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Charles Babbage

in the early 1800s, conceptualised

codes and information by machines

and Invention of computer
between 1833 to 1871

1969
ARPANET

Advanced Research Projects
Agency Network

1957

The Sputnik

The Soviet Union launched
the world’s first manmade

ITed ol

g Bl 1800 & greael st A, HefAY gRr
) e =-':_ : IS 3R TS T 3rgeRon & 3R

satellite into orbit.

T df®

U3RYITAE

1833 & 1871 & dIg der == \ wfiraa w3 g &1 geen mﬁﬂﬁﬁﬁﬂﬂﬁ
&1 anfaewsr fsar | : m e e Y TSl Aead
» ARPAnet delivered its first message: | * UARUIGAT A Uge TS Hal:

a “node-to-node” communication
from one computer to another.

and simple, but it crashed the
fledgling ARPA network anyway.

 The message—“LOGIN"—was short | * HU—"LOGIN"—BIeT 3R

| U YT A G SR
% “Az-g-Ae” FuR|

Floppy Disk

in 1969, ARPANET was developed introduced by
by the Defence Advanced Research IBM in 1971

Projects Agency (DARPA)

| e o, #fde e o zam
Fa9-A0 gadie Acad &t

| @ faam w ﬂ E
. :ehcz;frzn:;fnc;:?: ?i:: :J:Lyletters. |+ RAPIE FHR P WAS 1969 ﬁ’ S e @ .
| %act Yge! &1 HER & A | et veaive Red Msiaey gt 1971 # IBM gR1
(DARPA) gt fasar | aRferd @ |
1972 TN N
Ri972% =~ 1974 TSQHY! an)
"ODYSSEY " ISP i i e ,
ODYSSEY g T
st (g wffer s
. An ISP (internet service provider) is a company U SHU- & St cafanal 3R
ﬁ"T-I'IT:ITcRT aﬂ%ﬁ that provides individuals and organizations HTSH! Pl gexe 3R 3= Heifdd ,r"_\{
ggdr N g access to the internet and other related services. Jar3Af ds g™ UeH Bl 2l l‘xﬂ)
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1975 -
FIRST CELLULAR E\

FOUNDED BY BILL GATES . A & STARTED IN JAPAN

CiEE?[I @ii“f‘"x Tﬁ:[
SITUT | Y& g3l

An internet that was not simply a way
to send files from one place to another
but was itself a “web” of information
that anyone on the Internet could retrieve.

U ST St hadl U T | gui T U
tﬁmﬁmﬁaﬂaﬂaﬂqﬁm afess 98 @
SIHRRI &1 U “aa” o 5t gevic R &8
ﬁﬁmﬁwﬂm

The US government released

| s _— control of the Internet

Launched by
Tim Berners Lee

The idea was to merge the evolving ATy 3 gevie g7 & O ser fa

technologies of computers, hyperrtext
into a powerful global Information system

the World Wide Web (WWW) was brought in

foraR 3wl g8 ey, gIgURRaEE dele! Bl for public use which changed the media
g fehenell affies ge=m wonelt # e & o landscape considerably
gos diss d9d (WWW) &t greeifies 3uain & fae &mar ma,
foras #ifsar aRgea & St seera smar
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1998

=
Google )
Google was founded on
September 4, 1998, by American
computer scientists Larry Page
and Sergey Brin while they

were PhD students at Stanford
University in California.

Wikipedia Web 2.0

Web 2.0 describes the

current state of the internet,
which has more user-generated
content and usability for
end-users compared to

its earlier incarnation

Wikipedia was launched on
January 15, 2001 as a single
English-language edition

at www.wikipedia.com

Tmaﬁmatﬁam, 1998 &I fRfSsdifEa @1 15 sHad, 2001 3 aaz.ngaﬁea%aﬁnﬁiﬁrﬁfa%
Nﬁﬁﬁ%waﬁﬁﬁﬁﬂﬂﬁ 3R www.wikipedia.mmqﬂzﬁs'rﬂﬁﬁ- afofa F=ar 8, foRaH gl & T&peor
aﬂéﬁ#%aﬂeﬁ,ﬁa%ﬁtﬁﬁm TS TRy 3 9 & wil B T o ﬂwﬁgﬁaa@mﬁ-ﬁﬁa
R e g favafagea ® digast Tt 3R sifdm IuaTEataii &

fere aiftres Iuafitar 21
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Youtube

YouTube is an online video sharing and social media
platform headquartered in San Bruno, California, United
States. Accessible worldwide, it was launched on
February 14, 20051t is owned by Google and is the
second most visited website in the world, after

B 9|

9

Facebook |

Facebook is a social networking
service originally launched as
TheFacebook on February 4, 2004,
before changing its name to
simply Facebook in August 2005.

g U Il Aeafd Aa g, Google Search.

oY a7 ¥9 ¥ 4 B, 2004 St YouTube U 3iieis dIfed! A= 3 3R Hierer Hifgan
TheFacebook & 4 # il fasar wewH ¢ e gearera 89 g1, Sfawi, vgE s
T T, 1S H §HDT TR e amfteT 7 81 8 g R # gav 2, 3 14 Bad, 2005 Y
3T 2005 H Hadd BUgD B i1 fésam T oM 98 Google & @iffica # & 3R Google

'\\hﬂéﬂiaﬁgﬁmaﬁ@ﬂmmﬁlﬁ&cﬂaﬁmﬁm%i
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' 2006

Twitter

=

o Twitter was created in
March 2006 by Jack Dorsey,
Noah Glass, Biz Stone,
and Evan Williams.

e In April 2023, Twitter
merged with X Holdings
and ceased to be an
independent company,

becoming a part of X Corp S

2009

Whatsapp

o feaex & Temg= wrd 2006
# St =, Avan o, fas
I 3R ga= fAfeasg 3 6 et

platform, centralized instant

e AT 2023 H feaerHT X

States tech conglomerate

Holdings & & faem@ gt mar Meta Platforms. It allows users
R T8 U et ¥ tr?t send text, voice messages and

h video messages, make voice and
Y § FHTd &1 7, X Corp video calls, and share images,
&1 femar g7 18| documents, user locations,

and other content

2010

L.

» Instagram was
launched
on Oct. 6, 2010

« |tis a photo and
video sharing
social networking
service owned by
American company

Meta Platforms.

