MIDI – Musical Instrument Digital Interface

Pronounced “middy,”  is an industry-standard protocol defined in 1982 that enables electronic musical instruments such as keyboard controllers, computers, and other electronic equipment to communicate, control, and synchronize with each other. MIDI allows computers, synthesizers, MIDI controllers, sound cards, samplers and drum machines to control one another, and to exchange system data. MIDI does not transmit an audio signal or media — it transmits event messages such as the pitch and intensity of musical notes to play, control signals for parameters such as volume, vibrato and panning, cues, and clock signals to set the tempo. As an electronic protocol, it is notable for its widespread adoption throughout the music industry.

Video Formats

MPEG - Short for Moving Picture Experts Group, and pronounced “m-peg,” is a working group of the ISO. The term also refers to the family of digital video compression standards and file formats developed by the group. MPEG generally produces better-quality video than competing formats, such as Video for Windows, Indeo and QuickTime. MPEG files previously on PCs needed hardware decoders (codecs) for MPEG processing. Today, however, PCs can use software-only codecs including products from RealNetworks, QuickTime or Windows Media Player. 

MPG 1 - The most common implementations of the MPEG-1 standard provide a video resolution of 352-by-240 at 30 frames per second (fps). This produces video quality slightly below the quality of conventional VCR videos.
MPG 2 - Offers resolutions of 720x480 and 1280x720 at 60 fps, with full CD-quality audio. This is sufficient for all the major TV standards, including NTSC, and even HDTV. MPEG-2 is used by DVD-ROMs. MPEG-2 can compress a 2 hour video into a few gigabytes. While decompressing an MPEG-2 data stream requires only modest computing power, encoding video in MPEG-2 format requires significantly more processing power.
MPG 4 - A graphics and video compression algorithm standard that is based on MPEG-1 and MPEG-2 and Apple QuickTime technology. Wavelet-based MPEG-4 files are smaller than JPEG or QuickTime files, so they are designed to transmit video and images over a narrower bandwidth and can mix video with text, graphics and 2-D and 3-D animation layers. MPEG-4 was standardized in October 1998 in the ISO/IEC document 14496.

AVI & AVI-DV - 
(Audio Video Interleave) A multimedia container format from Microsoft that has been widely used for video playback in the Windows world. AVI was the first A/V format for Windows. Based on the RIFF format, AVI is known as a "container format" because it is used for multiple encoding methods, not just one. For example, AVI video compression methods (video codecs) include DivX, Xvid, Cinepak, Indeo, DV and Motion JPEG, as well as uncompressed RGB and YUV2. AVI audio includes compressed MP3 and Microsoft's ADPCM (MS ADPCM), as well as uncompressed PCM.

DV-AVI is Microsoft's implementation of DV video file, which is wrapped into an AVI container. Two variants of wrapping are available: with Type 1 the multiplexed audio and video is saved into the video section of a single AVI file, with Type 2 video and audio are saved as separate streams in an AVI file (one video stream and one to four audio streams). This container is used primarily on Windows-based computers, though Sony offers two tapeless recorders, the HDD-based HVR-DR60 and the CompactFlash-based HVR-MRC1K, for use with DV/HDV camcorders that can record in DV-AVI format either making a file-based copy of the tape or bypassing tape recording altogether.

WMV  is a compressed video compression format for several proprietary codecs developed by Microsoft. The original video format, known as WMV, was originally designed for Internet streaming applications, as a competitor to RealVideo. The other formats, such as WMV Screen and WMV Image, cater for specialized content. Through standardization from the Society of Motion Picture and Television Engineers (SMPTE), WMV 9 has gained adoption for physical-delivery formats such as HD DVD and Blu-ray Disc. 

RM - RealMedia is a proprietary multimedia container format created by RealNetworks. Its extension is ".rm". It is typically used in conjunction with RealVideo and RealAudio and is used for streaming content over the Internet.

