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The following is a sample excerpt from a study unit converted into the Adobe Acrobat format.
A sample online exam is available for this excerpt.

The sample text, which is from the Computer Graphic Artist program, explores the use of a
computer as an artistic tool.

Incredible opportunities exist for creative, enterprising computer artists. Today’s technology
enables just about any properly trained individual to create highly sophisticated images using
a personal computer. At the same time, the demand for trained computer artists has increased
dramatically. This program is designed to give you the training you’ll need to meet all the
challenges and opportunities available to today’s computer artist.

After reading through the following material, feel free to take the sample exam based on this
excerpt.
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Introduction to Computer Art

THE COMPUTER AS AN ARTISTIC MEDIUM

Artists throughout history have understood the power of images to
enhance or communicate ideas. Modern technological advances have
expanded the field of visual communication in astonishing ways. You
don’t have to look very far for proof of this expansion. It’s all around you
in the form of movies, magazine covers, catalogs, brochures, television
commercials, newspaper ads, books, posters—even the “junk mail” you
find in your mailbox (Figure 1). Chances are, many of these images were
either created or enhanced through the use of a computer.

Why Use a Computer?

Not very long ago, the ability to create richly illustrated materials required
expensive, highly specialized equipment and years of technical training.
Creating even simple animated sequences meant hours of planning and
labor, using literally hundreds of sheets of transparent plastic. Today’s
computer hardware and software make it possible to build images far
more quickly and efficiently than traditional methods. They also make it
easier to manipulate images and integrate them with text and other design
elements.

In addition, the growing appeal of multimedia and network communica-
tions has contributed to the development of a wide range of “paperless
documents,” which are intended primarily for on-screen viewing. Com-
puters not only offer a timesaving means to create and store images for
electronic media; in many instances, the very methods of creating and
editing paperless documents were designed by computers!

Finally, many people simply enjoy the ease and simplicity of creating
images on a computer. Instead of having to grope around for glue, paint,
or drawing pencils, all the tools you need are represented by small on-screen
pictures called icons. Using a full-featured graphic design program like
CorelDraw, you can choose an electric paint brush, pick a color, and start
designing right away. Depending on the capabilities of the computer and
the sophistication of the software, images generated by computers are
sometimes indistinguishable from art created in a more traditional fashion.

Because computers improve the speed and efficiency of many artistic
processes, they provide a cost-effective alternative to traditional methods.
Therefore, they make it possible for individuals and small businesses to
compete in the marketplace. With the aid of a sophisticated graphics soft-
ware package, a printer, and perhaps a few other hardware devices, vir-
tually any trained computer artist can create truly captivating designs.
Let’s take a look at some of the ways in which computers enhance the
creative process.
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video sequences. These sequences can be transferred directly from
computer to videocassette or CD-ROM, or transmitted at high speeds over
the Internet. One popular format is MPEG, which stands for Moving Pic-
tures Experts Group. MPEG is an internationally recognized standard for
compressing and encoding video that basically works by filtering out re-
petitive visual information. MPEG compression can compress video data
by almost 200 percent, and the format can support full-screen playback at
a realistic speed of 30 fps.

Two other common formats are Video for Windows—also known as Audio
Video Interleave, or AVI—and QuickTime. AVl files are designed to be played
in a Windows-operating environment. QuickTime animation, originally
developed by Apple Computing, can be played on both Macintosh and
Windows PCs. Both formats compress information much more tightly
than MPEG, so storing, reproducing, and transporting is quite simple.
Unfortunately, neither format currently supports full-screen playback,
and playback speed ranges between 12 and 24 fps.

Depending on the size of the finished file, animation sequences can be
recorded to a variety of computer media for easy storage, transfer, and
reproduction. For example, a high-density floppy can hold up to 1.4 mega-
bytes (MB) of data, which is suitable for storing small AVI or animated
GIF files. CD-ROMs, currently the preferred storage format for complex
multimedia projects, can store more than 600MB of data. Several other
options are also available.

Tape drives, available as either internal or external devices, are among the
most affordable and reliable options for storing extremely large files.
However, access can be somewhat slow. Cartridge drives are a relatively
inexpensive, handy alternative to tape. Available as either internal or
external devices, cartridge drives can store anywhere from 100 to 1000MB,
depending on the capacity of the drive. Both cartridges and external
devices are small enough to offer great portability. They make it easy to
shuttle data between your office and your client’s office. Unfortunately,
most cartridges are designed according to a proprietary format, which
means they’ll only work in drives made by the same manufacturer.

Magneto-optical (MO) drives combine the reliability of tape, the durability
of CD-ROMs, and the portability of cartridges. Like cartridge drives,
most MO drives are proprietary. However, since many design firms and
services bureaus are equipped with MO drives, you may want to con-
sider this option for storing and transporting files.

Whether you begin by using a photograph or an image drawn on the
computer screen, today’s hardware and software can help you express
yourself with startling effectiveness. In the next section, you'll have a
chance to explore some of the diverse opportunities available to com-
puter artists.
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