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'TECHNOLOGICAL DETERMINISM
TSt Y 2aiTelront TS ArIfE o 3R Hitpfas goal & e @) ARa St 2

Technology has built-in impacts on societies
that happen naturally.

grznfarh o1 JHTsil a¥ @rarfaes 9 9 gavra g4t g

Once a new technology is introduced, society changes
and organizes itself to support and develop that technology.

T<h A deb-ileh o 3T U, THTS dacidl g 3R 39 g 23 a2
Asfaa A & fore @d b 9nfaa s3ar 21

MEDIUM IS THE MESSAGE | TECHNOLOGICAL DETERMINISTS

Q Technological determinists believe that "You can't stop progress”,
implying that we are unable to control technology. -
% Frefieess Aar=a & 96 " sma unfar =6 A= =8 g=sa”, 1. ThorStEII'I V&blen

areita gw wEnfah =6 AEfRa =3 7 sraset &)

G We learn and feel and think the way we do because of the messages -
we receive through the current available technology. e . ’ b\ E

gd 519 avg daq, 9sga 39 31T g9i=94a 8, 98 adar+ 3uaey N 2. Clarence Edwin Ayl"es
dos-iIah & ATead A Ao arer a2l & wsor glar &1 “

Q The radio required us only to listen and develop our sense of hearing. : _
L b, el il b it A i —_— ‘& | 3. Marshall Mcluhan

Q On the other hand, television engages both our hearing and visual senses. L
We then transfer those developed senses into our everyday lives and -

we want to use them again.
I AR, Sollfas= g9 2G0T 3HIR g29 a1 sfEal &) afsha wwar 81
eaga Ao sRaI st 2Rsshaa s iRz s A
IO HIAT AT 2 |

Q The medium is then our message!
O "ATeAH &1 §HIRT W22 99 HATaT 2!
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o THORSTEIN VEBLEN |

&I s Yot & gei Y avg 3mt
gedl 8 — U s, sifdsrl fasa
4 gl faorg a&, R dREE]
3R JANN B! a3 Hd! gs,
3R waTag deit & 1A

s ufsearai &) s+ 3t g5

Technology marches in seven-league
boots from one ruthless, revolutionary
conquest to another, tearing down old ||
factories and industries, flinging up
new processes with terrifying rapidity.
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o gilee sfHY, U UHE HATSIS LTI

3R TOR Rigiasr 3, o2 o3
ngcayul faur fAefid fby, SR
TOR 3R Mfear & sreaga & TS
J yifaa fasa

Harold Innis, a prominent Canadian

i economist and communications

BIAS

of commumication

theorist, developed several key

ideas that have significantly

The dastc Canadizn
work oo communicatian
by the man who fmap:

Marshal] Mel ghan

LT

influenced the study of

communication and media.
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BIAS OF COMMUNICATION

HAOR &1 yaias

sf=w &1 a o1 & fafv= Hifgar smA vifds

ol & IMTYR W faffed yaiug (biases)
3Ed g1 A gatug IHreT it @=ET 3R
faera & gifad &a €1

|
= ."EI‘ ~
R
e
; r
e

A

o Hg-gatud #ffEan (3R, uer & ufge,
gafeifera uigferfta): 3 aifdes fewrs a1t &
3R dd GHY T THBRI & HI&IUT Pl Sl
! gl T &1

o TRAF-yauEl Hifsan (S, ST, s,
&t R asht & SR e § gem i €,

| aRad= 3Ry P Fgrar e 81
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fﬁ;'— THE EVOLUTION OF INDUSTRY OO

INDUSTRY 1.0 TO 5.0 o

INDUSTRY 1.0 INDUSTRY 2.0 INDUSTRY 3.0 INDUSTRY 4.0 INDUSTRY 5.0
&b [y
- Mass
Machinery, 4 Internet and Human-cyber-
Water power, production, Computer and cyber-physical physical

Steam power AssemblyTine, SSLOIGAEOR systems (HCPS)

=& 1.0 (1780): yrg 34R ar-t & I aret A2f=i &
Industry 1.0 ( 1780): Initiated with mechanization powered by steam and water. ( ) o

I R=HTH §5 |
Industry 2.0 ( 1870): Marked by electrification and ‘ F=f 2.0 (1870): fRAggdfaszor 3k srdash ag=i & 9.
mass production using assembly lines. HiegH | 2 9H1H GR IS Y= g Bl B &
Industry 3.0 ( 1970): Featured automation via =5 3.0 (1970): sogee 3k sdaiRew & areaq @ @lﬂ" :
computers and electronics, later enhanced by global ‘ =T, 9% A 25 3.5 § eilad aeeafiT @ sk dgeR gdl O
outsourcing in Industry 3.5. | ' =
Industry 4.0 (current): Centers on digitalization, F=sf 4.0 (adam=): R, @=arem, Al, sdads el
incorporating automation, Al, connected devices, ‘ RaEdas R aER-fasa AQea R FHEa ) G Iﬂ‘fl = @

T
——

and cyber-physical systems.

",

s
Industry 5.0 (emerging): Focuses on synergy between =< 5.0 ( gon): SaTET ofe wefi=i & da A e
humans and machines, emphasizing personalization, ‘ . ) g .I.'E = ’ }_
collaborative robotics, and sustainability. ’ R SRS S 81
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History of Industrial Revolution

1780 — Mechanisation

Industrial production based on
machines powered by water and steam

INDUSTRY 5.0

Industry 5.0 is a new and emerging phase of
industrialisation that sees humans working alongside
advanced technology and Al-powered robots to
enhance workplace processes.

g% 5.0 3itenfievor &1 U a7 3R IURAT TRUT &,
oo S99 394 ddle 3R Al-Haferd Aee & a1y
hTH B & 3R Bt ufsharsil &) dgar a1 &

1870 - Electrification
Mass-production using
assembly lines

1970 - Automation
Automation using electronics
and computers

1980 - Globalisation

Industry 5.0 is about finding the optimal balance of Offshoring of production to

efficiency and productivity. low-cost economies
ol ;ﬂagﬂfﬂ? i : o Today - Digitalisation & N
| Cooperation Introduction of connected devices, a4
\_between Man and Machine - data analytics and Al technologies to ﬂ S -
' — automate processes further e,
1780 1870 1970 201 2020
Industry Industry Industry Industry Industry

m Future - Personalisation
The fifth industrial revolution, or Industry 5.0,
will be focused on the co-operation between
man and machine, as human intelligence

Mechanization | | . 'Personalization
S —— Humanization




Emerging media are communication

formats or channels on the verge of

integrating into society's communication
structure. It may take years for an emerging
medium to transition into an established
one, and even then, the new medium

typically undergoes continuous refinement
and innovation. w

IUTA HIfZa1 3 99R 9 91 S g1 & & ,

THToT 6 TR W § Uhigd 29 & SR W g & \‘J
faselt 3vRa ATegw & Tenfod g9 H 96T o7 Hd 8,
3R a9 oft, 71 Areaw amaR W fAdae ufser 3k

AR | el &l g
EMERGING MEDIA 3w #ifsan E—

The rise of new technology has transformed how media is produced,
distributed, and consumed.

IS dp-le & 3¢9 A Hifzar & Iaures, fTavor 3k I & it &l g fear g1

Newspapers and TV channels have transitioned their focus to online

platforms, with every media outlet in India now having its own website.

AR 97 3R St D=9al A 37947 819 a8 WehMi i AR T=iaRka
&< fEan 2, 3R wRa & &= #if2ar ssede & a9 g dawrEe 2

The integration of internet-driven technology has sparked numerous

Emerging Media includes new formats,
technologies and digital cultures such as
virtual and augmented reality and
constantly changing forms of mobile
communications and social media.

