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MIEM and Museum-reservation of A.A. Block in Shakhmatovo are working on creation of poet's electronic museum for providing the possibility of acquaintance with the heritage of famous countryman in the Internet.

All the work is executed by initiative and abilities of employees and students of the lectern "Engineer and Machine Graphics" of MIEM, where specialists of specialty "Design" and specialization "Computer design and commercial" are prepared.

Employees of the museum had shared with creators literary and stocks materials, which make available the work with the project in possible fullness.

From the side of museum-reservation, principal Misochnik S.M., main keeper Safianova N.V. and not big but friendly museum group take part in the work.

In MIEM it is Verhovskiy A.V. who manages the project, Tobotras V.B. makes a photo survey, Danilchenko O.V. controls art design of the site, Web-technological part is under control of Ahromov Yar.V.

Main work is being released by students-designers Vinogradov A.A., Musin M.R., Ruzhitskaya V.A., Kharevskaya I.A., Chuprina A.U.; Sidorov B.F. is in the head of student group.

Construction of existing multimedia projects is factually based on using this or that informational technology. The classical choice not song long ago was HTML, which offers using a couple of elements (tags) for constructing of browser-application. However this kind of technology had reached the limit of possibility of its using rather fast.

One of the main reasons of this is a static location and behavior of the objects on the page. Also this technology provided essential hardships because loading graphic images and other multimedia elements was far out of range. The solution of appeared problems might be the using of one unchangeable image on the page and changing by need only text and contents.

Second, by creating multimedia projects creators often try to make additional properties of static HTML by using special applications. With this purpose plug-ins, as they are called, were released by Netscape Company and ActiveX controls by Microsoft Company. These applications have allowed to increase essentially the capabilities of interactivity and animation of the pages. Then appeared Java-applets, which made working with page more interesting. However using listed kinds of objects is limited.

To work with page user first must install demanded extensions, controls or applications. You need also to find and run specific plug-in, it takes a lot of time and often causes irritation in users. Appearing of Java-script provided higher level of interactivity, but the contents of the pages still stood (till the appearing of DHTML) static and unchangeable.

So, construction of multimedia project using DHTML favorably differs it from all the listed technologies. Dynamic HTML is not just a technology restricting creators with frames, which are necessary for solving specific tags, for example, for dynamic change or moving elements of the page or for control of styles. This language includes all such technologies but doesn’t restrict with them. More that, in order to help the creators to come to agreement of common standards of page creating, every methodology has its own standards of organization. 

Making the analysis of existing multimedia projects, built on DHTML, it’s worse mentioning, that creators try to increase more capabilities of interactivity by using Flash-technology or VRML. These technologies nowadays are the most perspective but on the way of their using stay the problems of compatibility of browser and supporting special extensions.

One of the sections of the museum site of electronic museum in Shakhmatovo allows making a virtual excursion through the homestead, where not long ago restoration period ended. From The Beketov’s House (poet’s grandmother and grandfather) scaffoldings were taken away. Museum in august 2001 had its first visitors and was reborn to a new life. 
Interior of the homestead is created in the third-dimensional area with opportunity of zooming specific exhibits of the exposition, which are realized in a suitable for electronic excursionists form.

Technologies, using VRML and other such means allow totally changing of the process of perception of information, therefore reality reflects in a new fashion. How this capacity of VRML will be used in the future is one of the hottest topics of nowadays discussions around the constructing of multimedia projects. By allowing of using interactive vitality in three dimensions, VRML admires by its technological potential.

The Flash technology is basically a good alternative of construction of presentations, realized in “big” (by size) videos (movie/avid) and animation (gif) elements. Besides, Flash technology constructs and combines created elements in a one whole project, making presence of DHTML-means not mandatory.

Nowadays there are a lot of multimedia projects, which use capabilities of Macromedia Director, Macromedia Flash, Macromedia Dream weaver, Macromedia Fireworks. All listed tools allow to design multimedia projects, reaching by this way the highest effect of interactivity in the interplay of user and program.

This project represents information system on the basis of applying of high technologies of creating interactive applications (sites or independent presentations). Construction of the project implements on the basis of using DHTML languages (Dynamic Hyper-Text Markup Language), VRML (Virtual Reality Modeling Language) and Macromedia Flash Technology.

The main feature of the present project is the using of panoramic and third-dimensional views as the attempt of creating the imitation of virtual reality – virtual tour through the homestead. Let’s list main technologies of projecting:

By creating panoramic images, as the rule, two basic approaches are used: creating on the basis of QuickTime VR (Virtual Reality) Technology, creating on the basis of Flash (Flash 5) Technology.