FLV - Flash Video is a container file format used to deliver video over the Internet using Adobe Flash Player versions 6–10. Flash Video content may also be embedded within SWF files. There are two different video file formats known as Flash Video: FLV and F4V. The audio and video data within FLV files are encoded in the same way as they are within SWF files. The latter F4V file format is based on the ISO base media file format and is supported starting with Flash Player 9 update 3. Both formats are supported in Adobe Flash Player and currently developed by Adobe Systems. FLV was originally developed by Macromedia.
The format has quickly established itself as the format of choice for embedded video on the web. Notable users of the Flash Video format include YouTube, Hulu, Google Video, Yahoo! Video, metacafe, Reuters.com, and many other news providers.

Audio Formats

MPEG

MPG 1 layer 3 (mp3)

MPEG-1 Audio Layer 3, more commonly referred to as MP3, is a patented digital audio encoding format using a form of lossy data compression. It is a common audio format for consumer audio storage, as well as a de facto standard of digital audio compression for the transfer and playback of music on digital audio players.

MP3 is an audio-specific format that was designed by the Moving Picture Experts Group as part of its MPEG-1 standard. The group was formed by several teams of engineers at Fraunhofer IIS, AT&T-Bell Labs, Thomson-Brandt, CCETT, and others. It was approved as an ISO/IEC standard in 1991.

WMA - Windows Media Audio (WMA) is an audio data compression technology developed by Microsoft. The name can be used to refer to its audio file format or its audio codecs. It is a proprietary technology that forms part of the Windows Media framework.

RA - RealAudio is a proprietary audio format developed by RealNetworks and first released in 1995. It uses a variety of audio codecs, ranging from low-bitrate formats that can be used over dialup modems, to high-fidelity formats for music. It can also be used as a streaming audio format,  that is played at the same time as it is downloaded. In the past, many internet radio stations used RealAudio to stream their programming over the internet in real time. In recent years, however, the format has become less common and has given way to more popular audio formats. When this format is available, it is generally one of multiple formats available and consequently having software to play this format is almost never necessary.

Wav - WAVE or WAV, short for Waveform Audio File Format,(also, but rarely, named, Audio for Windows) is a Microsoft and IBM audio file format standard for storing an audio bitstream on PCs. It is an application of the RIFF bitstream format method for storing data in “chunks”, and thus is also close to the 8SVX and the AIFF format used on Amiga and Macintosh computers, respectively. It is the main format used on Windows systems for raw and typically uncompressed audio. 
SWF (small web format) - , has variably stood for "Small Web Format" or "Shockwave Flash". It is a partially open repository for multimedia and vector graphics, originating with FutureWave Software and then coming under the control of Adobe. Intended to be small enough for publication on the web, SWF files can contain animations or applets of varying degrees of interactivity and function.

SWF currently functions as the dominant format for displaying "animated" vector graphics on the Web. It may also be used for programs, commonly games, using ActionScript.

SWF files can be generated from within several Adobe products: Flash, Flex Builder (an IDE), as well as through MXMLC, a command line application compiler which is part of the freely available Flex SDK. Other than Adobe products, SWFs can be built with open source Motion-Twin ActionScript 2 Compiler (MTASC), the open source Ming library, the free software suite SWFTools, the proprietary SWiSH Max2. There are also various third party programs that can produce files in this format, such as Multimedia Fusion 2, Captivate, SWiSH Max or BannerSnack.

Streaming media - With streaming media, a user sees a continuous, animated image without having to download a large file.  This is achieved by sending the sequence of moving images in small packets that are displayed as they arrive.

Streaming media are multimedia that are constantly received by, and normally presented to, an end-user while being delivered by a streaming provider. The name refers to the delivery method of the medium rather than to the medium itself. The distinction is usually applied to media that are distributed over telecommunications networks, as most other delivery systems are either inherently streaming (e.g., radio, television) or inherently non-streaming (e.g., books, video cassettes, audio CDs). The verb 'to stream' is also derived from this term, meaning to deliver media in this manner. Internet television is a commonly streamed medium.

