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Answer all the Questions

PART-A                             10*2=20 marks

1. How do you interpret line in visual art design


It is a continuous mark made on a surface by a moving point. Lines  are what form the letters of the alphabet and the numbers and the shapes of countless objects around us.

2. Differentiate warm colors and cool colors.

Warm colors include orange, pink, brown and burgundy. They are bright, splashy and aggressive. More than any other colors, they attract the eye and excite our emotions. Cool colors include blue and all shades of gray. They can sometimes make a nice change. They look clean and inviting
3. What do you mean by Clip art?

It consists of collections of drawings, usually available as black and white or 4 bit images. The files are available in EPS, PIC, PICT and BMP formats.

4. Define texture and pattern

Texture:

It refers to the surface quality of an actual or represented surface.

Pattern:

Pattern is the product of a constant repetition of a visual detail or motif.
5. What are the properties we must understand while determining scanning resolution?

· Bit resolution or color resolution

· Device resolution or output resolution

· Screen resolution

· Image resolution

PART-B
6. (a) What are the elements of design & write short notes on each of the element 
         Point/Line

· A point denotes position alone. It does not have length or breadth.

· A line is a continuous mark made on a surface by a moving point.

· Basic quality of a line is direction.

· Straight vertical line – stability & dignity

· Horizontal line – rest

· Diagonal line – motion

· Angular line – agitation

· Simple curve – calmness & grace

Shape

· It refers to an area of a real or imaginary object which is defined and determined by other elements such as value, color, line, texture and space.

· Flat shapes tend to present themselves quickly.

· The flatter and more sharply bordered the outside edge of the shape, the more 
quickly we read it.

Form

· Form is a figure that appears to be three dimensional.

· Other terms used for form are mass and volume.

· Form also refers to the overall organization of a work.


Space
· Occupied space is called positive space

· Unoccupied space is called negative space

· A space appears to have the illusion of depth when another shape overlays but is 
not joined to another.


Texture/Pattern
· Texture refers to the surface quality of an actual or represented substance.

· Pattern is the product of a constant repetition of a visual detail or motif.


Value


It is the degree of lightness or darkness of a surface

 (or)
6 (b) (i) What are the things to remember when searching for the right still images for your 
              multimedia project (8)
Create a list of the images you need, including descriptions. This list will come in handy when contacting the possible sources.

Allow yourself some time to negotiate the rights to images you decide 
to use.

Keep a picture log including description of the images needed, image source used, instruction from the source and the number of images from each source. Record all correspondence.

After you have made a final selection, create a permission log.

Consider how your images will relate to each other.

If text or graphics need to be included, try to find an image with lots of open space.

If a digital file is provided, make sure the resolution is sufficient for your purposes.

Make sure that the digital file is a file format that is compatible with your system.

If a digital file is provided, find out  what, if any, image processing has been done.

Avoid working with original images.


Make sure the image provider has model and property releases of files.
6 (b) (ii) What are the ways to apply the use of a still image or images in your
              multimedia production  (8)
· Illustrations to explain concepts

· Charts to illustrate and summarize numerical data

· Uniform colors, graphic concepts, backgrounds and graphic navigational tools to provide continuity throughout the application

· Integration of text, photographs and graphics to express concepts, Information and moods

· Communication of corporate image and culture

· Simulations of environments

· Descriptions of processes

· Descriptions of organizational structures

· Illustrations of site locations

7 (a) (i) Write down the basic steps the graphics designer should take in preparing  images 
             to be used on the Web (8)
· Images on the Web need to be prepared as you  would prepare any image in a multimedia project.

· Using Photoshop or DeBabilizer, resize the image and reset the resolution to 72 dpi.

· Choose a Web-compatible file format that compresses the image

· For either format, be sure to use the file extension .gif or .jpg when you save the image. Use lower case letters or your server won’t be able to find the image.

· If you use GIF, you will have a maximum of 256 colors to work with, and less if you consider that the Macintosh and PC systems share only 216 of those colors.

· Use the HTML-the authoring language of the Web- to place the image on your page.

· Try not to use any image over 50 KB. AN50 KB image will take only 10-20 seconds to download.

