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Abstract

In this paper a novel multimedia architecture degmattern (MADP) is proposed which uses
controlled synchronization signals. The architeetcan be tested for multimedia production. It is
expected that the synchronization signals will paayital role in multimedia production. The
advantages of design pattern and design format®laarly used. The prototype presented in this
paper focuses on control signal with the featurelely remover. The multimedia architectures
used for framing has importance over synchronimatwontrol signal with delay remover presents a
novel architecture for audio joiner prototype. Tgreblems of journalism mass communication for
audio transfer, broadcast and presentation aretaffeat the time of audio mixing by the problems
of synchronization and delay occured in multimetbamation. This algorithm will set new
benchmark in commercial, educational, communicagorertainment multimedia products.
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Introduction

Multimedia plays a vital role in different sectdilse groupware, video on demand services, video
conference, electronic shopping systems or entenemt systems. Even Multimedia enabled
learning is very important in modern education. chelag and learning process is nowadays
dependent on interactive whiteboards, multimed@egtors, e-presentations. Modern Education
policies are becoming increasingly dependent ontiMedia with quality. This society is in need of
better Multimedia Architectures to fulfill the need new emerging, real world problem oriented
curriculum, effective analysis system and strongkbane to education system. Patterns are simple
and elegant explanations. Patterns capture sotutivet have developed and evolved over time.
They are abstractions being used to increase randequality in a variety of fields including
architecture, software engineering, hypermedia, tadhing/learning [Jones, D. & Stewart, S.
(1999)]. A design pattern is a three-part rule,chlexpresses a relation between a certain cormtext,
problem, and a solution [Christopher Alexander @97The Multimedia Architecture revolves
around the three-part rule. One has to define #ation between multimedia objects (text,
graphics, animation, audio and video). Then idgrttie tool/ module that are expected. The tool/
module are the outcome of the exercise. After Vizmg the relationship between multimedia
objects and the tool/ module it is the time to wotk for a solution. Mere investigation of solution
to the multimedia tool will not solve everybody'soplem. More need of the Multimedia Tools is
prone to defects, limitation of use, non-relatigpsiith real world problems, and redundancy of
development efforts. There has to be a desigrenpatwhich will trigger the generation of
multimedia architecture and promote multimedia ftaoubdule reuse. Design Patterns can and
should be used to help develop advanced Multim@dchitecture and implement the concept of
modular objects.



Multimedia

Multimedia is two or more media run continuouslyuli¥media is a combination of more than two
media such as text, graphics, animation, audio wago. The production of multimedia
components varies from component to component. Wihdten text, speech, photography, music,
video and graphics are combined and integratedgmatitexts, we are dealing not only with the
convergence of media forms. On a more fundameeta lit involves a convergence of semiotic
systems, reading conventions and rhetorical patpviartin Engebretsen (2006)]. Today, certain
media formats are of particular interest. When we @gealing with written text, graphics, sound
produced, animation we are not only concerned widedia objects; rather we are keen to bring a
scenario into highlight where a complete multimedlith satisfy the zeal. Multimedia information is
rapidly growing both in importance and in diverdidpck Meadow (1998)].

Multimedia Architecture

The Multimedia comprises of various media. Theewmilbn, production with synchronization can
cause the overhead to the production systems. Tdaugtion systems, therefore, should have a
mechanism to overcome the problem of overhead wmditiwin. Following are few architecture
designs with specific features. CSI (Complex Streédminstruction) eliminates overhead
instructions (such as instructions for data seotgn alignment, reorganization, and
packing/unpacking) often needed in applicationizing MMX -like extensions and accelerates
key multimedia kernels [Cheresiz, D., Juurlink, Bassiliadis, S., Wijshoff, H.A.G. (2005)]. CCM
(Community coordinated multimedia) envisions theagdagm of consuming multiple media via
diversity display devices, converged networks, hatérogeneous platforms within a virtual, open
and collaborative community.

Multimedia Application development industry mustndend for specialization in multimedia
architecture during the recruitment of multimedpplécation-developers [Katre Dinesh (2005)].

Design Pattern

The question is whether to find a solution or tadfa method that find solution to a problem? A
pattern for software architecture describes a@aer recurring design problem. The problem arises
in specific design contexts. So the pattern prasantell-proven generic scheme for its solution.
The solution scheme is specified by describingatsstituent components, their responsibilities and
relationships, and the ways in which they collabmr@ design pattern is a method of using the
knowledge about problem and its solution continlyous pattern describes the problem and need
of its solution. Design pattern straight-a-way taskabout the method of finding the solution of the
problem.