L/"
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« WhatsApp (officially WhatsApp
Messenger) is a freeware, cross-

messaging (IM) and voice-over-IP
(VolP) service owned by United

2011

C ?napcha_t

20
v
o SR & + Snap Inc. is an
6 aragar 2010 American camera 9% » Snap Inc. 7 3R
& wii-= f&ar mar o) and social media F v wem fifEn
s company, founded @t ¢, foradt wemn
T A | on September 16, 2011 16 ez 201 3 g &t
Prafi Freret Aeafdn
Har g, it s | —
HUt Meta Platforms —~
& @i § 2
"\______ .

e WhatsApp (3nfaeIis dR @
WhatsApp Messenger) T
hIaaR, BIE-TeHiH, Htpd
dehTdl Hael (IM) 3R afz|-3aw-IP
(VolP) e g, it §gaw 9
IAR®T Fit &6 Hu-t Meta
Platforms & Tfaa & )1 7
IR AT B e, aiaw
Ao 3 difzar 9w Ao, aisg
3y difeat e 37, 3R g9,
Siaygiie, goik dldhe 3T 3
e AT B HY qHfa Far & |

2016

Tick Tock

» TikTok, known as Douyin
in its home market, was
launched in China in
September 2016. It
quickly started to gain
traction in China and
parent company
ByteDance launched
an international version
the following year.

)

e

@ o TikTok, ford 35 ¥
=R # Douyin &M &
ST AT &, B fEredas
2016 % 7 % wit= far
T AT | 3EA st A
AT ToET g1 &t 3
He SuHt ByteDance 3
3T I ARG HEH
i f&ar|




It refers to the integration of information
and communication technologies to
manage and process information. It
involves the use of hardware, software,
telecommunications, and various digital
technologies to handle and exchange
data, enabling individuals and
organizations to access, share, and
utilize information more efficiently.

ICT =T 3R Har daffeal & gaiavor
&I Hafild Hear & S YaT1 Bt gafed iR
YHEHI0T H HEE &dl g | 5T glsady,
Hitedw, qraar AR fafe fefoea
depeitep! 1 IgaT onfAer & ST 22T &I
HHTETA, ATGH-UGH &3, ATl B J
H&H g41ar g, o =afaa 3tk e
a1 ae ifties Herar ¥ Ugd Uahd
R IHBT ITANT HX Thd & |

from From Fordism to Post Fordism

ICT has made the world smaller by enabling

global connectivity

that allows people to communicate across
continents in real time, fostering cultural
exchange and global understanding.

ICT 7 3fFs Hafdefdd & gam & gfaar

! Bier a1 fgan 8, o9 @ivT arafas aag

# ARl & UR Halg &R THA &, HiEpiaD

S-S I derar fFerar g 3tk afEs
A HoTgd gl 2|

ICT has led to the transition

ICT 9 wisdaig ¥ UIe Wwisdlg

# afkgde &t faem # Agaygof
Jferest fuarg 21

ICT Revolution

¢ The ICT (Information and Communication Technology)
revolution began in the 1970s and refers to the rapid
! innovations in ICTs that disrupted business and
economic models. These innovations include:

ICT (=T 3R TR waffaet) wifa 1970 & g9
| ¥ g g 30 77 9 Ao Farar @ wafila aeh 8

Rl T 3l anfefes wisel @t aaet e & 4’

Tarari #§ i &
((9) ‘ :
telecommunication ! = (A?) £
s ol e s e v :

Convergence between
text, images, voice, E B

4
)

Convergence between
1 computing and

and sound

& o srfagor

Convergence in the
ways information is
delivered

e faafa s & alist
# aferamon
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What are the Components -
of an ICT System? Media Convergence

: mﬁﬁﬁm%ww%‘? - — difsan Beasia

* Media convergence is the
process of combining different
media technologies into one
device, such as a smartphone.

» Hifea st fafia Hifsan

Hardware: Physical devices essential for
technology operations, such as computers,
servers, routers, and peripherals.

BIEAAT: LR, T, W3R 3R 39 ifds Iuaor)

Software: Programs and operating systems that
instruct hardware on what tasks to perform,

including applications and databases. A1l ol Uh fEarsq, s
AigedaR: urE HR TRfET fGwea s srEaar =
&1 e & Ader aa & IEHH, § FHIfed e Hl ufshar g1

MNetworlk: Infrastructure and protocols that enable
devices to connect and communicate, including
the Internet, intranets, and extranets.

Acadh: sewe, sgMc 3R TRgMce afga sAfaefad
AR duR & oo srgwv==r 3R WSl

* |t's the result of the digitization
of media content and the
popularity of the internet.

- g HifZar @de & fEfTedtson
3R geAe Y Arpftaar &1 afRomy 21

Data: Digital information processed or stored
by computers, crucial for decision making
and operations.

22T: FgER gRT MR A a1 w6t 7 Bfoed s

People: Users and IT professionals who interact
with the ICT system and utilize it to achieve

their goals.
FANT: AEAE fAwew @ S are IuAnTEsdl AR AES * Media convergence has changed
AT | industries, services, and work

Processes: Procedures and rules that govern
the use and management of | T resources to
ensure effective and efficient operations.

wterand: 3mSdiE SareET 96 I9anT 3R a5 6 fFas 2w
ufshard |

practices, and has also led to
new forms of content.

- Hifgan sw=aota A Iaem, Jarait 3tk
Storage: Technologies and media used to save Syl @ a5 faar g AR
data and information, such as hard drives,

SSDs, cloud storage solutions, and databases. :l?; UhH & gt & 5 fear g1
o 2T 3 s @f YR @m f g JF gre grea,
SSD, FAT3E TIva 31X 2era=|

SECUFit}F: Measures and protocols put in place z =
S e Le L T &2 JRF Media Academy by Rohit
HqIair: 32, Acad R ffew ot amfaga ads, gea=

g1 g9 O I9T 95 391 31 UIersier |
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Fordism
BrEare

® Fordism is a term derived from the mass production methods
pioneered by Henry Ford in the early 20th century.

HIEarg U 97 ¢ ot URfHe 20t adt # 88 B gr1 o= & 718
o191 3caTe fafe=t & fom sram 21
® |It's characterized by large-scale mechanized manufacturing

technology and a socio-economic system that relies on
mass production and mass consumption.