Live streaming, more specifically, means taking the video and broadcasting it live over the Internet. The process involves a camera for the video, an encoder to digitize the content, a video publisher where the streams are pushed to (or pulled from the encoder - depending on the encoder) and a Content delivery Network to distribute and deliver the content. The URL can then be viewed by end Users live. Sec

Analog - In telecommunications, an analog signal is one in which a base carrier's alternating current frequency is modified in some way, such as by amplifying the strength of the signal or varying the frequency, in order to add information to the signal. Broadcast and telephone transmission have conventionally used analog technology.

Digital - Digital describes electronic technology that generates, stores, and processes data in terms of two states: positive and non-positive. Positive is expressed or represented by the number 1 and non-positive by the number 0. Thus, data transmitted or stored with digital technology is expressed as a string of 0's and 1's. Each of these state digits is referred to as a bit (and a string of bits that a computer can address individually as a group is a byte).

Digitizing - Digitization is the process of converting information into a digital format . In this format, information is organized into discrete units of data (called bit s) that can be separately addressed (usually in multiple-bit groups called byte s). This is the binary data that computers and many devices with computing capacity (such as digital camera s and digital hearing aid s) can process.

Compression/Decompression


CODEC (COder/DECoder) - In communications engineering, the term codec is used in reference to integrated circuits, or chips that perform data conversion. In this context, the term is an acronym for "coder/decoder." This type of codec combines analog-to-digital conversion and digital-to-analog conversion functions in a single chip. In personal and business computing applications, the most common use for such a device is in a modem. 

The term codec is also an acronym that stands for "compression/decompression." A codec is an algorithm, or specialized computer program, that reduces the number of bytes consumed by large files and programs.
Sampling/Sampling rate - In developing an audio sound for computers or telecommunication, the sample rate is the number of samples of a sound that are taken per second to represent the event digitally.

Capturing - Capture is the process or means of obtaining and storing external data, particularly images or sounds, for use at a later time. There are various ways in which this can be done; the best method depends on the application.

Rendering - In 3-D graphic design, rendering is the process of add shading, color and lamination to a 2-D or 3-D wireframe in order to create life-like images on a screen. Rendering may be done ahead of time (pre-rendering) or it can be done in on-the-fly in real time. Real-time rendering is often used for 3-D video games, which require a high level of interactivity with the player. Pre-rendering, which is CPU-intensive but can be used to create more realistic images,  is typically used for movie creation. 

Resolution - In computers, resolution is the number of pixels (individual points of color) contained on a display monitor, expressed in terms of the number of pixels on the horizontal axis and the number on the vertical axis. The sharpness of the image on a display depends on the resolution and the size of the monitor. The same pixel resolution will be sharper on a smaller monitor and gradually lose sharpness on larger monitors because the same number of pixels are being spread out over a larger number of inches.

Bandwidth - In computer networks, bandwidth is often used as a synonym for data transfer rate - the amount of data that can be carried from one point to another in a given time period (usually a second). This kind of bandwidth is usually expressed in bits (of data) per second (bps). Occasionally, it's expressed as bytes per second (Bps). A modem that works at 57,600 bps hastwice the bandwidth of a modem that works at 28,800 bps. In general, a link with a high bandwidth is one that may be able to carry enough information to sustain the succession of images in a video presentation.
Incident light

The light actually falling on a subject, which may not be the same as the amount of light being reflected by the subject. Light falling on a surface as opposed to the light reflected by it.
 and reflected light

Reflection is the change in direction of a wavefront at an interface between two different media so that the wavefront returns into the medium from which it originated. Common examples include the reflection of light, sound and water waves. The law of reflection says that for specular reflection the angle at which the wave is incident on the surface equals the angle at which it is reflected. Mirrors exhibit specular reflection.