3R Hifar # 97 urey, asHid iR
fEforea Sxpfaar enfie & <1 agfara sk
Jrmics faferdl aean emaR g Aersd
HOR 3R Trere HifEar & 91

Emerging technologies are new and
innovative technologies that have the
potential to significantly impact and
transform various aspects of our
lives, industries, and societies.

innovations, particularly in electronic communication. Il uenfifear =92 iR sifi=a
Serie-aTfer aaie & YHtaRoT 3 B ARl @ o R g, st & form gt sftam, Seivil

~ fa9y ¥ A seiggie WER H) 3R et & fafr=r ggeaii &
These emerging media platforms facilitate interactive engagement between qgaT:f 9 I yyilaa 33 317
news producers and consumers, ushering in a new era of media interaction ufrafia &3 $ emar a2

and creativity.
I Hifsar wewid aaar Fwfarsdi 3k sudersi & &t $eifEa s[ga
Eﬁr{pmaaﬁ% 3R Hif2ar e ﬂ?m—qﬁnasqaewgﬂtﬁrgﬁmwﬁ%i
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" ARTIFICIAL INTELLIGENCE | DEEP LEARNING

Simulating Human Intelligence in Machine Inspired by the human brain's structure and function

A9 AfErss & =T iR s 9 ARk«

e Deep Learning is a subset of Machine Learning that uses neural

wefie A wra gfgH=AT &1 ST

It refers to the development of computer systems that can networks, inspired by the human brain's structure and function.
perform tasks that typically require human intelligence, such as: It is a field that is based on learning and improving on its own by
g Hc} en & e sl defifa srarg st s R aad & examining computer algorithms
s forg smdR av w=a g &5t srasawar gidl 8, o &g @, aeft= @fdr &1 gee sudts & o e Acad &1 Iuah Hang,
i et o Sl "IFE AfErss & @31 3R S A ufia 81 98 Ue oan & § Sl g

Learning | TNRen &l Siia &3 Wad Hia ik gurA o7 snurfRa 21

drEa=n

Problem-solving DL is used in:

SR R # @ =1 IuanT fasar siar 8:

Decision-making AI“tIfI‘CIaI Image and speech recognition

fAofa &= Intelligence Bf 3tk T g
n Perception NLP MNatural Language Processing (NLP)

il WIS HIET HEEHToT (gaeadl)
B Language understanding /"f Time series forecasting

it | nI]Il[II a9a si@er sifareaarh
3 " i 4
/ >
, AN O @ Deep learning models can recognize complex patterns in pictures, text, sounds, and other data to
_,,@ _ A __,-'a /{_ ? / Sy produce accurate insights and predictions.
@ A *’} K &) NS @ gg @f- Arse =T, 2ave, @afaat ok o= 2er J wifee e &t ugar= aed € arfes |dis siagie ok wiasgarforar &t o w1
_"@‘ N fj v KX O T s Image recognition: To identify objects and ' Natural language processing are some
W<\ X - features in images, such as people, animals, of the applications of Deep Learning
\g/ @ places, etc.
A Rae=: sfaal J avgasil ik fadwarsi &
AT AT, S #@RT, SR, T )




ML algonthms analyze data, |dent:fy patterns, and make predlctlons or decusmns
The more data they receive, the more accurate they become. N

ﬁ.:l. a.ﬁ'_rl. ML TeRew 31 &1 fasaiwor &3a €, G & uga= &a €, 2
— H e 3R wRrerarforai ar Frofa A #1 v st 2er & we @ £, .
| @ arfe wdie & a o & i

Machine Learning is a subset of Al that enables systems to improve their performance
on a task without being explicitly programmed. It's like teaching a computer to learn "[éjiv ﬁ
; — —_— —_—
from experience
— = @ < e 2t far 2 v =
H? Al HT T IqHY =T & e €9 fu DATA Algorithm Learnmg Trained model

et & # 319 vee & GURA ® 9&H F91d1 8| 98 Hoded Bl AgHa ¥ gftrgor 2e TR At ufiRe afea
dra= 6 avg 21

An algorithm is a set of instructions that are followed in a specific order to complete a task or solve a problem |

Wﬂﬁmﬁiﬁwwﬂzﬂmﬁﬁwwﬁﬂhmaﬂ{nmﬂmmﬁmﬁ%ﬁqwﬁm@mﬂﬁm‘rmm ]

Netflix uses machine learni ng (M L) « Personalized recommendations: Hetﬂaﬂse.sualgarithms

N : Vs — that analyze a user's viewing history, preferences, and
to improve the customer experience | / behavior to suggest content that appeals to them.
ﬂzﬁmwmgaa 3@1’&'&%%33‘(&:"&&;%11 s Ageia1e: Aeierem vaniew &1 39T a1 & S I9ARTEhdAl &
2@ & sfoera, mruffsarsit 3t sgagR &1 Asawor v 3= gde 3= areit
7= @f= 1 (ML) &1 399 Har & B Y

* Thumbnail personalization: Netflix uses Al to provide
visually appealing thumbnails.

Yol efeprTaestor: Aeioaay septs Yaad el ¢ & forg Al &1 I9hHT ST 2 |

N E T FLIX ) . ¢ Predicting viewer patterns: Netflix uses machine learning
algorithms to predict viewer patterns and understand

when there will be general increases and decreases in

viewers or spikes in viewing a certain movie or show

gt te Fft wfasgarft: A=ffea aifs &t tonfes =1 sugm =5
gefer At it ufasgarnft swar & 3R a8 gagran & 5 =9 gt F amr=—=
gfig a1 == grft ar et A9y ffey T o =1 == o IeTe amgam)
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Video intelligence

Al tools like Google's Video Intelligence API
facilitate precise video analysis by recognizing
objects, places, and actions in videos. This
technology extracts metadata at different levels,
aiding creators in organizing and indexing their

video content efficiently for simplified
media management.

Google & Video Intelligence APl 51& Al gewr difgat # digg
3ifasiaed, SHTEl 3R TaRIF &l Ygdi-aY Held faeeioT & # #ag &d ¢l
g dpHie fafi= @Rl W Aer2er Paedt 8, Saa fohoesd
g+ difZa Sdc &) 3mar O maf@a 3R 2299 F gad B

3T
e Automation is the use of machines or technology to perform
tasks without much human intervention.

¢ The approach tries to streamline processes, enhance efficiency,
and redur.e hurnan error.

® The process of autnmatmg pnshng schedullng and managing
sncnal medla r:r:mtent acmss multuple platfarms

maﬁmmtmﬁmmmmm@mm
ﬁ?ﬁﬂﬂasﬁﬁﬂaﬁamﬁmh

. ﬂ'ﬁqﬁﬂﬂmmﬂaﬁmm a&mmamnﬁaaﬁaﬁmmﬁrmmtl

. ﬂmﬁmﬁrﬁiﬂ ﬂs‘gﬁnaﬁimrﬂ&mﬁzﬂﬁmmﬂaﬁmﬁmﬂﬂﬁl
S/

Neural Networks
<A Acda

¢ Neural networks allow programs to recognize patterns and
solve common problems in artificial intelligence, machine
learning and deep learning.

¢ One of the best-known examples of a neural network is
Gmgle's sean:h algonthm

e |tis atype of machine learmng process, called deep learmng
that uses interconnected nodes or neurons in a layered
structure that resembles the human brain.

