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Multimedia computing: inputs

https://www.youtube.com/watch?v=hPXS7rC1PWo


  

CISC 1600 Alexa Skill

● I have created an Alexa Skill for course 
information

● You can enable it for your Echo through 
the Alexa Skills store

● “Alexa, open CISC 1600”

● “Tomorrow’s topic will be Lab 1.1: HTML5, for 
assignments, Project 1 is assigned on Feb 8, which 
is in 8 days”

https://www.amazon.com/Michael-I-Mandel-CISC-status/dp/B01N7Y7ODM/ref=sr_1_1?ie=UTF8&qid=1517337722&sr=8-1&keywords=cisc+1600
https://www.amazon.com/Michael-I-Mandel-CISC-status/dp/B01N7Y7ODM/ref=sr_1_1?ie=UTF8&qid=1517337722&sr=8-1&keywords=cisc+1600


  

Multimedia computing: Controllers

https://www.youtube.com/watch?v=1f_bAXHckUY


  

Multimedia computing: Outputs

https://youtu.be/OvAh5ajfBq8?t=1m4s


  

Course schedule

http://mr-pc.org/t/cisc1600/


  

Course syllabus

http://m.mr-pc.org/t/cisc1600/2018sp/syllabus.pdf


  

Your instructor

http://mr-pc.org/


  

Introductions

● What's your name?

● What’s your year at school?

● What’s your major?

● What’s something you want to do this semester 
that you’ve never done before?



HTML5

● Latest web standard for HyperText Markup 
Language (HTML)
– Supported on all major platforms: computers, tablets, 

phones, watches, etc.

– Native browser support for multimedia data

● Three main components
– HTML: content, structure

– CSS: appearance

– JavaScript: interactivity



  

Example HTML5 website

http://mr-pc.org/


  

Example HTML5 website

HTML

CSS

JavaScript



HTML Key Terminology

Tag: A markup that constitutes an instruction to an 
interpreting program, and is not part of the text being 
marked up.  

Element: If a document can be converted into a “tree”-
like representation, as HTML can, then an element is a 
“node” in the “tree”.

Attribute: A markup signifying a property of an 
element.



HTML Key Terminology: Tag

Tag: A markup that constitutes an instruction to an 
interpreting program, and is not part of the text being 
marked up.

● In HTML, tags begin with "<" and end with ">"

● They come in three flavors:
– start-tags, for example <p>

– end-tags, for example </p>

– and empty-element tags, for example <img/>



HTML Key Terminology: Element

Element: If a document can be converted into a “tree”-like 
representation, as HTML can, then an element is a “node” in the “tree”.  

● In HTML, an element begins with a start-tag and ends with a 
matching end-tag
– or consists only of an empty-element tag

● Characters between the start- and end-tags are the element's content
– May include other elements, which are called child elements

● An example of an element is <p>Hello, world.</p>

● Another is <br/>



HTML Key Terminology: Attribute

Attribute: A markup signifying a property of an element.  

● In HTML, attributes consist of a name/value pair 
within a start-tag or empty-element tag

<img src="button.jpg" alt='button'/>

● Here the element img has two attributes, src and alt



HTML5 Skeleton

<!DOCTYPE html>

<html>

<head>

    <meta charset="utf-8" />

    <meta name="viewport" content="width=device-width, initial-scale=1" />

    <title>Prof Mandel's App</title>

</head>

<body>

    <h1>Hello world!</h1>

    <p>This is the first paragraph</p>

</body>

</html>



Taking a step back:

● What's a language?
– Verbal languages

– Written languages

– Visual languages

– Programming languages

– Markup languages

● Simple Answer: "A medium for sharing / 
exchanging information"



Markup Languages (defined). 

From: http://en.wikipedia.org/wiki/Markup_language

“A markup language is a system for annotating a 
document in a way that is syntactically 
distinguishable from the text. The idea and 
terminology evolved from the "marking up" of paper 
manuscripts, i.e., the revision instructions by editors, 
traditionally written with a blue pencil on authors' 
manuscripts.”

http://en.wikipedia.org/wiki/Markup_language


Editing/Proofreading Symbols 
(a type of markup language)



Markup Languages are not the same 
as programming languages 

● Programming languages are used to create programs that 
control the behavior of a machine.
– C/++/#, Java, Processing, Python, PHP, Ruby, Haskel

● Markup languages are used for adding information 
(sometimes called metadata) to text in a way which is 
distinguishable from that text. 
– HTML, LaTeX, GenCode, SGML, XML

● It is possible to embed programming language statements / 
commands into a markup language. 



Types of Markup

● Presentational markup: Use spaces, new lines, and other 
type-able symbols to layout a document.  Examples: center 
heading, insert paragraph breaks, indicate chapter break.

● Procedural markup: Provides instructions for programs that 
are to process the text. Examples: make text bold, change font 
attributes, add an image, video, or link to a document.

● Descriptive/semantic markup: Label parts of a document 
and attach additional meaning to those sections. Examples: 
indicate the title of a document, declare that a section of text 
is an address.