Controlled Synchronization Signal Algorithm for Mul timedia Architecture Design Pattern:

a. Introduction to Controlled Synchronization

In this paper we propose a new algorithm with calgd synchronization
signals. The MADP with controlled signals will hellp reducing efforts, redundancy.
Multimedia requirement analysis will start with ebj identification. Identification of
size and parameters of modular objects will helpasic architecture definition. The
component requirement validity will remove reduncfanThe selective approach to
High Level Features and Low Level Features of MAR&ultimedia Analysis and
Retrieval System) for indexing of objects will réso the complexities of object
modularization [G.N.Shinde, S. B. Kurumbhatte (2002he object interval, features of
objects: discrete and continuous should go undenpéeal synchronization
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specifications with logical mapping [Saul E. Ponsatdernandez, Luis A. Morales
Rosales, Jorge Estudillo Ramirez, Gustavo RodrigGemez (2008)]. The object
precedence based on their status: Active, Pasawéohbe identified. There should be a
clear notational way to design the object intemac{iRhan Jung, and Soung Won Kim
(2009)]. As multimedia components are collection feétures, and a query based
approach seeks the information out of multimedisnponents, a refined query fine
tunes the weight best suitable to user percept®mM. [Shinde, S. B. Kurumbhatte
(2002)].]

The synchronization model should possess the sugporthe generation of
synchronization specifications. This ability conterthree aspects: specification
maintainability, specification reusability and ctency checking [Saul E. Pomares
Hernandez, Luis A. Morales Rosales, Jorge Estudibmirez, Gustavo Rodriguez
Gomez (2008)].

In an object identified, the color of a pixel gesdfr cannot be independent from
its neighbours. The objects of a same region vallehtexture effects [Mina Koleini, S.
Amirhassan Monadjemi, Payman Moallem (2009)]. Treelatar objects should contain
the database for pixel information (size, shapdprcchue, luminance, etc.). The
algorithm sets and retrieves the values as required

In the audio visual synchronization Processor Salivegl for reducing wait time
will be controlled.

wait time (o) for audio

& wait time (t,y) for video

Processor Scheduling (tP) -3t (twv) and Control Signal

Here, we propose a Controlled Synchronization Sigigorithm for multimedia architecture

design pattern.

1. Requirement Analysis
a. Object Identification
i. Object Specification
Specify the objects/ components that comprisedbk module. The complete
listing of the objects/ components will enable thgegorization of them and
their classification.
ii. Object Occurrence
The object occurrence and duration in the stotg e known well in advance.
The occurrence will decide whether to make the argree of the object/
component to be visible or not.
lii. Object modularity
iv. Integration Parameters
b. Object Synchronization
i. Object Selection
ii. Component Precedence Algorithm
iii. Component Relay (Baton Relay)
iv. Control signal
v. Verification
2. Design Formation
a. Script writing
b. Multimedia Aspect Preparation
i. Component Tokenization and Injection
il. Media Integration
iii. Noise Removal



iv. Control Signal
v. Design-ready-to-verify
c. Design System
3. Multimedia Generation
a. Object Interaction
The objects are now ready for interaction. Corgrghals will mix the objects in
desired sequence.
4. Example Substitution
5. Validation

Flowchart
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! | ! I 3

Requirement Analysis Design Formulation o Mulimedia
q y '9 ! Generation
c
9
o=
; g T § 3 a |l
Object - Object Qonl\ponenlt ] o 2
g Specification o Selection Tokenization& Injection c - o
2 = B o =
] N K> Media Integrat "
L Object ‘€[] Precedence Algorthm =] 9 ac edla ntegration % o o
E g S < @ <8 o = o
= ccurrence 4 Comporent = = © s o © oy
=] < = .
ko) S % Reey (Beon Reey) =12 |z g [P Noise Removal = > E
= ; > Q —
= el Obiect n Control k= 2 EQ N += x
g Modularity 5 [ signal 5 @ = O [<—> Control Signal 8 L
) 2, (77} [a] El o)
- ‘5 s -
o) Integration o) Verification Design o)
Parameters e Ready to Verify

Conclusion

This design pattern helps multimedia designers anage the complexity of the multimedia tool/
module. When redundancy in problem is identifiéd tjeneralized algorithm can be implemented
productively to provide a reliable multimedia towibdule. The architecture design presented in this
paper with delay remover is effective. The processzheduling and control signals of delay
remover are a part of a novel design in this pypt This design pattern also describe about the
multimedia components, the communication betwe@&sehcomponents, and the mechanism of
building these components for obtaining a real donultimedia tool/ module. This pattern defines
a way of communication using delay remover techgpldetween multimedia-application-
developers. The architecture is useful for commatioa industry for removing delay problems.
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