. ﬂgﬁﬁfﬂﬁ%maﬁﬂﬁwﬂmﬁaﬂimﬁﬁiﬁ‘mﬁﬁ%ﬁﬂ
mﬁqaﬁmaﬂvﬁqmﬁﬂﬁmmaﬁaﬁsﬁaﬂﬂﬁﬁ&mmﬁ

. Tﬁﬂﬁﬁﬂﬂmnﬁﬁmﬁﬂnghﬁrﬂﬁ@ﬁﬁﬂﬂgl

o g T @< 25 v ufshar 2, o £ha &< = smar &,
mmmmqﬁmmmmg,sﬂmmmmmﬁmm;

Automated journalism
3TeEAeS Si-feioH

Robotic journalism or algorithmic journalism refers to the use of
artificial intelligence (Al) and machine learning algorithms to

generate news content, such as articles, news briefs, and even
entire news stories, without human input, aside from the initial

programming.

Haifes seferew a1 venfafies sHfeew @ aad anffefere 2fesia
(Al) iR mefm aFfToeMRer S s A g e T | 8, S 5
nféwew, g=1 #iod 3R gl o= e gt <o © 9, o= et aedta
S8 &, Hae YRS UrnfET &) sisa|
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Generative Al
STRfed Tarrg

Generative Al refers to a type of ML
that creates new, original content, such as:

STRfed Q3ITE THUHA &1 U UK & Sl
41, "ifeiss e I91d1 £, o4

KL

| Music Text

| R e

Augmented Reality
3irHes Raferdt
=)

« Augmented reality is an interactive experience that I

enhances the real world with computer-generated . e
perceptual information Shopping
sifmies Raferdt v gefeea agva & ot sger-o2s it
37 ST & /Y arafas &t Aga gaTar &

Gt L (N

« Augmented reality experiences can help shoppers ' @
determine the best color and fit for the item they're T 3
purchasing by showing them how it would look on Real World
a body type similar to theirs. For example, consumers arafas gfaan

can use AR to try on different

sifrfez Rafedt amve arileR st gg Peiffa s A e s wed € 1 /——\
& it avg @it @ & 38 o wad arest 1 ok fve &= w1 €, =8 Ramaw

fF gg 3% qur 3t & uerR )R &A1 AW semeo & fAe, agsien

TR =1 Iggin RfSs fidf e & R e gad & Try On

m Virtual Reality
ad 3t Raferdt

» Virtual Reality (VR) is a computer-generated
environment with scenes and objects that
appear to be real, making the user feel they
are immersed in their surroundings.

aderer Raferdt (dem) e Foger-w=ites gatawor &
foraet 23 oilk awgy eIt & ot aafas udta it &,
foras Iuateral &t 0aT FegH EaT & 6 &
af¥der # 3@ gu &1

= |t creates immersive, interactive environments
that improve learning, simulate real-world
scenarios, and enhance empathy, ultimately
advancing fields like education, healthcare,
and entertainment.

aE gafda, gefaa amamawor a=ra § ot deet F gur,

arafas gFar & uRgal &1 sgeton 3k wergfa =t
ol &, AR siga: fFren, @y dar R F+ ko= o9
&=l =t I FgTan g1

m MetaVerse

* The metaverse refers to the convergence of physical
and virtual space accessed through computers and
enabled by immersive technologies such as virtual
reality, augmented reality and mixed reality.
terad Wifas st st wur=t & vaiteseor &t d@efifa s g,
fora o shegex & mream | g Wi § 3 O adare Rafeddt,
e 3 s g

« Virtual worlds in which users represented by avatars
interact, usually in 3D and focused on social and
economic connection.

mwﬂqﬁmﬁaﬁmﬁwmaqﬁqmmﬁmmﬁ
AR 97 3D § 3 mmfers offy anfifs wteem o &i2a g £

£-3

Immersive

)

=
0
Empathy

wergfe

&

Convergence
TehIRao]

S

Immersive Tech

gAfda &

A3

Virtual World

ATt g




B

HAgavyy geyahAacs BfSiee Acad g
fAfHa g a<f3rer aramaror &) d@afda &ar g,
nfAer §1 g8 U QAT &9 § Sl 3¢1 Jiald,
1= AR Afe= seagi@e arcgAl & Areas |
=Ra fasar smar g1
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rCyberspace

Cyberspace refers to the virtual environment
created by interconnected digital networks,
including the internet, telecommunications
networks, and computer systems. It is a realm
where data is stored, shared, and

communicated through various electronic

means.

The word “cyber space” is credited to William
Gibson who used it in his book,
Neuromancewritten in 1984,

oTec, “Hrsax TWH” &1 g R Msma s sar g
for=eia a1 IuahT U gEas,
R # 1984 # f5ar am

The online world of computer network and
the internet is termed as Cyber Space

The word “cyber space” is credited to William
Gibson who used it in his book,
Neuromancewritten in 1984.

gres “Hisar |WF" w1 9 Ao fesaa st smar 2
for=gf=t s 394t g+t g,
HAAH H 1984 H fasar am)

Cyber crime is nothing but a criminal activities

carried out by means of computers or the Internet.

HISEY G ST AT Fed-ie & Aregy § o o=
areit armaerfess fafateaat &)

Cyberspace refers to the virtual computer world,
and more specifically, is an electronic medium
used to form a global computer network to
facilitate online communication.

Argaeaay ATt Ssogew gferar =) defifa swar g,
3z fadra va A, ¥g ifacsa 99R & gauas=s
= & forg affss e Aeasd a== & A sggh
AT o= areT e sAacii-ies ATeaH £

It is a large computer network made up of many
worldwide computer networks that employ TCP/IP
protocol to aid in communication and data
exchange activities.

Og &% faeg=ard! e Acash! | 9471 U @ e
A= & S @9 3ty 2 Afaag nfafafagi & seraen
& foro TCP/IP wictsslar =1 399 &3d &1

Cyberspace’s core feature is an interactive
and virtual environment for a broad range
of participants.

HrgaEaH Y = Argar =g ufennf@ar & o
o gedfaea 3T adare ararazor &1

4




7= Internet of Things. "

gﬁj"‘-"“ loT fEarzsl & IqrRoT:

gc¥-c 3P fory @

Smart home devices,

) N | @ like smart thermostats
| It refers to a system of physical devices, vehicles, appliances, and | o g e g fsams,
other objects that have sensors, software, and network E‘ _____________ ‘_" _____ G_T‘q ___ W Eece
connectivity embedded within them. This enables them to " mm ) Wearables,
gather and exchange data. o | like smartwatches
__________________________________________________________________________ 120 B e

gg difde fearsyl, argAl, Iuvl 3R 3= axg3il &l U Jorret! W 9 endar

o) el e § R e, vt s B WIRAA o ) e

UrSE Bldl g1 I8 378 Scl Uhd B 3 AEH-UGH B | and transportation systems |

e gATdT1 2 | | i e wef=d ek
“E= q.ﬁagq m.rv

Smart city infrastructure

e &t

loT makes everyday devices “smarter” by enabling them to send
data over the internet, communicating with people and other

loT-enabled devices. SRR
ﬂmﬁ m £ 1 CCIGI ﬁ:lﬂﬁ saﬁe-' ™
2l > I Fmé e a ,a; D Connected vehicles
q1eH ¥ ST WS b 3R AN 7T 319 loT-9aw fearsal & O —
1Y HATG B b |
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web 3 0 e Web 3.0 4T Web3, d¢s drss ad (WWW)
= 6t fad A g, oA 3o ghar &

e Web 3.0 or Web3 is the third generation of drer tria:?r &1 I omfAe &1
the World Wide Web (WWW), which involves .
direct immersion into the digital world. * Web 3.0 =afthira ST UR eafehira fAas=or

Web 3.0 encompasses individual control of 3R freisdl auT seifh<= & IuanT
personal data and the use of &I A Har %I

cryptocurrencies and blockchain. . TEad ¥ a3 e e
Currently a work in progress, it is a vision of | 3w T Aq 991 Y IRBTT 2

a decentralized and open web with greater

utility for its users. ST IgARTSHRAI3i & forg siferes saaift 21

Web 1.0 Web 2.0 A3 Web 3.0

_ Basic Web Pages _ Social Media _ Semantic Web

Html _ User Generated Content _ dApps
i _ Mobile Access _ Users Monetize Their Data

_ High-quality Camera & Video _NFTs
_ Java & Javascript _ Apps _ VR & AR (Metaverse)

_ Corps Monetizing Your Data _ Permissionless Blockchains
_ High-speed Communication _ Artificial Intfa-_lligence
_ Global Internet Access - Interoperability

o

~ Ecommerce




The Semantic Web:

The upcoming phase of the internet, known as the Semantic Web,
enhances web technologies' capabilities by

comprehending the meaning of words to

generate, share, and connect content through

search and analysis, rather than relying solely

on keywords or numbers.