9 92 du W IHAiga fafantor aeie il v wmfeis- snfefe ot
arT gfkife fasar Sirar g Sit ST Icare 3R S ITHET IR AR et 2 :

Postfordism_3w-wiéare

ECONOMIC MODEL | snféfe Aiser

" >
mass production | S+ 3dIgA , NI' individualised products | =afta 3a@mg
strong hierarchy | ®3R 9gI®Hd .—{l*. complex hierarchical networks | Siféd UgIsHa Acad
unskilled workers | Aea-$He SfHD @ knowledge-intensive production | SH-3menRa IEA
( - SOCIAL MODEL | |m™ifSi® Atser ” SOCIAL MODEL | HmIfSIe Afsel

@

N mass consumption | 9 ITHRT :A*.‘ polarisation of incomes | 3T &7 gfdiwvor
regulated labor | fAafSa/Fafaa sm “.'ll atypical employment | 3EHT ISR
traditional family / gender roles A\ llonk Dol
uRaf¥s aRar / dfte syfiend )  smaller households | TRar
affordable individual mobility E -

& Sof : mobility less affordable | sTfaeficiar &8 gau

-




Fordism (®iE#)

Fordism (®wigiem)

/"= ECONOMIC MODEL /" 7= ECONOMIC MODEL
e Fordism is a term derived from the mass production & S (o sitew) S (anfifs sfsw)
methods pioneered by Henry Ford in the early 20th g mass production (92 A4 U IeU1EA) . individualised products (fsTa 3e1%)

century.

whEwH oreg 204} Gt i ywana 9 g8 o grT F i 1
g2 9HH UR I i fafdat | foar mar g1

strong hierarchy (F<1gd TI{#H) complex hierarchical networks
(afew ueT=e Aead)

unskilled workers (g sifi)
knowledge-intensive production
(FITH-1TgH IUTEA)

It's characterized by large-scale mechanized

SOCIAL MODEL
manufacturing technology and a socio-economic (armfores Aize) ® s. {SGEIAL MODEL
system that relies on mass production and mass consumption (W& 49T e Ik .‘.“ Qo siee)

polarisation of incomes

regulated labor (Frafiia sm) (31 =T eeftenzon)

traditional family / gender roles atypical employment (STORURNTS AHTR)

(arufes aftar / fofr yifaed) smaller households (812 afamr)

affordable individual mobility "
(awht safermar nfafemn) mobility less affordable

(nferefteran &= gew)

D)

consumption.

gg a2 da= &l giffe I as-te 3R g amEifois-
antfefer vorreft grT fAdfe @ ot a2 G o IauTes ok
78 = uR Iguht o= AR & )

S
. iér' -’.l
(Y 4

» Privatization of the internet, new

I
|
|
|
|
|
I
I
I
| : > A
interactive communication, . involves interacting with
I
|
I
I
|
I
|
I

. * Digital technology is » Various devices provide * New technology enables » Mass-self communication
software development,ﬁancvl | expanding in developing internet access.
advanced telecommunication | countries. : unlike traditional mass media. many individuals without
systems contribute to | fafe= Ig=or deve _ traditional mass media.
globalization. | f2fSies wlenfh Reraii=a vadd HeE & & % doh-Ich ORI TR &l \ .
gee &1 [Asfievurn, 7T |iveaas L e A AR = @ 2 Har| g9t 8, yRuRes "rg Hifgan H1E-3¢% 9 § gRuRe

,-:TQ' | mﬂlliﬂlﬁiaqlﬁml%ﬂi

fasra 3R 3=a e yonfeflaf | & faudta

| & 9Ty araa HEAr e g1

asftervor o ghgE &t 21
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Select the events associated with the development of computer

Arrange the following developments in the on the basis of factual position.

history of the internet and new media in
chronological order:

a) ARPANET
b) Floppy Disk

c) Internet Service Provider (ISP)

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

d) World Wide Web (WWW) with the help of using organic chip (1986 to till date).

Choose the most appropriate answer from the options given below:
e) Blog

Select the correct order:

a) b,c, e d,a
b) a,b,c,d,e
c) a,d, b, c, e
d) a,b,c,d,e

1. A, B and D only 2.B, A, Conly 3. A,CandE only 2 4. B, C, D only

In post-Fordist era describes social structure as-

1. The information society

0\ 2. The network society @

9_,

3. Technical society

» )

e
#
P

S

4. Liberal society

» JRF Media Academy by Rohit



According to Castells, three processes led | Fu¢ed & IUR, i ufesanaii 1

MANUEL

the emergence of this new social structure = 204} ¥t & 3wl & =9 72 gEnfor®s

CASTELLS

@ Manuel Castells is
a renowned Spanish

b sociologist recognized
for his trilogy of works | . .
titled "The Information i - /
Age: Economy, Society, | . %
and Culture."” (1 =3
&

) early 1970s, including the civil T et fomd AR

The Information Age: Economy, Society and Culture

€ SABIHAA TUSl: ShI-H!, HIATSc! Us Boa?

@ The Rise of the Network Society (1996)

g WS TP & Aeds Aarset (1996)

@ The Power of Identity (1997)
¢ UTay 3% 3gsifedt (1997)

® End of Millennium (1998)
Ue 3% Aa=ar (1998)

in the late 20th century: U1 $ 327 B 5

The restructuring of industrial |  3fRNfies srefcyawensii &1
economies to accommodate | H:p{aq aife ;gﬁ dNiR &
|

an open market approach Qﬁﬂﬁw Pl T S b |

The freednm—nrlf ed cultural 1960 & I 3N 1970 &
movements of the (ate 1960s and URft® auf & WaAd-dbied

rights movement, the feminist

movement and the environmental HIPR g, TRare! figa
movement 3R gfaRT i AmfHe |

The revolutiop in_ information Gl 3N R geffea
and communication ot

technologies

The Information Age: Economy, Society and Culture is
a trilogy of books by sociologist Manuel Castells

§ SABIHLE USi: ShIHI, HIHTSl U PHoay
HHTSTIRATE A3 HHco Bl diF GIdi bl AT g1

The Rise of the Network Society (1996)
P <SS AP G Acas drarsct (1996)
The Power of Identity (1997)
Yy < U 3 rgefied! (1997)
End of Millennium (1998)
Us 301w fAaf=am (1998)




up of networks that are powered

e O JRF Media Academy
he network society is a socie e s
e ) NETWORK SOCIETY 7. @5 tedetoer,

; o g These networks are made up of
by information and o ' e | e interconnected nodes, and have no
communication technologies _ * 7] G SRR | center. Castells argues that the
(ICTs). i, — R 1] = network society is more than just

technology, and that cultural,
“cad HIETSel U UHI HHIST & economic, and political factors
forad ISl S3eAT Aeadd A also play arole.
&t 2t 8, S e sl HeER 3 Feads 3w # 3 Agw AT Aa &,
mzﬂﬁﬁgu’f(lmsjamm’aﬁa gl bl

&1 Pl & 6 Jeas SraEd Had
gl 81 skt € 781, afes wivplas,

A4 G IGEA
N < NETWORK

SOCIETY

® Networks in a Network Society include
social media, global supply chains,
telecommunication, financial systems,
academic collaborations, and
cultural exchange platforms.