Types of Markup

Coombs, J. H., Renear, A. H., & DeRose, S. J. (1987). Markup Systems and the Future of Scholarly Text Processing. Commun. 
ACM, 30(11), 933 947. https://doi.org/10/frsjv5–



Motivation: Plain Text
Computer and Information Science CISC 1600: Introduction to Multimedia Computing Spring, 2018 (3 hours, 3 credits) Description Introduction to 
multimedia topics, including: web design, game design, animation, data visualization, simulation and robotics. Introduction to multimedia hardware and 
software, including game boxes. Human interface design and input using multimedia devices. Graphical and other forms of output to multimedia devices. 
Emphasis on design and creation of web pages with HTML and cascading style sheets; interactive, graphical web-based programs; simple computer games, 
movies and narratives. Computer-based sound editing. Introduction to agent-based programming for simulations and robotics. Uses of multimedia in 
industry. Hands-on exercises. Instructor: Prof. Michael Mandel Email mim@sci.brooklyn.cuny.edu Phone 718-951-5600 x2053 Office 2232 Ingersoll Hall 
Web http://mr-pc.org Office hours Tuesday 12:45–2:15 pm, Thursday 3:30–5:00 pm, and by appointment Course meetings Time Tuesday and Thursday 2:15–
3:30 pm, see course website for location each meeting Lectures Room 1105 Ingersoll Hall Labs Room 5301 Ingersoll Hall Prerequisites [None] Textbook 
There is no textbook for the course. Online Resources Slides, labs, assignments, and readings will be posted on the course website: http://mr-
pc.org/t/cisc1600/ The course will also have a blackboard site with a dropbox for each assignment along with grades and announcements. Grading The course 
will be graded on a curve, with the final grade computed by weighting assignments as follows: Participation / attendance Labs (x10) Projects (x3) 
Homeworks (x2) Midterm Final exam  10% 1% each 10% each 4% each 12% 30%  All homeworks and projects should be turned in via blackboard at least 
30 minutes prior to the beginning of the corresponding class period. Homeworks turned in late will be penalized 10% for each day they are late. For 
example, a project that is turned in two days late and would have received a 100% will instead receive an 80%. Attending class is mandatory and attendance 
will be taken at the beginning of every meeting. This rule does not apply to absences due to religious observances, as described on page 72 of the 
Undergraduate Bulletin. Extra credit Many labs will have a description of additions that can be completed for extra course credit. You may turn in up to two 
of these before the final exam for up to 3% extra credit each, or up to 6% extra credit total on the final course grade. 1  Course Objectives Students will be 
able to: 1. 2. 3. 4. 5. 6. 7. 8. 9. 10.  Design and construct web pages. Write simple interactive web-based programs. Understand the concept of a simple 
program, like a recipe. Understand the concept of reading data, storing data in a program, manipulating and outputting data. Understand the concept of 
iteration, that is, doing something multiple times. Understand the concept of automated decision-making. Convert a design into a program consisting of 
small, simple parts. Understand the parts of a multimedia system and how they interact. Understand the interplay between design and implementation. 
Understand aspects of human subjects research and usability  Course Topics 1. Introduction to Web Programming and Web Design: • Intro to HTML5, CSS, 
Javascript • WWW vs. Internet; client-server model • Principals of web design 2. Game Programming and Simulation • Intro to Scratch 3. Interactive 
Programming, Graphics, Visualization • Intro to Processing Key Dates There will be one midterm exam in class on March 20, 2018, and a final exam on 
May 24, 2018 from 1:00 to 3:00 pm. Please see the course website for a list of all assignment due dates. University policy on Academic Integrity The faculty 
and administration of Brooklyn College support and environment free from cheating and plagiarism. Each student is responsible for being award of what 
constitutes cheating a plagiarism and for avoiding both. The complete text of the CUNY Academic Integrity Policy and the Brooklyn College procedure for 
policy implementation can be found at http://www.brooklyn.cuny.edu/bc/policies. If a faculty member suspects a violation of academic integrity and, upon 
investigation, confirms that violation, or if the student admits the violation, the faculty member MUST report the violation. Course policy on Academic 
Integrity While you are encouraged to discuss the course material and assignments with your classmates and anyone else you might like, all submitted 
assignments must be strictly your own work. If you include any work from other sources, including existing web pages, publications, books, or conversations, 
it should be explicitly cited with proper credit given to the original author. Center for Student Disability Services In order to receive disability-related 
academic accommodations, students must first be registered with the Center for Student Disability Services. Students who have a documented disability or 
suspect they may have a disability are invited to setup an appointment with the Director of the Center for Student Disability Services, Ms. Valerie Stewart-
Lovell at (718) 951-5538. If you have already registered with the Center for Student Disability Services, please provide your professor with the course 
accommodation form and discuss your specific accommodations with him. Email correspondence I will regularly use e-mail to send out announcements, 
changes in the syllabus, reminders about tests or due dates, etc. It is your responsibility to check e-mail regularly to keep up-to-date with these 
announcements. I will use the e-mail address you have listed with the College. Therefore, please make sure that this is indeed the correct address. Please 
include the course number (CISC 1600) in the subject line of any email you send to me. I have a filter defined in my email that marks all emails containing 
this exact phrase as important. And please make sure that your full name is clearly visible, either with your email address, in the subject, or in the signature. 
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Text augmented with 
presentational markup  



Useful HTML tags (but not all)

● <head></head>

● <body></body>

● <h1></h1>

● <p></p>

● <br />

● <img />

● <a></a>

● <table><tr><td></td></tr></table>                    

● <ul><li></li></ul>

● <ol><li></li></ol>



Useful HTML tags (but not all)

● <head></head> information about the HTML page (not displayed)

● <body></body> content of the HTML page

● <h1></h1> main heading

● <p></p> paragraph

● <br /> line break

● <img /> image. Common attributes: src, alt

● <a></a> anchor text (for a link). Common attributes: href

● <table><tr><td></td></tr></table> table, table row, table data

● <ul><li></li></ul> unordered list, list item

● <ol><li></li></ol> ordered list, list item


	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24
	Slide 25
	Slide 26
	Slide 27
	Slide 28