ArY® A4: §eie &1 amml wwo, R arelfe 3T s

T €, @ier 3T fAreeor & aran | w=f & 3 H
HaHS< Gt 3= A, 9T B AR A Hit

g @1 ggran §, A 5 Faw Had o sEmei w nft wear

!

Artificial Intelligence:
By integrating semantic features with .
natural language processing, computers

can comprehend information at a human-like

level, leading to quicker and more relevant

results, ultimately meeting users’ needs

more effectively.

. ”
L]
R 1____-

[

FiEm gidm=n: mofas ume gHvwn & Ty anfs . : -
RT3l B Tipa B, YL AT I TR R A ' '
SR B #HY Gaq €, FEa a9 il siftres gfaes . -

o s ¥ ot aughesatail 6 smawmesand de ot 8 of gft ) T

3D Graphics: . fr |

Web 3.0 extensively employs three-dimensional p 3 ..

y -__,,ﬂ'
e . S
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design in various applications such as
museum guides, computer games, eCommerce,
geospatial contexts, and more.

3D wifthax: 3= 3.0 =a9s $9 ¥ HABTEE MES,
Fgey i1, -, -wnfAe |9l ol s Rt
gt # B-smardh Rsrga o 9gdm s #)

&

Connectivity:

Semantic metadata in Web 3.0 enhances the
interconnectedness of information, elevating
the user experience to a new level by
leveraging all available data.

Feraiacl: 39 3.0 ¥ e Aerder a=eHt
HTTH ¥ I H FgT 8, Iucran W =1 @ ArH IaTy
IUARTEAT HHA BT AY FIX a6 ggaran &1

Ubiquity:

Web 3.0 enables access to internet content
and services from anywhere, at any time,
using a variety of devices beyond computers
and smartphones. The Internet of Things (loT)
will further expand this ubiquity.

:

gdedTIahdl: a9 3.0 Fger iR WEEE 4 =,

fart oft ven= offty T o A= Sumwoll &1 Sagh v
Fevie At 3R A=1aif o 9gT wam T #1 gevAe
31w ff g (loT) 59 gdaargsar &1 3R A s3m)

Blockchain:

Through blockchain technology, user data

is encrypted and secured, preventing large
corporations from exploiting users' personal
information for their benefit.

=

arilee+l: Seilepa ddb-idh o AT |, IYGHTHEAl
2l 1 vfue ik @it fasar aman €, foew o
Huf=4l s IgaEaiAl £ SAfEana IR &1
g o & g wivgor & A AT ST 2

Decentralized:

Data networks in Web 3.0 are decentralized,
allowing users to retain ownership of their
data and digital assets while securely
accessing the internet without being tracked.

fasf=a: 49 3.0 # 3271 A= RASBRT I &,
foradt Suaesal sra-it Fe1 it Rfves sRwafal &
wifdea gy @ a5 § 3 o ¥ fer gefda sa &

&L
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3D PRINTING

3D printing, also known as additive manufacturing,
is a process of creating three-dimensional objects
from a digital file by layering materials one on

top of the other until the object is complete.

O

3D faifds, for@ ufsfea si—ghaaf oft wer STar &,
e f2fSiee wga 9@ Il ) id Ut & HUR U
IGIh dI--HRTHT I¥JU a1 i Ufehdr & Sid db
a¥q {1 el 8l Sl

Cloud computing is the on-demand access of computing resources—
physical servers or virtual servers, data storage, networking
capabilities, application development tools, software,

Al-powered analytic tools and more—over the internet

with pay-per-use pricing.

mﬁqﬁﬂmmﬁm fRis T 8 -
S wdv a1 adster dr, Se1 W, Aeafdhr aHan,
UfeTdheF saeude g, Jiueddy, Al-Uras TAlfdiesd god
3R AfI® - Sev-ic & ATe"H q U-UR-Yof UrsfHT & el

EXAMPLES OF CLOUD COMPUTING INCLUDE:
Online storage Productivity Social media Streaming

services like software like platforms like services like
Google Drive, Microsoft Office 365 Facebook Netflix

Dropbox, or iCloud or Google | or Twitter or Spotify

I RWRT | gefafyd divedm

Workspace

Hierer Hifgan e afdasr

afelas 34 Google A Microsoft Office eHiH A4 L Netiflix ar
Drive, Dropbox, 365 a1 Google Facebook a1 Spotify

ariCloud ! Workspace Loclizos
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® Broadcasting is distributing audio and video
content to a dispersed audience via radio,
television, or other, often digital transmission media.
AtswiieeT &1 aref § I3, Sefifasm ar s (s fRfSiee)
ATegHT & gIRT AT 3R difsar wnrft @) ves fa= gu
gefes a1f e ug=rni

® Receiving parties may include the general public
or a relatively large subset of thereof.

Ul &l & 3T ST a1 3THT U g fgar nfae 8 G 21

e Conversion of content into electrical signals
and transmission via radio waves or cables.

i @t faga Gaal A agere A aw ar
B & ATEIH | WHIRT ST

Broadcasting = Wide Distribution

ATSHIT = ATIH THROT

[ BROADCAST MEDIA] BROADCASTING

o The term "broadcasting” has its
origins in agriculture.

" weg H It FRA AL B

It was first used in the mid-18th century
to describe the method of sowing seeds
by scattering them widely over a field
rather than planting them in rows.

9 I &1 Ugell aR 394 18 9dt & qea o
el B FaRI A g9 & §919, I§ DI 8 IR

&

L
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5 i ¥

mﬁﬁmwa‘ﬁﬁﬁﬁr%ﬁqﬁmwm:_ .

This method of seed distribution was
called "broadcast sowing," with "broad"
meaning wide and "casting” meaning
throwing or spreading.

59 dior fAaror 6 fafd &) "afsere giEgn" s,
W81 "broad" @7 3ref § = AR "casting” &1 HA
G a1 A

————————————————————————————————————————————————————————————

N | b s/ den

| BROADCASTING
g ATSHITIT

.\‘ o oo o oo T oo — e T T T T T T rpppp # j

\
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NARROW CASTING

® Narrowcasting is the dissemination of information
to a specialised audience, rather than to the
broader public at large; it is the opposite of
broadcasting.
T-H1EE &1 39 § favy gofs ot & s ugarn,
9 & saTgs S=dr ®); 98 sdisaifeeT & fAgda 2

e |t is the opposite of broadcasting.

g Fis®Iee & fauda g1

e Narrowcasting is sometimes aimed at paid

subscribers, such as in the case of cable television.
R-Fif T Fft-t rra= [ T TSl B wfaa
gidt 8, oI haet eelfas #)

e |t refer to advertising or programming, via radio
or podcast, newspaper, television, or, increasingly
in this digital age, via the Internet.

g WA, dishRe, AR 9=, Sefiifas= ar ada= &
f2fSrea o1 A devre & wAreaw A fAzma= ar vrnfHr &)
dgfda wvar 21
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Narrowcasting = Targeted Distribution

R-HiET = afsia faazor

e —




A webcast may either be distributed live or
on demand. Essentially, webcasting is
“broadcasting” over the Internet

Webcasting is the distribution of a media
presentation over the internet using
streaming media technology.