@ Networks have the ability to
extend beyond national and
cultural boundaries, blurring
clear distinctions.

Tead HraEd # Jeadd afae §: L/ Jeadd Iy AR wivgfas Hanei
Heret Hifsan, A woems 99, Seliegfde, A IR 571 Y g @ €, o
fer<frar sronfera, srerefies weam, iR e Ve geret 8 9 &
HiTpld FETH-WaH TIeHIH |
.
{ INDUSTRIAL SOCIETY N A N _— \
N L ifyi ® The presence of ) .
o - po L, *7AL ‘ ® They are linked with :E::;?;:i::fer | hurizintal ('l Social change can o
: ) \ TR multiple other within networks i it . B mppen'm“m |
networks. @ can be challenging. i networks can -
] impede the
SIL E I e O Feadd & i i * enforcement of
— _ it aasdzd o *
e Hierarchical structure o Aftag dwa ® Networked structure FeadiAT e 9E9H BT |
* Cumrakand sty b RUFCIRESAER SO N (@ et & e &1 |
® Limited communication o Hifta ¥R ® |pstant communication i &
& Mass production e T2 dm o IauEA # Customized services @ @ i
e Strong workplace boundaries * Wargd FrfeE @A || o Flexible and mobile work  » &FEten 3 damge S )

e




_ SPACEAND TIME = SPACE OF FLOWS  TIMELESS TIME
. 3idaf¥er 3T 99 YdTal T 3idfiel CAGIGIGE: L)

® The development of new technologies has ® Physical space is not the sole means of engaging in © Castells argue that the experience of time
brought about globalization, leading to a simultaneous interactions with other individuals. changes in network society.
significant shift in the human perception Wifdes 3idfier vear are+ e &t forasd grI 3= PR BT dch ¢ fob Aead aue & 999 &
EReegesnoRime. cafereall & Wl Ueh |1 W foha S Wb | 34 H 9SG 3Tl 21
i > A P! 5 faa g, ® In the industrial age, the clock was dominant as
S i IRl @ With the advent of digital communication, one can feel d
AE & 3icia IR F & i A . Ig . employers regulated employees' working hours.
HEF:ITEf SeoTd 3T 2| a sense of closeness through messaging, Skype, and ; _
similar platforms. e g o, a3t uga off i e
® Space, according to him, is now more about feforee TR & 3MTHA & T, [T, WhIsy 3R SHaRAl & Y € fFafd ad g
il rajcher thaniphysical reality. T Telethril & H1e | fAdbed BT Ggwr fobar S Hapel & | @ However, in the network society, Timeless Time
3b AR, 3idRer 31a Hifded ardfdebar S R SR e is gaining importance.
mSWWﬂW@H%i IS concept Is referred to by Lastells as m ﬁlﬁ?kmﬁ mmm
the "Space of Flows." . '
" : < " qﬂa-q.‘uf Efr ET % I
® Cities have emerged as locations where $H LRV Bl B A "HedTel Bl 3aRal” bel 2| o : _
| @.  physical closeness aids in organizing ® With Timeless Time, the importance of
5| human activities effectively. Ly dlmgi:mﬂ A st
! || Bl o R wE w7 § o i e 5
,' 5 8= A nfafafeat o gt & ° T@fag © People have to adapt to Flexi-Time, transitioning

between various time frameworks to manage QW

conflicting time demands.

I oY UeleRdl-eTgH 3 3ot BT Usd €, & A
#uﬂmwa%ﬁﬁaﬁnﬁﬁmmﬁ%ﬁﬂ
fafi= w9 gl & offer HepHoT BT USaT 2| L v 6

v 0 N

- = & " a '] 'L
o - ']
T ) vl
-_"..“ Fadbn En -
i - '
l- . . - - -




Name the author of the book, 'Rise of
Network Society' from the following :

fA=fafea # | 'ase 3iie Jead auEd gwe & das

(A) Rupert Murdoch (B) Steve Jobs
F9¢ i wa Sireq

(C) Manuel Castells 6 (D) Bill Gates
AU Hed ) faa g

Manuel Castelles belongs to a school of
Aqua deeod FAmfafEa fa faaryrr @ H&6fda g2

(A) Semiotics
Afaafeaw

(B) Development media
Saciade Hifgan

(C) Positivism
geaerare (uifafeeass)

=
o
o
>
!
>
=
O
T
S
3
<
e
O
0
>
L
o
=
A

Critical Theory
TS Agid

Three essential characteristics of the Information Society are:

a1 AT &I 19 3marass fativan g:

/J' (a) Increased supply of information - Choose the correct option:
ol T Y g F 3y -

(b) Information poverty in society

T & e A Y / CSEREEEE (1) (2), (b) and (c)

(c) Growth of information consumption

g S A af W R (® (b), (@ and(e)
> (d) Information suppression in society * '_ =
AT aT $1 A . F [{C] (a), (c) and (e) O

E (e) Information application and effect |
A1 B guanT 3Ry (D) (a), (d) and (e)

Manuel Castells argues that social organization of global society is organized as

AU bl &l ddh g b aftye aarer & grnford e 59 UeR Tfed &

. Groups
e

. Communities
Lt AR

. Networks

. Societies
AT

<« Jiyoy Aq Awapedy eIpaA 4Hr




Pre-Industrial Age (Before 1700s)
ud-3fteifires o1 (1700 & ugel)

® Characterized by the use of oral traditions and manuscripts as
primary means of communication. Technology was limited to
hand-copied books and spoken word.
H& ¥4 A JifEes giuvisdi ik gigferfaai & 3udhT gRT SR &l
gfifera fosar 7am1 a-ie g | foredt geas! iR Jifes oreg ao Hifaaddt

Industrial Age (18th-20th Century)
sitenfires gor (184¥-204T 2rard)

® Marked by the advent of mechanical inventions like the steam engine,
printing press, which revolutionized the production and distribution
of printed material. This era saw the rise of newspapers and
magazines as mass media.

