of company

C. Acquisitions specialist

D. Accountant

Ans: A

5.  The member of the development team who has a thorough working knowledge of a sound studio is:

A. Videographer

B. Audio specialist

C. Animator

D. Project designer

Ans: B

6.  The member of the development team who may be called upon to produce scripts for dialog help screens in the project is:


A. Audio specialist

B. Content expert

C. Programmer

D. Writer

Ans: D

7.  The member of the development team responsible for shooting and editing digital video is: 


A. Graphic artist

B. Videographer

C. Animator

D. Writer

Ans: B

8.  The member of the development team who will maintain documentation of copyright permissions is:


A. Project manager

B. Client’s lawyer

C. Acquisitions specialist

D. Archivist

Ans: C

9.  The member of the development team who may be called upon to create specialized controls or functions within the product is:


A. Writer

B. Debugger

C. Graphic artist

D. Programmer

Ans: D

10.  The member of the development team responsible for creating the navigational structure of the product is:


A. President of organization

B. Project designer

C. Project manager

D. Administrative assistant

Ans:  B

Paragraph Response
1. Identify the three stages of a multimedia development plan. Briefly explain the main purpose of each stage and identify one outcome of each stage.

Ans: The first stage of the development plan is the definition stage. The main purpose is to identify the product’s purpose by clearly defining the project’s goal(s), audience, and uses of multimedia to accomplish the goal. Several documents are produced at this stage. These include a preliminary proposal, a flowchart, a storyboard, and a functional specification.


The second stage is the design stage. The purpose of this stage is to specify what the product ought to be. A working model of the product called a prototype is produced at this stage in addition to a content inventory list, and the user interface.

 
The third stage is the production stage. The media elements are created and integrated into the overall application, the user interface is developed often through the assistance of programmers, and the product is tested. The alpha version and beta version are outcomes at this stage. Once all the errors are removed from the project, the gold master is released to the client and the audience.

2. Explain why multimedia development is both interactive and iterative.

Ans:  Multimedia development is iterative because at each stage of development there will be adjustments to the overall product. The team makes changes as they create the content and interface, the client makes changes to guarantee the product meets their needs, and the project manager will adjust the product to meet the goals and functional specifications identified in the design stage. At all points of development iterations of the product are developed based on testing, creativity, and free exchange of ideas within the development team.


The development process is interactive because team members often contribute to the development of components outside their area of expertise. The give and take of ideas about media, user interface, and overall functionality lead to a dynamic process that fosters creative ideas and several revisions during the development process.
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