It can be used to broadcast live or pre-recorded
audio and video to internet-connected computers.

Webcasts can be used to stream events, conferences,

table discussions, presentations, and live panels.

Broadcast technology uses transmitters to
send signals over the airwaves.

These signals are received by receivers, such as
televisions or radios, which decode the signals and
convert them into audio, video, or data that can
be consumed by the audience.

Broadcast technology is a way to electronically
send information to a large audience for direct

reception. Radio and television are both examples |

of broadcast technologies.

Analog broadcasting includes the transmission of
continuous waves, whereas digital broadcasting
transforms audio, video, or data into binary code
comprising 0s and 1s.

Digital broadcasting presents advantages such as
enhanced improved sound and picture resolution,
and the capacity to transmit a greater volume of
content within the same bandwidth.

Analog signals are much higher density, and can
present more refined information. Analog signals
use less bandwidth than digital signals.

e USH dusIie dilga 41 34 fEaie fGaRka &t o gl 81 ga 59 9,
AaepTIeeTr &7 3ref § $e3Ac & AT A “HHROT” HIAT
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farg 71q aiifEa ik difear waiRa s & for fasar o awarn 21
9B BT IYANT 3ACH, HI-hd, cacl (STHA, Usiee 3R
w1sd O uaTd & & forg fsan o gwan g1

o TRV dh+1eh cigHte BT IUANT &3 Yavdod o ATeaH I
e Aot 81
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uf¥afda swar g1
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4l 5G TECHNOLOGY

One notable trend involves the
incorporation of fifth-generation (5G)
technology, facilitating quicker and

more dependable wireless connectivity
that elevates the standard of
mobile broadcasting.

Qs UHdE A1 digd] il (5G) a1
I 2rifdHer BT 8, Sl dot 3 31fas
fasaaNg g saeeadr =

\- @ Al & MACHINE LEARNING

Another trend is the integration of artificial
intelligence and machine learning within
broadcasting systems, enabling automated
content categorization, tailored suggestions,
and instantaneous data analysis.

;Eaﬂvmmwrﬁﬁﬂﬂﬂmm

scofawid 37 "eha afdsr o1 ohiszor 8, S
Tatfera arEit afieon, sigEfca goma iR

dchTol =cT fasayur &6 981 I914aT1 21

/ EMERGING TRENDS IN BROADCASTING TECHNOLOGY

STREAMING SERVICES
DISRUPTION

Streaming services have disrupted traditional
broadcasting by offering on-demand content
that can be accessed anytime and anywhere.
Viewers now have the freedom to choose what
they want to watch and when they want to
watch it, bypassing the scheduled programming
of traditional broadcasters.

EifE Qaral A ara-FEai=E grEh & g9orser 3k
grafiss gaer & arfaa fasar & G2 st o«ff =287
T v fSar =1 asar 21 =eisT =6 g 98

A7 &h! Tad=4ar g a5 I aar =T aEa € oiw

wHa WAT FAT8q 8, urdaf¥s gars) & FuiRa

g fHaT @Y ST 3 gul

UVE =0 (e [

STREAH HDUIEE SEFHES- SPORTS

-

This shift in the way we consume media has revolutionized the entertainment industry, giving rise to a new era of convenience and choice.
HfZar <F @ =31 F aiss A 59 gaarg A A 3P 7 seifa &1 €1 8, 593 gfEwn 3w fasseal =1 o= 7371 o7 21+ 53171 81

With streaming services, viewers no longer have to wait for their favorite shows to air at a specific time; instead,
they can binge-watch entire seasons in one sitting or catch up on episodes whenever it suits them.

T Taradt 6 T, gefest o1 ara 3197 gadiaT 2 & gafRa 89 @61 gop AfSaa aua &1 Sawe 7481 @s<ar u=ar; S8 gand,
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= Q This flexibility has empowered audiences to tailor their viewing experiences to their own preferences,
creating a more personalized and engaging form of entertainment.
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information either

wired or wirelessly

between the two points
DAB | INTERNET far away from each other.

o H9R H, 3 Y fdgaii & e o
g gET & AGH-UgH AT al

535 1705 88 108 174 230 dR (Wired) a1 ararieid (Wirelesslyflll SN
kHz kHz  MHz MHz MHz MHz & TR gaTe | -f_,,,

Modulation Antenna Radio Receiver Demodulation Speaker . In 1895, Guglielmo Marconi developed

combines sends out captures extracts converts iRaciFatwads e i
signals with a modulated the waves. original signals back e first radio communication system

carrier wave., signals as signals. to sound. f T -:_ o i {!Iaq qY AT ggaetl e
™ rad?owaves. ™ RaRdwad T . T e Brw A | ;ﬁﬁﬁﬁﬁ%ﬁﬂm;ﬁ
Aisgerer & i g2 Aisgeies R Y Tl &1 SialsgeRA e a9y s i
a?ﬁﬂ?ﬂ'ﬂ':llw 1 R it $ w7 F Ryt & Rarerand | Radio waves are used to carry information
e sraTRd v 8| T across space from a transmitter to a receiver,

) n% 0 by modulating the radio signal
| At aan &1 39 A ATae $i Alsgeiec wah
gigHier @ Rfter aa siafter § SRt ggam & forg fasar sirar 2|
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-. ANALOGUE RADIO DIGITAL RADIO In mass communication,
. a Io ( ' there is an exchange of

TERRESTRIAL
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1. TRANSMITTER - U9

At one end, a transmitter “encodes”
or modulates messages by changing
the wave’s amplitude or frequency.

Ush BR TR, Y& Heoll Bl TIdis
qT ATSgAC BT 8, aIT I AT
g1 A BI TEABRN

AMPLITUDE MODULATION (AM):

Change the height (amplitude)
of the carrier wave
according to the message.

TATH A=A (AM):
T2 &b HJIR dTgh a3
hHI FAT1S (3TATH) ISAATI

fagga ddal A sgeran 21

iR Hebdl Bl
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Microphone converts Modulation combines
sound to electrical # sighals with a
signals. carrier wave.
ATShIhIA eafv &1 AT Habdl bl

a8k a3 & 1 fAerar g1

Speaker converts
signals back to sound.

a9y eafa ¥ aSedan g

2. RECEIVER - iR

At the opposite end, a receiver set s
to the matching wavelength captures | ((: ._
the signal and “decodes” it into the :
intended form, such as sounds,

images, data, and more.

IR BR W, YA dylees] uR |
Rftaz fA e &) gpzdr g R 3
e, form, ger 3nfe A fepis Hear g1

FREQUENCY MODULATION (FM): P i

Change the speed (frequency)
of the carrier wave
according to the message.

3« ATge2 = (FM):

Ha 2l & IR dATgdh a3l
&t 7ifar (3mgfA) agaATI

Antenna sends out

Radio receiver
((( ))) modulated signals . captures the
# as radio waves. waves.