Line of gaze

The line of sight or direction of gaze rests briefly on one object, before jumping to the next, as often as three or four times a second.
Zoom
Increasing or decreasing the magnification of a lens, making it look as though you are getting closer/further away (zooming in/zooming out).
Pan

To turn the camera left to right or right to left on a horizontal axis. 
Tilt

A shot movement tilting the camera up or down.
Iris control

The ability to control a camera’s iris opening plays an important role in image quality. An iris is used to maintain the optimum light level to the image sensor so that images can be sharp, clear and correctly exposed with good contrast and resolution. The iris can also be used to control the depth of field.
Filter
Camera filters are transparent or translucent optical elements which are either attached to the front of the lens or included as part of the lens housing. Filters alter the properties of light before it reaches the CCD. Filters can be used to correct problems with light or to create certain effects.

3-point lighting

Key and fill and back

The Key Light creates the subject's main illumination, and defines the most visible lighting and shadows. Key Light represents the dominant light source, such as the sun, a window, or ceiling light.

Fill Light softens and extends the illumination provided by the key light, and makes more of the subject visible. Fill Light can simulate light from the sky (other than the sun), secondary light sources such as table lamps, or reflected and bounced light in your scene.

The Rim Light (also called Back Light) creates a bright line around the edge of the object, to help visually separate the object from the background.
White Balance
A function on a video camera, which is set to make sure that colors are represented accurately. It is set by pointing the camera at something that is pure white and pressing a white balance button for a few seconds. Wide shot (abbr. WS )— A shot that shows the full context of a scene. Similar to an establishing shot, but used more integrally within a sequence rather than at the beginning of the scene.

Color temperature(s)

Color temperature is a characteristic of visible light that has important applications in lighting, photography, videography, publishing, manufacturing, astrophysics, and other fields. The color temperature of a light source is the temperature of an ideal black-body radiator that radiates light of comparable hue to that light source. The temperature is conventionally stated in units of absolute temperature, kelvin (K). Color temperature is related to Planck's law and to Wien's displacement law.
Perspective

Perspective, in context of vision and visual perception, is the way in which objects appear to the eye based on their spatial attributes; or their dimensions and the position of the eye relative to the objects. There are two main meanings of the term: linear perspective and aerial perspective.
Distortion

In photography and cinematography, perspective distortion is a warping or transformation of an object and its surrounding area that differs significantly from what the object would look like with a normal focal length, due to the relative scale of nearby and distant features. Perspective distortion is determined by the relative distances at which the image is captured and viewed, and is due to the angle of view of the image (as captured) being either wider or narrower than the angle of view at which the image is viewed, hence the apparent relative distances differing from what is expected.
Image to frame-The aspect ratio of an image is the ratio of the width of the image to its height, expressed as two numbers separated by a colon. Two common videographic aspect ratios are 4:3 (1.33:1), universal for standard-definition video formats, and 16:9

Position in frame-A concept of aesthetic composition that addresses the relative vertical position of the subject within the frame of the image. The rule of thumb taken from classic portrait painting techniques,[2] called the "rule of thirds",[3]

 HYPERLINK "http://en.wikipedia.org/wiki/Headroom_%28photographic_framing%29" \l "cite_note-3" [4] is that the subject's eyes, or the center of interest, is ideally positioned one-third of the way down from the top of the frame.[5
Sound rate-The audio sampling rate is number of samples per second that are used to digitize a particular sound. Most digital video (DV) cameras can record at several audio sampling rates, where higher rates produce better results.

Frame Rate- the frequency (rate) at which an imaging device produces unique consecutive images called frames. The term applies equally well to computer graphics, video cameras, film cameras, and motion capture systems. Frame rate is most often expressed in frames per second (FPS)

Key frame-A key frame in animation and filmmaking is a drawing that defines the starting and ending points of any smooth transition. They are called "frames" because their position in time is measured in frames on a strip of film. A sequence of keyframes defines which movement the spectator will see, whereas the position of the keyframes on the film, video or animation defines the timing of the movement.
Transition-In video editing a transition is what the author shows between two shots or clips. The joining of those clips is the transition from one to the other. Transitions can be an instant scene or image change, a fade, fade to black, dissolve, pan from one person to another, or any digital effect.

