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�3�1.� � � � � � 	 
 � � 
 � � � � � � �� � � � � �� � � �� � �  
� 100 - 1000 ! "  � 200 - 800 ! "  � 400 - 700 ! "  � 400 - 900 ! "  
�3�2.# $ CD % & ' ( )* +   
� 22.05KHz � 11.025KHz � 44.1KHz � 48KHz 
�1�3., - # $ . / 0 � �1 . 2 3 �/ 4 5 6 � . / �7 8 9 : ; � % & � < = �> 8 ? @ A B C D E F
G H I J K L M ? @ N O P 
� ACM � DPCM � PCM � DM 
�4�4. MIDI(Musical Instrument Digital Interface)� ' Q R S (Channel messages)T U G H VWR S P 
�X Y R S (Common messages)  �� Z R S (Real-time messages) 
�[ \R S (Exclusive messages)  �] O R S (Mode messages) 
�2�5.�CCIR601 # $ ^ R � _ ` G �NTSC a b U 525 c d e f �g c d e f U 720 h i j (K k T l m
R n � Y o R n )�g p q r s t u v (K k T . R R n )w  
� 216M bps � 181M bps � 13G bps � 320M bps 
�3�6. JEPG L x \V)Wy z (Transform)+ M { |} ~ P 
� DST � Wavelet � DCT � DFT 
�2�7. JEPG2000 L x \V)Wy z + M { |} ~ P 
� DST � Wavelet � DCT � DFT 
�4�8.; � � � )* � � � � � � Z �� � � � � (� . � )� I � � � � � � � . � � P 
�� � � � w 20-30 � � > � � � � � � �  �� . � � � �   ¡ ¢ £ ¤  
��   � � w 5-10 � � > � � � � � � �  �w$ ¥ G � � ¦ G � §�   � � w 5-10 � �  
�4�9.G H I W. R E b O + ¨ © ª « P 
� WAV � CDA � AU � MP3 
�1�10. MIDI . � ? ¬ � 4 h ­ r ® # + I P 
� Attack ¯ . Z ° ±Decay ² ³ Z ° ±Sustain ´ µ Z ° ±Release ¶ · Z °  
� Tempo ¸ ¹º » ±Bar ¼ ¸ ±Beat ¹±Tick ½ 
� Transpose ¾ ¿ ±Velocity . À » ±Volume . < ±Decay ² ³ Z °  
� Expression Á Â ±Quantize < = ±Loop Ã Ä ±Sustain ´ µ Z °  
�2�11.� 3 3D Å Æ Z �Ç È � É Ê 7 l Ë A È � É Ê �)* � Ì \I WN Í Î Ï Ð É Ê � Ñ Ò P 
�] Ó Ô Õ  �Ö » × Ø Ù  �ÚÛ 5 Ü Í  �Ý È Þ ß Í  
�4�12.à } ~ � á » Î â �ã ä å æ (Virtual reality)ç è é U ê h ë ì í î  ï ê h ðIñ �ò À ¿ �ã ä
ç è ó � � � ­ ô õ \�M K k ö G H I J P 
� Immersion � Interaction � Imagination � Implementation  
�2�13.# $ ê ÷ ø æ (Digital 3D environment))* r ù ú 4 h ­ r È û  ü I ý ±Ý þ ±��� G H I J P 
�� »  �� �  �� �� � 
�4�14.ê ÷ �� Å Æ U £ �f � � Ô (shading)�G H I J 	 Ì \� N Í P 
� Flat shading  � Gouraud shading � Phong shading � Surface shading 
�4�15.
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�3�16.���� Æ � � �WK Y �� � ��� u R � � )� s t � � )� FG H I J K L � Ì \� � �P 
�� �  �� �� �� 
�1�17.̂ R � � L ���� 3 u R � )WN O F� h � � � � ÚÈ  ° � y z ! " # + y $ F% \V)W
N O � & ' ( ) 
 * + , � - . P 
� Cut � Fade in  � Fade out � Dissolve 
�3�18.�� /� 0 � 1 2 3 4 B K Y 5 Û � 1 2 0 Z �7 r 6 �DVD 7 8 )9 ? @ �% : 9 � � ; ��
� 9 < Ù � DVD = > · F3 �? @ A X � + G H ü W� DVD Ù @ P 
� 3 � 5 � 6 � 7 
�4�19. DVD formats a b k T B �C � �G H I J > K �a b ó P 
� DVD Video � DVD Audio � DVD-RAM � DVD-RAW 
�3�20.)* D E 
 � i (Full Color)L � RGB ê W
 � F G � � 
 �RGB ê W
 � H I 8 $ J � � ° �K
# + RGB � 
 ] O F: h ] O � L U �M W
 � P 
� 1024N � 2048N � 1677N � 1168N 
�4�21.G H I W� i E O b O + � P Q R S é U K T U (lossless)ª « P 
� PICT � JPEG � BMP � TIFF 
�1�22.G H I W� i E O b O é K T U ª « K� : V W X % \P 
� PNG � JPEG � BMP � GIF 
�4�23.G H I W� i E O b O é U Y Ú� �Z P 
� PNG � JPEG � BMP � GIF 
�1�24.d e 
 � � � � �� õ + [ \ ] ^  \�)* r _ ` d e a b » + �M ppiP 
� 72 � 60 � 100 � 300 
�4�25.d e 
 � � � � �� õ + c d e f  \�)* r _ ` d e a b » + �M ppiP 
� 72 � 60 � 100 � 300 
�4�26.G H I J K L + g g h i < ] j (animate)Y É k � l Y õ � ­ r } ~ P 
�Y õ m n (motion capture)  �û Ç o Y ý (forward kinematic) 
�p û o Y ý (inverse kinematic)  �q r Y õ (skeleton motion) 
�4�27. Y Ú s ° � Y õ (tweening)� G H I J t õ \P 
�u �  �� 
  �v w  �x Æ  
�3�28.� . L ��� � )Wy + Ì \� �� �G H I W. / E O b O � z { > · P 
� MP3 � WAV � RealAudio � AIFF 
�1�29.� . L ���� )Wy + Ì \� �� �G H I W. / E O b O | } ~ � �é U � � � L ª « ½� §
� P Q R > · P 
� MP3 � WAV � RealAudio � AIFF 
�3�30.û < Æ u L ���� )Wy + Ì \� �� �G H � � I J � � P 
�� f c F G   �· � « � K 7 � i � � � � � �  
�� : V Á 3 � 
 � � � &  �& ' ? � � &  

 

				����
 � �
 � �
 � �
 � �  (� � �� � �� � �� � � 20 ����) 

� 
 �� 
 �� 
 �� 
 � ���� 

Y Ú/ õ { � � � � � + Ç � õ � ±/ õ � � � A / � Ô � � õ F� â 
 ê ÷ � �Y Ú(3D Animation) /
õ � � � / õ { � � � õ � & F 
 
� 
 �� 
 �� 
 �� 
 � ���� 

��� � % \ � � � | �� C � � õ � � � ý ±� � � ý � � � � U £ F)* � ® ù 2 + ­ � ±� � |

Ô ý �   ¡ ­ � � Ô Õ Î _ ¢ � ý � ý � � � & F� â 
 : 9 Ô Õ � £ \2 ¤ � h I � ò £ \� ���

õ � A F 