A2a a9 & w9 F d5rar | &I H=R HIAT e

4

Demodulation extracts

; ] U\/\/\\ original signals.
| ) Setegere e



AMPLITUDE MODULATION <V > FREQUENCY MODULATION
( 31T Hige ) 5 ( 3ngfd AIge )

The first successful audio
Developed in 1930

transmission was carried out
in the mid-1870s ’
Heg-1870 <5 <21k A fpaT =T an
Frequency and phase remain the same; Amplitude and phase remain the same;

amplitude varies. The radio wave is frequency varies. The radio wave is
called a carrier wave. called a carrier wave

T 3R %ol UHE Ed &; AT deordl gl HTATH 3R Bl GHIA Ed 8; g agardt el
WAt a1 hY HRAR a9 FHer 14T 2| I a3 b FRIR A9 Ha1 SATaT 8

Has poor sound quality but can Has higher bandwidth with
transmit longer distances better sound quality

e = ToTaIT WA gidl @ wfdh I=I defasy & gre dgadA
oidt gt a6 gaTRd H dhdr 8 eafs IpoTa=T et @

The frequency range of AM radio The frequency range of FM is

varies from 535 to 1705 kHz 88 to 108 MHz in the higher spectrum
AM Tt HY g dian FM &t srgf Wi 3=a Waga |
535 ¥ 1705 kHz d< gidi 8 88 ¥ 108 MHz gt &

More susceptible to noise Less susceptible to noise

MR & ufa 31fdres Hasa=fte MR o Ul A Haga2fia

( JRF Media Academy by Rohit )




N~ - °
> Multimedia
Iz, (Jﬁ?m'iﬁm)_

It refers to the use of multiple forms of media
to convey information or provide entertainment.

Ig SAFBRT 34 T ARSI USH 631 & fae
Hifgar & 2 Fa) & IuGhT H dfela war g

It encompasses the integration of text, audio,
images, animations, video, and interactive content.

SUH o<, 3=, sAw, vfaaeE, difzay siw
gcifded hee BT UhIbIuT MAA 2 |

The goal of multimedia is to enhance user experience
and communication by engaging multiple senses and
providing information in various formats.

HeSIHITEAT T 187 B3 Sfaal Bl MAA Hvh Goiv FAIHE
IR TR B! dga? g1 a1 fAfH= ureal & SIFeRt ueH S 2|

Components of Multimedia

( ACTHITSAT & Uch )

Text: Written words that provide information or tell a story.
Text is a fundamental element of multimedia, used to deliver

messages clearly and concisely.

o ford 7o o1es S SRR S HYd & ar et Eaa &1

RE AL 2 AT &1 U Jed aod 8, fSraest Igah e = e
aity "dg & 37 & fore fasar srar 21

Audio: Sound elements, including music, voiceovers, and sound
effects. Audio enhances the emotional impact and helps convey
messages more effectively.

2= afy o, <= =@+fia, afaaaias sl 9r9= shasT|
STEAT WraATHSs THTa 61 FETaT 8@ 31T Haol @i srferas wwart
a¥h | gga & " Hear 2

Images: Still pictures or photographs that complement the text and
audio, providing visual representation and adding context.

Ao v = ar Wi St 2ae 3w adifEar &6 gv=s 89 2,
E9 representation U Hd & ¥ <o sitsa 2

Video: Moving images that combine visual and auditory elements
to tell a story or provide information dynamically.

fifzEan: nfeie sfaat s g2 37 sr=a gt = FAer
HET BE- IT STTHBINT ST He- BT 1 Bedl g1

Animations: Animated graphics or drawings that create the illusion
of movement. Animations can be used to illustrate complex
concepts or add visual interest.

oA efRaes mifthaa ar A= St fa st uTg AT FHFTa &1
ofaaeT 1 Iga e sraenvonadl & THH a1 2 MTHHOT
= & oo fasar -1 w=sar 21

Interactive Content: Elements that allow user interaction, such as
hyperlinks, buttons, quizzes, and games. Interactive content engages
users and makes the experience more immersive.

gevufaeg Sde: 0 aa Sl goi} SevaeE &5 s 2a &€, 99
grgufela, o=+, fTew sl | ge=ufdea =&« gord =t an=sfela
HYan & 3 srgva &Y sifdres gwfEa a=mar 21




GRAPHIC DESIGN AND IMAGE EDITING
mitheh fesrga 3NR sAS ufefdar

Adobe Photoshop: A powerful tool for image editing and graphic design.

Adobe lllustrator: Used for vector graphics and illustrations.

CorelDRAW: A graphic design software for vector illustration, layout, and more.
GIMP (GNU Image Manipulation Program): A free and open-source image editor.
Lightroom: Photo retouching and editing software

b Sl o

. Adobe Audition: A professional audio editing software.
. Audacity: A free, open-source, cross-platform audio software.
. FL Studio: A complete software music production environment.
. GarageBand: An easy-to-use music creation software for macOS.
. Sound Forge: Audio Studio is a digital audio editing all-rounder. It's the perfect
software for recording podcasts or audiobooks in high quality.
“M*lhlu-- ----- 6. Protools: It is a digital audio workstation developed and released by Avid Technology
for Microsoft Windows and macOS.
7. Nuendo: It is an dvanced audio post-production solution.

fsar efste

il '!Ihﬂulfli

b WNKH=

e

1. Adobe Premiere Pro: A professional video editing software.

VI DEO E D |TI N G 2. Final Cut Pro: A professional video editing software for macOS.
3 Inel : 2 :

. DaVinci Resolve: A professional editing, colour correction,
m -Q-%ﬁj-r visual effects, and audio post-production software.
4. iMovie: An easy-to-use video editing software for macOS and iOS.

5. Kinemaster: Available on play store and I0S (Open Source)

> JRF Media Academy by Rohit »



_< ANIMATION

1. Adobe Animate:

Used for creating
vector animations.

2. Blender:

A free and
open-source 3D
animation suite.

3. Maya: A 3D animation,

modeling, simulation,
and rendering
software.

JRF Media Academy by Rohit

|
!

DESKTOP PUBLISHING "

@\

1. Adobe InDesign:

A desktop publishing
and typesetting
software application.

. QuarkXPress:

A desktop publishing
software for creating
and editing complex

page layouts.

. Scribus:
A free and open-source
desktop publishing
software.

WEB DESIGN AND
DEVELOPMENT

1. Adobe Dreamweaver

2. WordPress
3. Sublime Text

Google Chrome, Mozilla
Firefox, Opera, Safari,
Vivaldi, Microsoft Edge

OPERATING
SYSTEMS

Windows,
macOS,
and Linux




S GENERATIONS OF

1940's-1956
1st Generation

Vacuum Tubes Based

s it (I g menfa)

These computers were large, slow, and
used magnetic tapes and drums for
memory.

They were programmed using
machine language and only had
paper tape and punched cards as
input and output devices.
Examples include the UNIVAC1,
ENIAC, IBM 701, and IBM 650.

¥ Fegex ad, o AR Fafew 2 AR
&S &1 394 AHE & A A )
=8 A= ST =7 I9ART HIH

e fasan smar o 3R gAge qe
anrIege ¥ forg Fae duv 29 ik

9 w18 g A

Fgrevor: UNIVAC1, ENIAC,

IBM 701, it IBM 6501

The Five
Generations of
Computers

S Dt Urd Yifgar

AR R RN XN R NN YN

1956-1963

2nd Generation
Based on transistors

fgea didt (zifSex smenfRa)

Transistors replaced vacuum tubes,
making computers smaller, faster,
and more energy-efficient. Magnetic
core memory replaced magnetic
drums.

