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Abstract:

Here we explore the evolving landscape of multimedia applications in upcoming technologies. As
advancements in technology continue to reshape our digital experiences, the integration of multimedia
elements becomes increasingly prominent. This abstract delves into the diverse range of applications
encompassed by multimedia, spanning virtual and augmented reality, interactive storytelling, immersive
education, and collaborative platforms. It examines the impact of these applications on user engagement,
communication, and learning. By exploring the synergies between emerging technologies and multimedia,
these abstract aims to provide insights into the transformative potential of these applications in shaping
the future digital landscape.
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. INTRODUCTION

This is a review paper on the topic ‘“Multimedia’ and it’s use in our daily life. Multimedia is an interactive
medium that offers users various ways to visually represent information in an impactful way. It facilitates
communication between users and digital data. It serves as a communication tool. Multimedia is widely
used in the following industries: business presentations, advertising, documentaries, education, training,
and reference materials.

Multimedia uses text, audio, video, graphics, and animation to present information. In other words,
multimedia is a computerized way of presenting data that combines text, audio, graphics, video, and
animations. Multimedia Message Service (MMS), Yahoo Messenger, Video Conferencing, YOUTUBE
and Email are a few examples.

1. HiIsTOrRY OF MULTIMEDIA

Multimedia has evolved significantly since its inception, with the 2000s seeing the convergence of
technology leading to a multimedia revolution. The rise of broadband internet enabled seamless streaming
of audio and video content, transforming user experiences. Platforms like YouTube, Facebook, and
Twitter democratized content creation and consumption. Smartphones with advanced cameras further
fueled multimedia growth. In the 2010s, streaming services like Netflix and Spotify revolutionized access
to multimedia content. Virtual and augmented reality technologies are also integrated into multimedia
experiences. As we enter the 2020s, multimedia continues to thrive with the widespread adoption of 5G
technology, demonstrating the dynamic interplay between technological advancements and societal needs.
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I1l. LITERATURE REVIEW

In paper “Web services and multimedia in m-business applications: Opportunities and concerns” written
by authors Christos K. Georgiadis et al. [1], presents how web services and multimedia used to be and
how its evolving in the sector of m-business. This paper also helps us to understand how web services are
being used to create a service-oriented architecture and how different services related to both mobile
devices and fixed networks play a role in our daily life.

In paper “Interactive Multimedia and Learning: Realizing the Benefits” written by authors Sandra
Cairncross et al. [2], presents how interactive multimedia has a huge potential to create a high-quality
learning environment for people, thus promoting deep learning. The paper explains how the potential of
interactive multimedia is not being fulfilled. This paper emphasises on the effect of different designs of
interactive learning application on audience and the advancement should be according to common human
and computer interaction as well as on education theory. Lastly this paper ends with suggestions for future
work.

In paper “Hypervideos and Interactive Multimedia Presentations” written by author Britta Meixner [3],
presents how hypervideos and multimedia presentation helps us to create interactive and enrich videos
and organise then in a nonlinear way. The paper also explains that hypervideo is a video-based but also
provide navigation between video scenes and additional multimedia elements. It discussed about what is
multimedia presentation, what are its components and how they work. This paper contain data from over
400 papers and bring them together for discussion.

In paper “Interactive Multimedia in Education and Training” written by authors Mishra et al. [4], present
how this paper play emphasis on need to share information and knowledge on the research and practice of
using multimedia in various educational settings and also discuss the problems related to planning,
designing and developing interactive multimedia and there role and application in different educational
settings are being highlighted, as different case studies. It also emphasizes on developing multimedia for
different group of people.

In paper “Multimedia and its application” written by authors Pavithra et al. [5], presents how different
components like text, drawing, graphics, images, etc come together to form multimedia which could be
stored, communicated and handled digitally. This paper explains how multimedia can be recorded, played,
displayed with or used by information processing devices. This paper explains what multimedia is and
what are multimedia devices. This paper discusses about the different elements of multimedia and also
describes its applications, features, advantages and disadvantages.

In paper “Evaluating multimedia applications” written by authors Rauf Yildiz et al. [6], presents the design
of media evaluation studies since 1970s. Here seven guidelines for evaluating multimedia are discussed
which include learning theory, design of the application, analysis of the learning outcome, etc. the paper
emphasizes on the guidelines of multimedia and its application.

In paper “Developing multimedia applications” written by author S. Reisman. [7], presents a brief history
of multimedia and recommends set structured for those who wish to develop their own multimedia
applications. This paper introduces four different projects which help us to understand the structure of
multimedia application and helps us to build our own application.

