





QuickTime on the Internet

* QuickTime is a dominant Internet format

* Internet presents unique challenges
— Bandwidth, protocols, platforms
* QuickTime tames Internet media

— Rich set of low-data rate media types

— Seamless integration through
QuickTime plug-in
— User-friendly features
* FastStart, non-QuickTime formats

— Web-friendly features

* Tool compatibility, URL hotspots,
data rate alternates







QuickTime Streaming

* QuickTime plug-in solves many problems

— No firewall constraints, employs
standard protocols

* As Internet matures, more powerful options exist

— No download, across lossy networks, new
protocols, live broadcast

* What’s our value-add?
— Streaming beyond just video and sound
— Excellent compatibility
— Existing tools and techniques remain useful




Other QuickTime Platforms

* QuickTime already relevant beyond
Mac OS and Windows

— Silicon Graphics, Scitex
— Each platform has unique capabilities




Other QuickTime Platforms

* QuickTime already relevant beyond
Mac OS and Windows

— Silicon Graphics, Scitex

— Each platform has unique capabilities
Java integration

Complements platform-neutral
approach

Core to Rhapsody




QuickTime on Rhapsody

* How will Rhapsody benefit QuickTime?

— Excellent environment for tools
development

— Plus all the benefits of an
industrial-strength OS

* Why it’s interesting for QuickTime
customers
— New QuickTime features accessible sooner







QuickTime Interactive: Next
Generation Media Integration

* Standard for adding interactivity to
your media

* Enables authoring tools to work together
* Simplifies authoring process

* Standard player means developers don’t
have to create their own







Summary

* Well established standard
* Supports all major platforms
* State of the art media technology

* Services reach across all media
market segments

* Continuing to aggressively enhance
to address emerging technologies
and markets
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Other Sessions of Interest

* Interactive Media Track:
Thursday and Friday

* QuickTime Overview for Developers
— Thursday, 8:30 AM

* QuickDraw 3D Overview
— Thursday, 9:50 AM

* QuickTime VR Overview
— Friday, 12:10 PM

* Many additional break-out sessions
throughout both days