WY S99, HguT N9 it gifae @l & smm= & fRfga, o giga et &
IcaTEA 3R faavor A wifa @1 €Y1 58 g1 & ¥9aR g3l 3R ulGeraii &1 353 gam|

Electronic Age (1930s )
Soeif-ed T (1930 T S2P)

® Defined by the development of electronic technology, including
radio, television, and early computers. Media became more widely
accessible and began to influence public opinion and culture
extensively.
a1 afnfaa | Hifsar siferes =amae $a @ gery 8 mar iR sewa ek
HIpid Bl ATIH 9 & AT HIA 97
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New Media qm New Media is Comprised of =7 #ifsar 7 snfie &

e New media are communication technologies | .
; ; Websites | dadrsed
that enable or enhance interaction between @ |

users and between users and content. o

= i  War aFN® & o Iuaeatai & o Online video/audio streams | 3itAesA difsat/siifEar &
aig 3R SuaTTRatai der gl & fi" evaeE _

<l TWerH a1 Ferdl & | @ Email | 89«

e It refers to computational media that share
material online and through computers.
g HYSI & HILAH | AH{Acrs Graet &t JrE "
HA ATl e Hifsar Hi wefifa wvar g1 @ Online communities | 3iAdTET WA
* The term “media” is described as means of communication

for people which includes newspaper, radio, televisions,
and the internet.

e Online social platforms | 3T amIfoi® TewH

Online forums, blogs, Internet telephony,
Web advertisements, online education

‘i oreg B @ F forg TUR S weE w9 and muchmore.
afSfa e man & fore womeR v, A, Shfem AT BIRH, AT, §exAe e,
3k gewe wnfire & a4 fasiram, sitens foan ik aga oo

Dlgltallty fefoteferd

New media content is created, distributed, and consumed on digital devices,
such as computers, smartphones, and tablets. Digitality allows for the manipulation
and transformation of media content in ways that analog media cannot achieve.

=3 Wifgan & arht fEfSes suson, 3 Fuger, SdwH 3R daee w T8,
faaRa ik I ) st 81 FRfSefard fifear areh & 2w ik aRada i

afd &t & o avg @ g difzar ura 38 # a@anl
[ « Digital media is translated and stored as code. j

o f3fSee Hifs & P & Fu § sgafia ik udia fear smar 21

e Analog media is stored the same as it is.

'45,:* o QAT HifEar HI I w9 F H@uEta fear san @ S fas g 81
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Interactivity (se=ufaefad)

Interactivity can range from simple functions like clicking on a
hyperlink to more complex interactions such as participating in
an online game or modifying content within a video. This feature
fundamentally changes the user's role from a passive receiver of ﬁ
information to an active participant, potentially influencing the

content itself. _

gexofaefadt graror grurfas oR s F3 S 93 wrdf @ A6 s 39 & 9T
&7 ar Afzar & fiaz et ) dafda a3 D e sfee ¥ g g8 gdl 81

g gfaur Iugatser i ffasr &t saerd & Afesg urasat @ aftea afaunht & age &6 8,
it @vrfaa s & @d St & wafaa &t 21

New media is interactive, (=a1 #if2ar sexufadea @)

allowing users to engage, participate, and interact with media in ways

that traditional media does not allow. O o o
gg SUMTH AT i IRAReS HIfSaT gRT g T8l adtahl 9 HIf3AT & 91 24, S.4 .

AT 9 3R ge¥ae HeA Y EfA 2ar R e

AN

S

Customization (wAEsieF)

* New media technologies often provide options for personalization and
customization, allowing users to modify content and choose how they
experience media according to their preferences.

 This can include personalizing news feeds, selecting themes and layouts in
apps, or setting preferences for content recommendations on streaming
platforms.

o 4T HfZTT aNS TR Afmasor 3R HEeATS I & fAaea uarH &l 8,
S Suahrarat gt gEg & IgaR Al &t daifda & aad 8|
o U g iz &l =afraa =11, 0w # oy iR AS3Ie &1 994 &,
a1 i @ewid v el srgiarei & fAg uraf@eand @< s anfae 8 gwar 21
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Immersion (zasi)

Immersion in new media refers to the experience of
being deeply engaged or absorbed in a media environment.
This can be achieved through various technologies such
as virtual reality (VR), augmented reality (AR),
and rich multimedia content.

aq Hifear # gaeia o1 ored ¢ Hifear araravor # 1gs | geAn
a1 gt dE | dooid gl ST | 98 agere Raferd (VR),
sitmiee Raferdt (AR), iR wig wedHifEar amaft
St faferea aoiiel & Areaw @ ure faran o |aar 21

f"’l-- $

A LAY
Immersive technology
that creates or improves
an environment, either
by simulating the
physical world or
creating something new.

sHfdT de-te Sit frdt ararazor
&I ST AT dgdY S48, 918 98

wifaes gfear &1 srgewor & a
%o 41 fAuior HET Bl

-

.

Virtual re_ality (VR)

. agora Raferdt (VR)

Virtual reality (VR) adsrer Raferdt (VR)
Augmented reality (AR) sifriczs Rafedt (AR)

¥ 1 Mixed reality (MR) fiwes Raferdt (MR)

Extreme reality (XR) uawdiw Raferd (XR)

360 degree videos 360 f&it difeaw
S
| 360 degree images 360 fsiit sasiw

_

Augmented reality (AR)
sirmHes Raferdr (AR)
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Cost per mille (CPM)

B+ G mille (CPM)

Cost Per Thousand

CPM refers to the total ad spend for
every 1,000 impressions an ad receives.

CPM &I Adoid g &7 1,000 SH919 U3

Creative Commons
fopufea wim=

Creative Commons (CC) is an internationally
active non-profit organisation that provides free
licences for creators to use when making their
work available to the public. These licences help

the creator to give permission for others to use
the work in advance under certain conditions.

fopq 71¢ et fagmas @< A

e ; fésufeer &= (CC) U siawiea NR-arusT Twm § S T=ATsr]
\ "2 P 376 T Bt Al F9 A I S 9w s9Em F g

1000 ) ¢ { / S o FISHH UaTH &3dl &1 d A5 WATSR S $6 216l & agd
\ 5 e A gERl B Iuan H sgafa 273 7 #eg S E)
L

Emojis GIF Hashtag

5 e ‘ ’ Graphics Interchange Format 8 A

Emojis are small cartoonish - ; - ;h?‘:‘:gtggege?:{:; Li“;#:g#“rd

images that can be sent
along with text in social media
and private messages.

gHIo B2 S faa gia €
o= |rere #ifzar sk Ash
et F 2awe & Ory 99 S
hdar gl

Al Chatbot
Al Acdie

An Al chatbot is a program embedded in a
website or application that utilizes machine
learning (ML) and natural language
processing (NLP) to engage in human-like
dialogues.

Al Aedle s g & St Agase a1 e

¥ gz grar & 3fv &t wehs & (ML) s
urgfdias e wHEsTe1 (NLP) &1 394 &63d
Hi-ra St aradta S g1

GIFs serve as small-scale
animations and film clips.