Examples: IBM 7094, UNIVAC 1108.

giforeex = de @@ &t agw &, o
FgeT Bie, o9 AR Afts F=if-gare
& 7| FAfee SR AER A AARks
g§H &I dgu fedr|
. I2TEIOT: IBM 7094, UNIVAC 1108|

1964- 1971

3rd Generation

Integrated Circuits
gt didt (e wfde)

Invention of integrated circuits (ICs)
allowed for the miniaturization of
computer components.

Introduced operating systems and
more sophisticated high-level
programming languages.

Multi-tasking and multi-user
capabilities became common.

Computers became more accessible
to businesses and universities.

geriies "fbe (ICs) & Jfaer 7 Fgex
went =t Bter famr)

sTRfET frew aily s Tea-wrig
ST ey 3T |

Heel-eTEh MR Aedl-goT aHan 3H g5
#ger HaaEt AR AafEeeEt & fog
Ffdres gaw 57|

First Generation: Vacuum Tubes. | 5o 41 day7 @

COM PUTERS

1971- Present

4th Generation

Microprocessors

aqy didt (AR mER)

+ The development of the microprocessor,

a single chip that contains all the
essential components of a CPU,
marked the fourth generation. This
allowed for the creation of personal
computers (PCs).

AEmaE & AN, o & Ao foad
CPU & ooft yes wes ga &, A

dteft it Ft grEaTa i TH gHEA
#gex (PCs) &1 famfor w@wa garm|

=
|

1980’s

5th Generation
Artificial Intelligence

g it (FhE gfeerm)

The fifth generation is characterized by
advancements in artificial intelligence
(Al), machine learning, and quantum
computing.

Computers are becoming more
autonomous, capable of learning, and
processing large amounts of data
quickly.

Examples: IBM Watson, Google's
AlphaGo.

Potential for breakthroughs in fields
like robotics, natural language
understanding, and quantum
computing.

giedt ot e g (ﬂ.l) wefts
afir s aates drgfear &
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FgreTor: IBM Watson, Google's AlphaGo.
Jrfeara, urpfaes wmar waw oty saren
aegfEar Sar arat A irgﬁ HECTAT ST HHTS=T |
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Second Generation: Transistors. (they were lighter than the first generation) | fgaa gt gifSes (3 weH did 4 &b o)

Third Generation: Integrated Circuits and magnetic disks | Tcitar didl: $€hies wfée iR Hakts Rfwwa

Fourth Generation: Microprocessors. | =2l 91gl: AGHIUETT
Fifth Generation: Artificial Intelligence | U= H1g1: Sfa g
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Invention of
Writing Systems
@4 uunfea &1 snfaser

Earliest forms of writing,
such as cuneiform in
Mesopotamia and
hieroglyphics in Egypt.
#@ & uRfas 9,

S fadefaa i
Hlarer fafd 3k

o &t feaferfan

Invention of the
Printing Press
HEOT I 1 ANfAHR
Johannes Gutenberg's
printing press
revolutionizes mass
communication by

enabling the mass
production of books.

SAgT e & Jgul
4 A gEas! & a3 T

T I &I WHg 1T
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Invention of the
Telegraph
SHIUTE BT INfasHR

Samuel Morse invents
the telegraph, enabling
long-distance
communication via
coded messages.

Hrque = 3 Seftars @
ﬁﬁsﬁé;mmﬁﬂqgw

HYR HHd gafT|

HISTORICAL EVOLUTION OF ICT %
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e 1440s SN

Invention of the
Telephone
oI BT ATfASHR

Alexander Graham Bell
invents the telephone,
allowing real-time
voice communication
over wires.

Jelasist UTEY a9 A SolB
&1 anfarsrR féman, fora art
& HIEaH | grfas 999 §
Tl HER HHa g3

First Television Broadcast

Invention of the Invention of the Development of
Phonograph Cinematograph Radio Broadcasting ygetl Seftfars TRt
BIFIITE &1 faspr RS &1 snfassr I yawor 1 Qs » John Logie Baird gave the -
: world's first demonstration
Thomas Edison invents ;::;::sﬁmthers Radio became a popular of Television.
the phonograph, the first cinematograph, an early mass communication i @nft & A Sefifae &1
device for recording and motion picture camera and medium, with regular qea wesfA e
reproducing sound. projector, marking the broadcasts beginning :
oifr Ufega 3§ SRS birth of cinema. in the 1920s. S gt m?kES e
N : first successful long-distance
&1 snfaser femar, S i el "ﬁ?zr{s" \_ﬂ’fl i aa?ﬁl et 2l U Fleitd SR television transmission.
eafy Refe @ 3k w1 R R, RIS 3 711, 3R 1920 & fopeit weefaref 3 gl awa
aid &9 3R f@m™ aren : .
QR & arel . 291 H frafia garm i g it 2efhfaro giafiem
el FTEOT &) U Igssvor o, Sad T 7Y
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First Generation

Computer
Development of ENIAC

* The ENIAC, one of the first
general-purpose computers,
is completed, marking a
significant milestone in
computing.

First-Generation Computers
These computers were
large and slow and used
magnetic tapes and drums
for memory.

+ Based on vacuum tubes

g it e

Invention of the Transistor  |

Bell Labs invents the transistor,

leading to smaller and more
efficient electronic devices.

giforey &1 faspR
ad oted A gifoey &
fassr far, f5ad B

AR AHfis Fe sAagi—D
IHI0T TG gU|

UNIVAC |

¢ First commercial computer.

* |t used Magnetic tape
for storage.

UNIVAC |

* Ugdl AGHITad HRer|
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Hard Drive

The first commercial hard
disk drive (HDD), the IBM
350 RAMAC, was invented
and shipped in June 1956.

gTe 315

Ugcl AN gre o
' 2729 (HDD), IBM 350
RAMAC, &1 HTfashR ga
R 38 S 1956 ¥ 31 T

ENIAC &1 fass

» ENIAC, Uge! HIFT-O-38%a el 4 A v, =
golach, g1 g, fors Fagdm & woow ordafRa &
s gmqae e &1 ueer wenfie fasam

« werm didt & deger ag AR efft & 3k A6 & e W
TP 2 e Sl i §7 & I & )
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Sputnik

Sputnik 1 was the first
artificial Earth satellite. It
was launched into an
elliptical low Earth orbit

by the Soviet Union on
4 October 1957.

e
WA 1 ggen Hiam gt

ITIE Tl FH Hifdaa #g g

4 YA 1957 & qeatat

Srefqaren e san A
walfta fasam man ami

ARPANET

Foundation of Internet

ARPANET was the first
wide-area packet-switched
network with distributed control
and one of the first computer
networks to use the

TCP/IP protocol suite.

ARPANET
getie it Hfa
ARPANET Y& =T9& Uabe-
o= Aead o, forad fAafia
fPrd=ror e afty 38 TCP/IP
WSS e & I A
qTel IBe Acadht §
HUF ol

Floppy Disk

IBM introduces the floppy
disk for data storage,
marking a shift towards
portable storage media.

Felrdt 556

IBM 7 2a1 ®Re & T

Toirdt fEws ver Y, foed
gee ©Re fifgar Hit

3R FEeTd 14T

VHS

The VHS format for home
video recording is
introduced, revolutionizing
the home entertainment
industry.

VHS

e difsa Reifen & faw
VHS wirem 6t a6 g,
form g geReiie 3am
¥ wifd @1
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Compact Disc (CD)
Hrae f&$5 s (CD)

The CD, developed by

Sony and Philips,

revolutionizes music

storage with its

digital format.

