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In a few years, multimedia computers will be an anachronism because all
computers will readily deal with images, sounds, and motion video, seam-
lessly and smoothly integrated into what a computer is. While the specialness
of multimedia computers per se may disappear when hardware and software
platforms become more capable and we take sound, animation, and video
features for granted, the fundamental concepts and techniques required to
work with these elements will not disappear.

This is a book about the elemental parts of multimedia as much as about
how to sew these parts together with current technology and tools. It is a
book that shows you how to use text, images, sound, and video to deliver
your messages and content in meaningful ways. It is about designing,
organizing, and producing multimedia projects of all kinds and avoiding
technical and legal pitfalls along the way. Above all, it is a practical guide to
making multimedia, complete with tips, pointers, and answers.

The first part deals with the basic elements of multimedia. Hardware and
software tools are described in detail. You will learn about the importance
of text and how to make characters look pretty, about making graphic art
on your computer and how to choose colors, and about how to digitize sound
and video segments. You will learn about human interaction and how to
design a user-friendly computer interface. Then you will be introduced to
the step-by-step creative and organizing process that results in a finished
multimedia project. You will even learn how to deliver your multimedia
projects on the World Wide Web.

I have written this book for people who make or want to make multi-
media, for people who gladly take up new challenges and are unafraid of
learning curves and intensely creative work. The words and ideas of this
book are the harvest of many years in the computer industry and of hands-on
experience deep in the factory where multimedia is being made daily. The
book is intended to be, above all, useful.

For focus, I chose two well-known computer environments to discuss in
detail throughout the book: Microsoft Windows and Apple Macintosh—the
most widely used platforms for making multimedia today. But multimedia
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is by no means limited to these platforms, and most of the ideas discussed
in the book are translatable to others.

I have made a great effort to include in this book references to as much
multimedia software and hardware as I could, trying not to miss any players.
But because the industry is fast paced and rapidly growing, and because,
while writing this book, I have rediscovered the finite limits of my own time,
I am sure some have fallen into the bit bucket anyway. Immutable physical
laws have prevented me from including the fine details of 40 or 50 hardware
and software manuals and technical resources into the pages allowed for this
book. The distillation presented here should, however, point you toward
further information and study. I have also made a great effort to double-
check my words and statements for accuracy; if errors have slipped past,
they are mine alone.

This is the fourth edition of Multimedia: Making It Work. Almost seven
years have passed since the first edition was published, and many changes
have occurred. Today, the fastest moving wavefront in multimedia may be
seen on the World Wide Web. In this edition, I have included a section about
new authoring tools for creating and delivering multimedia for the Web.

Some years ago, after completing a book about HyperCard, I swore never
to write another. Writing a book is much like childbirth, I believe. In the
beginning, it gestates slowly, usually over a few months. Then it ramps up
inexorably and quickly toward deadline, until all attention is focused upon
the delivery itself and the pain and workload are great. Editors cry, "Push."
Afterwards, you remember it was rough, but memories of the pain itself
become diffused, and one is only too easily persuaded to do it again. I am
glad to share my multimedia experiences with you, and hope that in reading
this book you will become better at what you do.

Tay Vaughan
Oakland, California
May 1998
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