GIFs B¢ THR &6 o=
IR fma s sad
HHBIA L

Avatar
Hddl¥

An avatar is a visual representation
or username that typically
symbolizes an individual on the
internet, commonly used in forums
and social networks.

Maar U g ufaffE=a o
AT BT & S AR UR §ee
e @fde @t gefar &, ot wwa 3w
Hiere Acasd # Iga ST 1

symbol (#). It's used within a post
on social media to help those who
may be interested in your topic to
be able to find it when they search
for a keyword or particular hashtag.

Bor27 U oreg A Hrad oy glar &

forers uga & s (#) g &

=& vhew Aif3at tee olué &t ag 3= siat
it ez ganT & A 3mad Aaw F =4 @
g afsdagdsaarar @I EE |

Bitmoji
Rrewish

A Bitmoji is an avatar or emoji that
users can create to look like them.
Bitmojis can then be added to your
personal or Snapchat keyboards so
you can send them to friends or use
them in place of profile pictures.
frernteht v araaw or gash g & @

g 3 dhn R & forg a=n wea £

T8 e gfer ar Snapchat Fatd & wigey

ghwal @t o1 weea € ar wieiger Reaw & g Iudl & aa &1




Boost == HTML wéioaue

- : : : ; HTML is a programming language for web pages. Think of HTML as
Boosting on social media means playlng g platfﬂrm to the brick-and-mortar of pages on the web. It provides content and

A
\ o amplify one of your posts for more reach. structure while CSS supplies style.

HTML 3= 951 & forg e winfHeT wmer 1 3@ 9 o 9 &
Q9T HIfSAT X e HIAT Adela AT GRS Bl gz sty T ) v W | ag S¥e i wraEe 341 & wafs

STET AT da Uga & folg UHiE AT | CSS TTee e HaT & |
CSS ! ! Being "listed" on X (Twitter) refers to when a user
Cascading Style Sheets (CSS) is a simple mechanism for adding curates a custom list of X users to more easily
style (e.g., fonts, colors, spacing) to Web documents. xeep Sate oiLheltwests.

o X (Twitter) o "listed" g9 T Haed § S14 &g o<

Cascading stYlE Sheets {CSS) aﬁ' mﬁﬁ ﬁ LHAEG {ﬁ_\a’ T, X q\rﬂ# #I =g o= T9aT %- s 395 aﬁw
FHorX, WfHIT) SIS HT TS T aHH1 ¢ | X IR & 9 @ G |
Lurker ==e= PPC didfi=h
A lurker online is a person who reads discussions on a message Pay per click is an online advertising model in which advertisers
board, newsgroup, social network, or other interactive system, display ads on various websites or search engines and pay
but rarely or never participates in the discussion. AD when a visitor clicks through.
TINHT ATeTsH dg <dfaw grar g ot et #aw 1€, =g=rgy, —_— N 9 g7 i1 o TaereA fAsae giew g Sad ffsg=emar
TI9TeT Acash 9T 3= seifaed fU&eH U< 9«14 df Ugdr &, k fafsr= aegr=el ar o< 9= ux v fRwmme ¢ oy =19 =12 fAfSex
aAfre I9d wmrag @ &9 Rear Aar 2 e F¥ar § 99 YA 3 2 |

Wordpress agiw Streaming fim

WordPress is an open-source content management

system (CMS). It's a popular tool for individuals without Refers to the act of watching video or listening to audio

any coding experience who want to build websites and blogs. content over the internet in real-time, without having
The software doesn’t cost anything to download it

WordPress Ts 399-9I $hee AAwrde Red (CMS) g | 98 fa= T &1 Aaoe € o W Rae-csa A i
FHIFST Srgwa aret ART & forg dawrse AR AT a1 &1 U artfEat Sede Im= ar g, fa=n 39 sreaers fag)

AHUT g1 8 | 98 Aivead: Repa g 81

» JRF Media Academy by Rohit




JRF Media Academy by Rohit

URL - Uniform Resource Locator
URL — et R eiidses

g gevae g7 fFdt fafere gare=
(RO) a= g9 & fag IggT
fasar ST areT 9ar 81 a8 S9drsal

[ https://www.

It is the address used to access a specific resource on the internet. | 3R 3=y 3ifge= g & fao .i.-
It's like the digital equivalent of a street address for websites and | f2fSea wie 029 & gu= gar &1 | Gﬁ
other content accessible online. !
SEO - Search Engine Optimization <t gorT siffeTESeT 7E T 2
SEO - T S99 Iiifeass= Fore w<f $5771 | a=aTSe W A
: N : ; ara fA:g[ees 2ftees &5t AT A1 TUTETT
Search engine optimization is the process of improving the ¥
volume or quality of unpaid traffic to a website from search engines. TR feam e & |

GPS - Global Positioning System
GPS — Talae gifsierf<n fawen

GPS stands for Global Positioning System, a space-based
radio-navigation system that provides accurate information on
position, velocity, and time.

GPS @1 31¢f metae gifsierfEr faww g,

g8 U IialRer-amenfRa = -afanes=
fawen ¢ o ferfa, ofa siv 9= &t
Tteh AN USH HIdaTl & |

Thread — A series of comments
Thread — fZoaforay &6t siaen

A series of comments or discussion posts on a post
or in a subreddit.

UGC - User Generated Content
UGC — g3} Si9cs hec

User-generated content is content — blogs, videos, photos,
quotes, etc. — consumers create. Marketers typically tap
into their audience online to collect this type of content to
support a campaign or initiative.

Vlogging — A video blog
Vlogging — iS4t sAnT
Vlogging or a vlog is a piece of content that employs video

to tell a story or report on information. Vlogs are common
on video-sharing networks like YouTube.

faseht g ar gefEe A & 1
feoaforay ar s=iail & s siaen
&I 9 FaT ATaT 2 |

oR-GIAeE hie a8 ATHAT & I —
i, difEar, wier, Siew anfe — S
IUNIHT W 991d & | "Hihed MH R
¥ faa= ar g8« & auefq & fauo
THT |EHl A 31 &+ fae 3rg=t
TS ST 1 IRt HId & |

AT 97 SfEAY =T a8 arEEl &
fSrad dif2ar =1 IganT =3 fat
HEHT AT ATHBNI I Sa1dl HATAT 8 |
= 3MHAEIR 9 YouTube S8

difEa - Aead gr g S19 & |




RSS Feed swwstawis Webinar afar

Real |y Simp]e Synd ication A webinar is an online seminar or presentation hosted by an

_ individual or a company. Most often, the host requires attendees
RSS feeds serve as a personal news ticker to fill out a form before granting them access to stream the audio
for users. If you subscribe to the RSS feed and slides. In marketing, webinars are held to educate audiences
of a website, you get automatic updates about a particular topic while opening up the floor for a
whenever new content is posted. This discussion to occur on social media using the webinar's
means you don’'t have to visit the website unique hashtag.

to check for new posts.