In paper “Multicasting for multimedia applications” written by authors V.P. Kompella et al. [8], presents
the multicast routing for high-bandwidth and delay-sensitive application which are situated in a point-to-
point network as an optimized problem. This paper focuses on finding the cost-effective way with less
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delay. At the end the author also gives an effective approximation algorithm and shows experimental
results through simulation.

In paper “State of the art of virtual reality technology” written by author Christoph Anthes et al. [9],
presents how virtual reality has lead to the discovery of new displays and input devices over the past few
years. This paper also shows us the impact of the second wave of virtual reality on the field of science and
technology. It also shows us how software and hardware development is led by people who are devoted/
interested in the domain of VR.

In paper “Introduction to Virtual Reality in Education” written by author Chris et al. [10], presents how
virtual reality as an emerging technology for learning dates to early works of Ivan Sutherland in the late
1960s. It shows us how interactive media are emerging with the promise of VR in everyday setting. It also
shows us how Quasi-VR is a mainstream in 2-D in virtual environments like in multiplayer online games.
This helps us to realize the power and potential of VR in education.

In paper “Overview of Virtual Reality Technologies” written by author Yuri Antonio Gongalves Vilas
Boas. [11], presents the future of virtual reality as a promise of being able to feel another world inside it.
Using VR, it’s not far away to enter and truly feel another world in a totally immersive state. With the
advancements being made frequently and with the rise in popularity of this technology leading to lots of
investment. Prototypes for head displays are being made which completely cover the users view and
movement. As time goes by our interactions with the computer have changed and virtual reality promises
to make it as real as possible.

In paper “Introducing Virtual Reality Technologies to Design Education” written by author Ashley Colley
et al. [12], presents how virtual reality tools are integrated into education of industrial design university
students. The paper presented with three case studies which are used to introduce VR technology in the
course of the ID curriculum at the university of Lapland, Finland. In the first case study, they introduced
a VR simulation designing tool to simulate visual disorder. In the second case, students were asked to
create concepts for a head mounted display with AR application. In the third case, students were asked to
design 3D concept models of environments.

In paper “Augmented reality in education and training” written by Kangdon Lee. [13], presents that are
many ways for people to be educated and trained regarding specific information and skills they need.
These methods include classroom lectures with textbooks, computers, handheld devices and other
electronic devices. It may depend on an individual access to various technologies for the choice of learning
innovation. In a rapidly changing society, AR is one of the technology that is drastically shifting towards
timing and location of education and training. The paper presents how augmented reality is applied to
education and training and the potential impact on the future of education.

In paper “Multimedia Cartography” written by author William Cartwright et al. [14], presents uses of
multimedia as a simple sequential display as with slides combined with a recorded voice-over. Then
presented the concepts like interactive multimedia and hypermedia which further broaden the horizon of
multimedia. The meaning of multimedia is constantly evolving and now subsumes these newer concepts.
It explains how the computer is a tool for multimedia and a medium. Currently world wide web has led to
huge growth in audience and use of interactive multimedia products and may lead to future aspects of
multimedia and its form.

In paper “Development of Multimedia” written by author William Cartwright. [15], presents how the term
multimedia was not popular till 1970s and its usage in mapping science didn’t began until 1980s with the
advent of the laserdisc and CD-ROM. The paper explains how mapping science keeps adopting new
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technologies to make its products more accurate. The paper presents how multimedia kept developing
with time and effort of people. New concepts keep coming and Thoughts require time to develop, once
demonstrated, it might only be the passage of time before it comes into existence.

V. CONCLUSION

This review paper helps us to understand how multimedia has become a daily part of our life and helps in
various ways. As the time flows multimedia is emerging in various field such as entertainment, education,
game designing, storytelling, etc. Its evolving at a rapid pace. This paper gives a broad of how multimedia
works in different sectors. Here we understand how multimedia used to be, what it is now and what will
its future scope. Here we also come to know about different aspects of multimedia like virtual reality,
augmented reality, graphic design, etc. In this paper we gather thoughts of different people on multimedia
and its aspects together and make a comprehensive study on it. This paper gives us a broad idea about the
future of multimedia and its applications such as fully immersive VR, air display, etc. Development of
multimedia is not fully on either hardware or software. It takes both hardware and software to develop
new technologies in multimedia

V. FUTURE SCOPE

The future of multimedia applications is promising due to technological advancements and evolving user
expectations. Emerging technologies like VR/AR will create immersive experiences in gaming, education,
and various industries. 360-degree videos and virtual tours are reshaping content consumption in real
estate and tourism. Artificial Intelligence will enhance user experiences through personalized
recommendations and automated content creation tools. 5G networks will enable faster data transfer, while
blockchain technology will revolutionize content distribution. Cross-platform integration, immersive
audio experiences, and user-generated content platforms will contribute to a dynamic multimedia
landscape. Inclusivity will be prioritized, catering to diverse user needs.
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