CD %t |t 3iR fisfer
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World Wide Web First Web Browser DVD

Jos dI8e 394 Uecil a9 SIS G| E|

Tim Berners-Lee invents The first web DVDs combine the

the World Wide Web, _-F“i' browser is released, quality of CDs with the
making the internet /[ ;,I'l. ‘ allowing users to capacity for storing
accessible to the < access the World video, becoming the
general public. Wide Web. standard for digital

R aiel-oft 3 s g e video.
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. 2000's_

Rise of Social
Media Platforms

qivrer HifEar @ewd

Dl Iad

» Platforms like Facebook (2004)
and YouTube (2005) change
how people share and
consume media globally.

« %Eg® (2004) 3R gega (2005)
W WewErd 7 Affs TR W

Mfgar g @ 3K I
T F TS S 9 fean

Blu-ray Disc

X fews

» Blu-ray Disc (BD) was invented in
2005 and released worldwide on
June 20, 2006.

» The digital optical disc data storage

format was designed to replace the ; E
DVD format and could store several ; )
hours of high-definition video Bluray Disc

(HDTV 720p and 1080p)
- @1 f&= (BD) #1 anfawsr 2005 # gan
afkt 20 57, 2006 @t 3 e F 9 far mm)
- g RBfses Jiftess fEes 3o =Re w4z DVD
Gide @t agem & By aamar mar e sk s A B
el &1 gg-2fthfAem difgat (HDTV 720p 3ik 1080p)
w2 s s | 21

Proliferation of

Streaming Services e
-~

it |amei &1 fawr 7
* YouTube was the first popular

video-streaming site, founded
in 2005.

« A 2005 ¥ TNTOT gl Aoy
difear-whiftn age
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Harold Innis published the work

avlcs sfAY A AafafEaa 3 9 s9-a1 o g fBar

(A) Mass Communication Theory
g qdIY

o1 Hifgar &1 alR=a

(C) Power Elite
2rfae sifSreTs

(D) The Bias of Communication
AR &1

TheT
—_— = —— THEBUAS OF
(B) Introduction to Mass Media fﬂﬁf!ffﬂﬁcﬁiﬁﬂﬂ '

Q. Automation is critical to make online media :

3ifrerrsT Hifear &t s91 & forg iR Agaguf @ :

(A) Convertible gRada
(B) Personalised =fdera
(C) Traceable aqa'ﬂwﬂa

(D) Impersonal

Metaisanewnameof
AT UH AGTATH &

1. Twitter

2. Facebook ﬂmgai &
3. Linked-In folos-391

4. Instagram = SEAMHA

With which technology Robot and Smart Machines are working?

fpg aa &) Aee A Aale 3R W1 AN B FT N 2

1. Industry 3.0 technology
g1 3.0 do-ls

2. Industry 4.0 technology
St 4.0 dB-I®

3. Industry 5.0 technulngy

§3%1 5.0 aw-id

4. Industry 6.0 technology
S 6.0 dF-ld

o A Metaphoric abstraction for the online world of computer network,

especially the Internet is:
e Aeadh B sieg gfar & fog, Rdm ®u § dewe & fag

1. Cyberspace ey 0
2. Cyber security OISR &
3. Cyber Booting  Wr=eR gfém
4. Cybernetics Hrsavfead

Who coined the term cyberspace?
ArgavEY 0o fhaa fRan?

1. Michael Eisner

2. William Gibson ~ Rfemafiess @
3. G. Dominik Sit. sifafas

4. Lehman Hilzig wed f@eafanr
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(1,
0 Social Networking
TIore Aeafd

o~
q3HTS

e Metaverse Worlds
AeaH degd

Q Centralized
dgeirgos

G Decentralized
fedfzemese @%ﬁ

Choose the correct
answer from the
options given below:

1 fag g fraen
A wf IR TH:

1. A. B and D only
FHad A, B3RD

2. A. B and C only
Faad A, B3R C

&FadI B, C 3R E

o 3.B.CandE only],

'4. B. C and D only
aaa_s, C3lRD

distribution of any media.

cemmmm-—- [} oft HifSar 1 THEIfCS 0 Networking

(((( Vi

............ is a simultaneous real-time

eafdn

"

Cloud computing is a system delivering
different types of services over

The term ‘broadcasting’
was borrowed from

&) (3

T3 HugfeT U fwen g o A & wremm @ '‘FisFIT e fFud IuR forar mar &
fafer=1 yepr &t a1¢ ueH Hvar @
!“f ;hf Internet ) } 0 ?Fgﬂ
The norisommesdial space 9 Television
12 g AT-wafiae Wy cefifas=
e Identified netwnrk:ﬁc:; telephone | [ o Agriculture 0
sib .

o Public corporation’s
non-cyber platforms

| 0 Banking
ufeeres HIIRLE & FH-HSeR TeHH | afds

I...--—--\.

(6 In frequency modulation = \ /R \
st Hiegeier L *;\ VAR,
AR\ A

[0 Broadcasting 0]

TSI

o Frequency of carrier wave varies according to the frequency of signal. @
PR aa B amgfe, Reer $i srgfa & IgaR g 8

9 Frequency of carrier wave varies according to the amplitude of the signal.

SIABRT

(0) Transferring

R A7 it amgfa, e & mam F FTUR agerdt 81

0 Frequency of signal varies according to the amplitude of carrier wave.

e &t sngfa, R A9 F 3™ &S IR sEad! 21

0 Frequency of signal varies according to the frequency of carrier wave.

e i angfa, $RaR Ja H smgfa F gER e 21




Which of the following is NOT Video software:
foraifeifEa & & ®ter difsat SivedaR =&t &

(A) final cut pro
(B) permier pro

(C) Pinnacle

!' (D) Protools

of computer on the basis of factual position.
qeaTs fRIfd & 3R R $ge & ﬁmﬁq%umaﬁam g

A. Computer was first made by using vacuum tube
circuit (1951-58).

B. Second generation computer was comparative by
heavier and occupied work space (1959-1964).

C. In third generation computer magnetic disk was
used as secondary storage (1965-71).

D. In fourth generation, the size of computer became
very large (1972-1985).

E. Modern time computers have been made lighter and
portable with the help of using organic chip (1986 to
till date).

Choose the most appropriate answer from the options given below: =

fa are faesedl 7 @ wad IugeEn I g6
2. A, Conly O 3.CandE only

0 Select the events associated with the development

1. B and D only 4. C, D only

Meta is a new name of
Meta U ST TH & T

& ON\) Meta
OO O

1. Twitter
2. Facebook
3. Linked-In

4. Instagram

| » JRF Media Academy by Rohit

Identify the software that is not applied for the page

layout of magazines or newspapers.

Choose the correct option
from the fu_liuwing:

g3t I1 THER 9AT & U9 A3 & 60 S a7 gived®?

J9LNT H & A A 8l
(A) InDesign
(B) PageMaker
(C) QuarkExpress

| (D) Protool

Digital Video discs (DVDs), which combine

the quality and durability of CDs with the
popularity of Videotapes, are introduced in)

f2fSres dif2at f2% (DVDs), it CDs &t apgaar 3R
Videotapes @i ilesfigar &I ficrese uga fsd I 2,
fra a9 # oF &t I1d3?

Who coined the term cyberspace?

m&mﬁmﬁw

1. Michael Eisner
|| 2. william Gibson
3. G. Dominik

4. Lehaman Hilzig

List-11

(Software) (Usage in media)

(A) InDesign (i) Photo editing

[B} nghtmnm

[c} Dream weaver

(i) Websites development

(iii)Audio editing

(iv) Newspaper designing
(C) (iv), (i), (ii), (iii) o
When was the first web browser
released in the world? (December 2023)
UBT a9 #1391 gerdT A o fReilor gair &1?

(d) Muendo

(A) Mass Communication Theory

SeHaR Agia

(B) Introduction to Mass Media
o= Hifsar &1 alR=a

(C) Power Elite
o1k aifAeea