· Make a choice between spatial and tonal quality

7 (a) (ii) What are the things that should be kept in mind before you create  web pages for
            clients (8)
· Draw up a formal agreement with your client. This agreement must include terms and conditions and a description of services provided.

· Use an attorney to draft this agreement. Give him or her all the pertinent information about your services.

· When you design a web page, the only guarantee you should provide is the promise of a design. Nothing else is predictable on the Web.

· A license may be required to use the material you receive from your client. Make sure to inquire about the rights your client has over the material he gives you.

· You must protect yourself from unlawful use of the website you create. Make sure you are not liable for material provided by your client that may be considered vulgar or improper.

· You should hold the copyright and own all the rights to your web site design unless they are transferred to the client. Otherwise, the client can use the material in other valuable ways and you won’t profit from 
them. 

· Make sure your agreement states the terms of payments and the consequences if payment is not made.
7 (b) What are the principles of design and explain each of them (16)
 Principles of design :

1. Unity

· It is the structure an artist provides to guide a viewer through a work of art.

· A work that has unity has coherence.

· Coherence refers to the belonging together of the parts of a work of art.

2. Balance

· Symmetry is the simplest and least challenging form of balance.

· Asymmetrical balance is much more difficult.

· Asymmetry works indirectly through a complex system of 
substitutions and compensations.
3. Rhythm

· It is the ordered or regular recurrence in space of one or more of the visual elements.

· Main types of rhythms are repetitive, alternative, progressive, and flowing.

· Movement is one of the primary components of rhythm.

4. Proportion

· It refers to the size relationships of parts to each other and to the 
whole.

· Viewers respond emotionally to different proportions.

· Rule of the golden section is that size of the smaller parts relates to the greater parts as the greater parts relate to the whole.

· Formula is a / b = b / (a+b).

5. Repetition

· Repetition of identical lines, shapes, textures, colors,… creates a predictable pattern of a coherent visual structure.

6. Variety

· It invites people to compare and become interested in that act of comparison.

7. Emphasis

· It creates a single focal point.

· This is the area where the artist creates a design interest drawing the viewers attention to the specific area of the work.
           Some of the techniques for drawing attention to the design :

· Placing a figure near the center or slightly above center of a two dimensional work.

· Any kind of contrast creates emphasis.

· In a design that consists mostly of dark areas, a light portion will 
attract attention.

· In a group of light color areas, a dark figure will be emphasized.

· The use of different scale in a work of art will also attract attention to a specific subject.
8. Economy

· It refers to the use of only those elements that are needed to create the intended effect, eliminating other visual material that will distract the attention from the essence of an idea.

8 (a)  Write down the characteristics of letters the student should be familiar (8)
· Thick strokes are the wide part of the letter.

· Thin strokes are the narrow parts of the letter.

· Serifs are the little strokes crossing the ending strokes of most  characters in Roman type.

· Types does not contain serifs are called sans serif. The design of the letter gives the modern appearance.

· Ascender is the top portion of a vertical stroke that extends above the main letter, such as in b, d, f, h and k.

· Counter is the center area of letters that have no image. It could be completely enclosed as in the letter b or partially enclosed as in n.

· Bowl is the loop around the portion of the letter such as in p and c.

· Descender is the portion of the vertical stroke that extends below the low portion of the main letter as in p and q.

· Font is an assortment of type of any one kind, style and size.

8 (b) Give tips for shooting your own photos (8)
Photographing People :

· Make your subject feel relaxed.

· Be familiar with your equipment. Do not use wide angle lenses as these will distort people’s faces. Indirect light is best for photographing people.

· Shoot different angles and shoot different moods and different poses.

Photographing places :

· Avoid shooting when the light creates a lot of contrasts. It is best to shoot in the 
morning and evening when light is filtered through clouds.

· Try to keep the camera and lens level to the ground and move faraway from the 
building to get the angle you need.

· Shoot different angles and perspectives. Shoot overviews as well as details.

    Photographing Objects :

· Good lighting and composition make inanimate objects come alive. Look for the best angles and shoot them all.

· Place the objects on different backgrounds… you can shoot outdoors and indoors.

· Play with light and color.