IRTETY Wig Iuantharal & fog safema
ga=R fwe &t aig =9 St 1 afe ang
dgaTze & IRTHUH WIS Hi gewar o €, af

afde R u& aifemg AR a1 wgf & it fedt =afes ar ot
GRT ATGIfSrd &Y AT | AR W), AifSal R g a6 Ugd
A ¥ uget ufawifiat &t e wid s ghar 1 s |, ot

s oft 7 gl e Bt 2, sruet wEnfeE ooy fawg & an & gefel =t fofee =@ & fog afesr smafea
srq2e e 81 sehT Hawe ¢ f& g e 3= fobg o #, @ wreif @ g MR w AR F g dud
&F fore arrgenY AadTse W oA & STEId A8l 2l T IYANT ¥k AT FGTT STl B
Q Marketplace - Facebook ‘3 Lists - Twitter e Boomerang - Instagram 0 RSS - WordPress
Hichewd - g foreew - fRgax® AT - TR ARTHTY - g8y

MARKETPLACE Facebook Marketplace Lists on Twitter allow Boomerang is a WordPress allows the

is a platform within the o users to organize m feature on Instagram use of Really Simple
Facebook app for buying : accounts they follow P . that creates short, Syndication (RSS)
f and selling items locally. V) !: ’ into specific groups for " looping videos. feeds to automatically
easier content tracking. g share content updates.
e AlHewd, By 00 & feaer W foregw sTatTeRaist S 37 FHHT LT HT TS Hre 8 T areaa & Rive RiRdem
siex uah wewnd @ wigt ey e I hIell fohY S ATt SreprSed i S B8, FfiT (SR-aR =R (TRTETH) HISH T IJTANT T
TR W aEqU @iy 3t a9 g § fafre wgl 3 =attya w3 3 753 areft) difda w1 araft 319e @Y Tenford w9 @
&l g, difeh hec ¢ HEAT ST Bl QTS A bt giawr ar g1
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OTT Over The Top Media Services .

OTT Media Services, also known as streaming platforms, | OTT wifsar Aarg, 58 TfET wewid Wt &1 ST &,
deliver media content directly to viewers via the Internet, gci-c & ATeaH A gl ad WY HifEar dce yedrd! &,
bypassing traditional cable, broadcast, and satellite URURe had, dishre 3R Aedrse eidl WewiH ol

television platforms. | STI9TH Bd g9 |

It is associated with subscription-based video-on-demand qg RAfehweA-ena dAifea-3i=-f2ais Jasn 34
services like Netflix and Amazon Prime Video, OTT services | Netflix 3ik Amazon Prime Video & 5j&! &, il dce
offer access to a wide range of films and television shows by | 319 & 3ifelesR e w3ah fopewt 37 & 9t &1 v
acquiring rights from content owners. farega s a® Ugd UeH &t ¢ |

They also produce original content | A 3 @ewi & fag
for their platforms. | 3RS dce il Wisgy Fdl § |

In addition to SVoD services, OTT platforms offer “skinny” SVoD A413if & 31emdl, OTT WewiH st ealfas=
television packages that include live streams of specialized Fbo1 oft wer Ha & o Aty e & aza &
linear channel?. While these services resen:lble traditional STt 21 &1 st @ TaTe i A a1 S
cable or satellite TV, the content is transmitted over the a6 ¥ AfsT bz @9 e
public Internet instead of a closed network using ™ el €, ) " o
Acad b I Ufeetes Sedde W oiafAe frar SraT & 1

specialized equipment.

Viewers access OTT services through various means, gefes OTT Aa13T &1 Yoy fafi=1 #reawi 4 &34 &,

websites on computeraen, rtobike werinrnas cn devices like S e W d99Tse, WK 3R 2adie W HlaEd
smartphones and tablets, digital media players, Smart TVs, v, fetferet dfifsan wad, = Tvs 3R fdr

and streaming devices such as Amazon Fire TV and Roku. féareg S Amazon Fire TV 3R Roku’l

Q@880 a




P’ﬁ OTT Vs Traditional TV [HE

e |n critical media studies, the shift from traditional o forfemar difear = A, urufis eeiifas= @

television to OTT platforms represents OTT wiewiH &l 3R gearg Hifgar uikiefadt
a profound transformation in media ecology. L o o ues e uRads gurtar 21
5 Etfhﬂll“lg Ii'u‘I.cLuhan s "The medium |? the message, o TToTer HererET & "HTeIE @ v & we @ e
this transition underscores changes in content | gu, Tg dewwur annht Ui, AR e s o y
consumption, cultural production, and technological | g sia:firar § agema # f@itea F@T 2, ok Y/ |
interaction, highlighting the nuanced dynamics feforee arferaor o gvies wwfthetor 6t geu nfavfieransit o
of digital convergence and audience empowerment. HI IATR HLT 2|
7 & | e OTT platforms, through their technological capabilities o OTT Wrewid, arq=it qeiteht armarail & wrean @ 98

are redefining how audiences engage with media, gadfiaTfea e @ § o avie &9 difear & ara g 8,

'-., emphasizing individual choice and control over content sfehTTa Ia= 3R Al aur qEw & gwg w1 e

and viewing times, in contrast to the collective viewing | &I uRufis it & anjfes @ & FEHA|l & fauda

schedules of traditional TV. - wnfiear 3 E

-_:E}fsamp-r-
hotstar




VOD =i VOD i i v

® VOD stands for video on demand and Within VOD, there are three
refers to video content you can watch SubQI'DUPE: SVOD, AVOD, and TVOD HETFLIX u vﬂll-lluhﬂ
whenever you want with the pushof @ | o

button. VOD can be streaming content, VOD & ¥iaw, a9 Iq49HE 8 SVOD services like Netflix, Ad-supported video on demand

DVRs, or even the content you watch HBO Max, and Disney+ offer (AVOD) refers to services that Transactional video on demand
on an airplane SVOD, AVOD, 3R TVOD ad-free content for a monthly allow you to watch free content (TVOD) is a video service where
fee, with some platforms with ads. YouTube and Tubi are customers pay for each VOD

.............................................................................................................................