Let’s consider the first technology – QuickTime VR from The Apple Company. This technology allows construction of panoramic views in a few phases:

1. The photo survey of the area (homestead) is being made. In this case angle and rotation (90-120 degrees) of the camera are taken into consideration.

2. Photos are optimized by the size and standard.

3. Photos are being connected in such way, that each of them continues the last one. In this case there is a careful processing of every picture with the purpose of connecting it with the next one.

4. The points of panoramic transition are placed; this allows user to move through the panorama.

5. All the scenes of the “virtual world” are being planned, it may consist of a few scenes.

6. Baselined work is being exported to a file with *.mov extension.

It is worth mentioning that QuickTime module from recent time became a compound of Netscape Navigator package (from the third version). However the possibility of viewing the contents of QuickTime VR files may be available only at installing a special program (plug-in), which must be downloaded by user from the site of Apple Company.

Using of this technology for the site is a little bit inconvenient, because, at first, the size of the final *.mov file with panoramic views, constructed of the photos in rather medium quality, may be rather big even by taking into consideration superfast lines; second, by and large, we have to overlap QuickTime VR Technology with such technologies as Flash or DHTML; third, we obligate the user to installing a special plug-in for supporting of QuickTime VR; at last, fourth, the purpose of the work is in creating interbrowser cross of platform application, and possibly we will have to create some separate versions of the projects for different browsers or Operating Systems, what essentially increases the total size of the project.

Let’s consider another technology. The using of this technology at the beginning also supposes survey of the area with a help of the method mentioned above, and then editing of images with the purpose of creation of the prototype of future panoramic pictures. However further on, the phases of connecting images and location of points of scrolling is made in Flash, together with the other elements of the projects (interface, presentation, galleries, archives). The publication of such work is in the Net automatically means using of the project as in Netscape Navigator so and Microsoft Explorer.

The last versions of these browsers, as a rule, already contain special Flash plug-in. However if the user is away it is automatically redirected to the home site of Macromedia Company in order to get such plug-in by the Internet (the size of plug-in is 200 Kb). The using of Flash technology is considered by project creators more attractive and effective unlike QuickTime technology.

We learn the experience of Hermitage site and other electronic museums. For example, presentation of interiors of Hermitage is made with the help of Hotmedia technology, that is the visitor glances from any point.

Keeping in mind advantages and disadvantages of VRML and QuickTime technologies, it is supposed to use Flash technology with the use of the third-dimensional objects on the basis of Action Script language in the project of Shakhmatovo Museum.

The process of creating the third-dimensional object can be reduced to exporting objects from 3D Studio Max and then to importing into Flash, with the help of plug-in Vecta 3D, Ideaworks Company. In fact if the graphics is optimized successfully the total size of all the scenes of virtual world with the help of Macromedia Flash can be reduced to the acceptable to the Net view.

So, the user will get the opportunity to move inside the virtual homestead, at the same time getting additional information as in a text view so as in a sound, without installation and setting up special plug-ins and also not noticing the transition from one technology to another.

In a case of partial or full disparity of specification of used technologies in a one whole project the last fact becomes the most appreciable. In this case using of Flash technology seems the most effective, because only Flash allows to create as the whole presentation so as separate panoramic images, or 3D pictures in case of using the only sphere of creation.

The interior exhibits of homestead will be connected by text comments which describe the history of their appearance in the exposition. In some comments the quotes from Block’s literary works will be used.

Stocks of museum, expositing features of the homestead will be presented by using animation effects, it won’t allow to tire an excursionist during his exploring of the materials.

A virtual excursion through the wing, situated next to the homestead will also be realized in the project. A.A.Block lived there with his wife; the virtual excursionist will certainly be interested in it.

Virtual routes through the picturesque places of Shakhmatovo, which inspire the poet on creating a lot of poetic work, will also be offered.

 There is Tarakanovo village situated in the neighborhoods of Shakhmatovo, here in the church Block married with D.I.Mendeleev’s daughter, who lived not far away in Boldovo village. Materials about the surroundings of Shakhmatovo also will be included in section of the site.

During creating the site database of stocks materials of museum will be created, which will facilitate the work with different documents. It was planned to furnish the site with comments in English.

Now exists the working version of first pages, its dynamic properties are provided by Flash-animation. The Structure of the site was processed rather carefully in order to provide friendliness of its interface and approach art design to the period of time, which coincides with the period of poet’s residing in Shakhmatovo. 
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