A careful analysis of MMS ques paper reveals following interesting facts. There are 7 ques with part ‘a’ and ‘b’ giving 14 questions of 10 marks each. Following questions are found to be most frequently asked as per the analysis of earlier question papers (10 marks each):

1. Compare RAID 0- RAID 5
2. What is workflow? Explain document imaging workflow
3. Different types of authoring system (Dedicated/ Time-line based)
4. Virtual reality design and human factors
5. Either JPEG or MPEG compression (remember MPEG uses JPEG ideas as well as motion vector)
6. Compare CCITT Group 3/ Group 4 compression
7. Multimedia application classes (Games/ Repositories/ Shared workspace)
8. Explain operation of Scanners and the advantages of CCD as sensor
9. Compare and contrast TIFF and RIFF format
10. Explain terms RTP/RTCP/RSVP/ RTSP/ IP Multicast
11. Architecture of DSP
12. Explain in details WORM read/write operation
13. What do you mean by video image processing? Explain any five image operations involved in the processing 
14. Write short notes on (any two)
Hypermedia messaging
Distributed multimedia system
Aural/VCR metaphor
Sound board and video Grabber card architecture
Use steps given in “design booklet”. Carefully select display/image resolution based on application. Guidelines: Text only application- less resolution while graphics application- high resolution. Calculate performance requirement as given in the set. Then draw workflow (use document imaging workflow as the basic workflow and depending upon the capture stage you can change left hand side of the workflow while right hand side remains same). Then show atleast 2-3 user interfaces including ‘log-in’ and ‘main menu’. E-R diagram can be drawn if database related question is asked.
Scheduling and policing mechanism
For the question on Explain different scheduling and policing mechanism in multimedia you need to explain the first come- first serve and round robin policy which you have learned in OS along with leaky bucket policy.


	
 Lossy Compression 

	
Non-lossy compression


	Non-lossy compression standards are designed to retain all information in the original multimedia object
	Lossy compressions does not retain all information in the original multimedia object

	Non-lossy compression results in less compression ratios
	Lossy compression schemes results in higher compression ratios 

	Non-lossy compression scheme relies on removing redundancies e.g. CCITT group 3 removes Horizontal redundancies while CCITT group 4 removes both horizontal as well as vertical redundancies 
	Lossy compression removes some real information too

	In non-lossy compression, data is not altered or lost in the process of compression or decompression.
	Lossy compression generally involves some kind of data transformation from one domain to another like DCT or Fourier transformation and removal of high-frequency data. 

	Examples of Non-lossy compression standards includes:
Packbits encoding (Run Length Encoding)
CCITT Group 3 1D
CCITT Group 3 2D
CCITT Group 4
Lempel-Ziv and welch algorithm LZW
	Examples of lossy compression includes: 
JPEG
MPEG
CCITT H.261
Intel DVI



	TIFF
	RIFF

	TIFF stands for Tagged Image File Format
	RIFF stands for Resource Interchange File Format

	TIFF file format provides tags that store information about resolution, colour, the compression scheme used for capturing, the date and time of capture and even the operator who created the file. 
	RIFF, on the other hand, is used to convert a custom file format to a RIFF file format by wrapping a RIFF structure around it. 

	TIFF is used only for raster image
	RIFF can be used for interchanging any type of data. For example, a MIDI file format is converted to RIFF MIDI file format by wrapping a RIFF structure around it in the form of RIFF chunks. 

	TIFF is old standard and does not borrow any idea from RIFF
	TIFF has been used as the model for the RIFF file format. 

	In TIFF, attributes are written as TAGS in IFD (Image File Directory) 
	In RIFF attributers are written as CHUNKS (RIFF CHUNK/LIST CHUNK/SUB CHUNK) 

	
	


RTSP
RTSP, the Real Time Streaming Protocol, is a client-server multimedia presentation protocol to enable controlled delivery of streamed multimedia data over IP network. It provides "VCR-style" remote control functionality for audio and video streams, like pause, fast forward, reverse, and absolute positioning. Sources of data include both live data feeds and stored clips. RTSP is an application-level protocol designed to work with lower-level protocols like RTP, RSVP to provide a complete streaming service over internet. It provides means for choosing delivery channels (such as UDP, multicast UDP and TCP), and delivery mechanisms based upon RTP. It works for large audience multicast as well as single-viewer unicast.


RTSP operations and methods
RTSP establishes and controls streams of continuous audio and video media between the media servers and the clients. A media server provides playback or recording services for the media streams while a client requests continuous media data from the media server. RTSP is the "network remote control" between the server and the client. It provides the following operations:

1.Retrieval of media from media server: The client can request a presentation description, and ask the server to setup a session to send the requested data.

2.Invitation of a media server to a conference: The media server can be invited to the conference to play back media or to record a presentation. 

3.Adding media to an existing presentation: The server or the client can notify each other about any additional media becoming available.

RTSP aims to provide the same services on streamed audio and video just as HTTP does for text and graphics. In RTSP, each presentation and media stream is identified by an RTSP URL. The overall presentation and the properties of the media are defined in a presentation description file, which may include the encoding, language, RTSP URLs, destination address, port, and other parameters. The presentation description file can be obtained by the client using HTTP, email or other means. But RTSP differs from HTTP in several aspects. First, while HTTP is a stateless protocol, an RTSP server has to maintain "session states" in order to correlate RTSP requests with a stream. Second, HTTP is basically an asymmetric protocol where the client issues requests and the server responds, but in RTSP both the media server and the client can issue requests. For example the server can issue an request to set playing back parameters of a stream.

 MULTIMEDIA N TELECOMMUNICATIONS CONSIDERATIONS: for multimedia architectural and telecomm considerations- write about the architectural issues like DSP processor, motherboard issues and LAN-WAN connectivity. It is there in printed notes. It is actually a complete chapter which u need to convert in a paragraph of answer for short note by touching every point briefl