Headroom-one third of the frame should be above the person's eyes  one third of the frame should be the person's face and shoulder area one third of the frame should be the person's lower torso. 

Headroom is the difference in decibels between the highest level a system can take without distortion, and the highest level the engineer expects to use.

Noise Floor-A measure (usually in decibels) of the constant level of noise present in a system or particular audio recording.
Clipping- Clipping is the alteration of a waveform due to volume overload Audio devices have certain limits to how far a crest or trough can go in any waveform passing through it When that limit is breached the
Firewire (IEEE 1394)  -AKA- iLink (Sony)  

A very fast external bus standard that supports data transfer rates of up to 400Mbps (in 1394a) and 800Mbps (in 1394b). Products supporting the 1394 standard go under different names, depending on the company. Apple, which originally developed the technology, uses the trademarked name FireWire. Other companies use other names, such as i.link and Lynx, to describe their 1394 products.
linear –vs- non-linear editing

Editing analog videotape. Before digital editing (nonlinear video editing), video sequences were edited by inserting new frames and reconstructing the balance of the tape by adding the remainder of the frames. Contrast with nonlinear video editing.
Editing video in the computer. Also called "nonlinear editing" (NLE), digital nonlinear systems provide high-quality post-production editing on a desktop computer. However, some detail may be lost if lossy compression is used to store the images (see lossy compression).

Prior to editing in the computer, a system using several analog tape decks was considered nonlinear video editing. Editing in digital is considerably easier.
Storyboarding

1. a large board on which a series of sketches of shots or scenes are arranged in sequence for outlining the action of a film, video, etc.

2. such a series of sketches, often accompanied with captions containing dialogue, narrations, etc.

Production/Producing

  the act or process of producing

  the rate of producing or amount produced

1. something produced; product

2. a work of art, literature, etc.

3. a work produced on the stage, as a film, etc.

Post-production

the part of film or video production taking place after all the scenes have been shot, during which the final version of the film or tape is edited, the soundtrack is mixed, and music and special effects are added

also written post-production
Directing

1. the act of directing; management; supervision

2. instructions for doing, operating, using, preparing, etc.

3. an authoritative order or command

4. the point toward which something faces or the line along which something moves or lies: “north,” “up,” “forward,” and “left” are directions
5. an aspect, line of development, way, trend, etc.: research in new directions
6. Theater
1. the director's plan for achieving certain effects, as of acting, lighting, etc.

2. the instructions for this to the actors and others

7. Music
1. a word, phrase, or sign showing how a note, passage, etc. is to be played

2. the work or art of directing a choir, band, etc.

Engineer

  a person skilled or occupied in some branch of engineering: a mechanical engineer
1.   a person who operates or supervises the operation of engines or technical equipment: a locomotive engineer, radio engineer
2. a specialist in planning and directing operations in some technical field

  a skillful or clever manager
Pixel

the basic unit or picture element that makes up the image displayed on a video screen
Vector –vs- Bitmap graphics

Vector
  a mathematical expression denoting a combination of magnitude and direction, as velocity

  a directed line segment representing such an expression

  an ordered set of real numbers, each denoting a distance on a coordinate ax

Bitmapped Graphics

The representation of a digital image as a matrix of picture elements (pixels). All images acquired by digital cameras and camcorders, scanners and screen capture programs are bitmapped images. Also known as "raster graphics, images created in paint programs are also bitmapped images. There are many bitmapped formats, including JPEG, GIF, BMP and TIFF (see graphics formats). Bitmapped graphics and "vector graphics" are the two fundamental structures for digital images (see graphics for details).