®» VOD T Adaa video on demand g 37T ag 39 difE=n
TATHT & GHd & | VOD e wraft, DVRs ar a@i
a% o gard sterer § 2= S arelt |l oft 8 gt 21

starting to introduce players in the AVOD space. content piece they access.
ad-supported tiers.
5\;05133-@@,1} Netﬂm Ad-supported video on demand
HBO Max 317 Disney+ arfires (AVOD) 31 danadi =t gafifa s Transactional video on demand
sy w7 Faramee e wm g # it amue! fasmo= & @ fryes | (TVOD) wes fifEa Jar § sigi wes
wdt §, ot 3o wrewi araft d= @6t srgafa 3 &) . weds VOD ®Ee dra ¥ for e

Rreras-wafifa far i YouTube a1 Tubi AVOD w9 % Fa R I wRw s ¥
e et &

YEFTWEE
4

-

5 . [ . .
Zipping fifgm Zapping sifd - | C
PPINg s PPIng | Skipping ads PPC i
o 2 = Zappi fers to changing TV . -
through commercials when » Advertisers are concerned about how . . Pay-per-view (PPV) is a television
watching recorded shows. these behaviours may impact advertising | w* H‘EWE; ia::‘ﬁ'p;he_: andte : or webcast service that allows
effectiveness, but the actual effects are || ?::5 uﬁ:a" E:mzs;} cl?:I::ngn ' viewers to pay for individual
still unclear. k i, oo g A events to be broadcast privately.
el T asaio e o o OGRS M s S e Lo, ] : .
ﬁﬂﬁ“ T WA ﬁﬁ ) ) "Ekip ad” Efter a wa seconds ﬂf PPV 15 a "H"ldE‘u' monetization
: e ﬁ:;;l‘:ﬁ o St w1 waerw oot & aee & fog St deer agen ) the ad playing. model that lets viewers pay only
i : o fasmosamET 39 sraErl & Rare wwaeitear o for the content they want to watch.
% mﬁm%l o qg Habdl %h ﬁﬁj—‘_{ a—lﬁﬁﬁ a1 a;ﬁﬂ jﬁ mqﬁ%l e I o i oo e o e e e i B e e e e o e e e o e e e B e e e e e
‘ o =vis o w5t R wek sl Pay-perl-vTew (PPV) QEE St = A dar
| There are other ways to avoid commercials while videotaping, such as: a7 wnrht o o = #1197 s Sit Zeiewi B =afdas gdew & fo yram s
"'F , ; : g foreft w9 & warfva @ &t argafa 30 £
%N a®; SifsTefdn wa aug fasmo=t O o= & 3r=g i ot §, o 92 fasia= @ 219 % PB FPs ar= “skip ad et e § e
= v - ferar foiws v ot e faan smam 21 R
= Faw Tt Fde & forg e e Fa & i & A ansd )
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Refers to the act of watching video or listening to
audio content over the internet in real-time,

without having to download it

HIHT A a1 ge3e R aar-ezq A dNfar ar sifzar
iRl @R a1 g+ &6 fhar | g, a1 39 ssa«Els g

Transactional video on demand (TVOD) is a video service where customers
pay for each VOD content piece they access. Simply put, viewers are charged
separately for every TV show or movie they choose to watch. TVOD examples
include buying video content from platforms like Amazon Prime Video and
the Google Play store, or renting VODs through cable providers.

gicteree dif2at st @ais (TVOD) ves difzar Ot g S8l aes uds VoD &ee & Py &a &
fore ¥ v E &3 &1 5 o) #, it /€ A g TV ot = it 3w & e are 9 e o smar 2
TVOD & 3I=1e3vil # Amazon Prime Video 3R Google Play Store 31 wewid & fifay e wdier,
T Fa« verasit & Aregw @ VODs fasae gz = enfaer 21

_ COd" |
cutters |

" Cord-
shayers

They are people who cancel their traditional cable subscriptions in favor of
streaming services. This group continues to gain ground against traditional
cable subscriptions

HiS-Hed d @NT & it FfHT Aarsit & gar # g gRalles dae gsafher
I T€ BT 2d & | g T TRURS Fad GeAah e & Hhiaa oRTaR dd 91 BT gl

® Cord-shavers are people who downgrade — but don’t completely cancel —
their cable subscriptions in favor of streaming services.

o @i glaet A ST E ot <A arai 3 uar A sraed drarer weafivar
&) HH B & — oAb G aE A & T B |

Cord-
nevers
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® Cord-nevers are people who have never signed up for cable.

® wHi=-AaH A &I g A=A it Faa & e g9 3rg 38 Far 21




The performance-based What is the process of gaining higher
advertising is specific to visibility in an organic way?

1. Print 1. MMP (Multi Media Processing)

2. Online e 2. MSG (Multi-Segment Gaining)

3. Radio 3. SEO (Search Engine Optimization)

4. Television —_ - 4. CEO (Central Efficiency Optimization)

Q. A series of recorded audio episodes Q. Personal, real-time and customised
to which the audience can subscribe is known as: online media with a 3-D mode are called
(A) Vodcast (A) Multi-media

(B) Podcast Il (B) Digital media

(C) Sound forge Il“ :!: (C) Online media

(D) Voice-over Internet protocol (D) Immersive media

Q. Analog media is the term used for:
(A) Folk media

(B) Social media
(C) Non-digitised media
(D) Non-broadcast media
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Avoiding Commercials while videotaping 9 Which of the following terms is NOT

by USiI‘Ig the pause button, known as (pecember 2023) related to OTT p[atform?

i Zipping A. Streaming OTT PLATFORM 1. B, Cand D only

2. Zapping o TR ' > 2. A, Band D only

3. Zimes s Pay Per View MOVIES -_:_S.Eme_—— T 3 B, DA Dl"ll)'
D. Equalizer oTT [TV LIVE

4. Admonition . - i L L
E. Decibel

9 Emoji is: 4 o What is the process of gaining higher
visibility in an organic way?
1. Big Images on the Digital platform e ey &

1. MMP (Multi Media Processing)

2. Little images used in digital platform 6
L A

3. Text and images used in digital platform —

2. MSG (Multi-Segment Gaining) 20 q
3. SEO (Search Engine Optimization) / P
1 T @“‘ |

4. None of the above 4. CEO (Central Efficiency Optimization)
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tst1 ] List2 [V

u Market Place

Boomrang
DY rss

Print media
Online media
Audio media

Video media

OO0 n Instagram @

0—O WA Twitter L 4

A3, B2, C1, D4

: A4, B1, C2, D3
O |

O==0 B Facebook

O0=0 n Word Press @ L 5 A2, B1, C4,D3

Q. An example of immersive media is:

360° photography

EPGs

CRT

FM broadcasting

@
=
2
i J




