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VSAT ( Very Small Aperture Terminal )

VSAT Teh BIel TAhegfadhard 3 A § St Acelrse & ATHA ¥ JFol-ersHA 3T
utd T & 3R gme AR B
VSAT T UHl dehelleh § Sl d9%q NaAle TRATS 3R qIeITeT & el W FeAT P laeHel Udss
TR &1 TP, TE aEdd H FA7 ¢ 3R I HH FH BT 872
VSAT faoaa 3R dufdae a@a & mU BEasd 0RaT -7 & 3R 388 @R caataion 3R
BATSHE P SUINT AMFAA § il Shided ollhegiAeheled 3N FeAC hellaemEel H JEYT & FY
Bellsal AT 1T &

VSAT .QEF m % Geostationary Satellite
o e W wE usde A

AT & ® H AT SA@r 3 . -“!-

TAA Pl HCABC A & ATCTA
¥ 3T 9o & e IR Roma
A & ©U Bollsd BRIT AT

Service Provider -

, | =
VSAT & “very small’ 2Teg M % satellite Hub %_ %; azzea)
7 ubscriber’s
Gn- VSAT [gQr qT Ua?rr a; -\q-lssr Eﬁr . Subscriber’s Router \SISAT Dish
W ZRT—”‘ %‘l Home/Office Network

AT JAIR W ATHT IR HIe AT N ol & 3R 577 N-Az8 FAaex aar & st dcase
09Il UTtd &dT &, 3R T& Block Upconverter (BUC) ST YEAT didll & MU BHIAA &l SIAMAT
PAT &1 TEAT STHT W SIMAT ST bl & IT 38 Td W IWT ST FhdT ¢l

VSAT & Us ol &l U dird ol HTaRFDhcl elchl & Sl Joiil & hegex R gl & &y el
TEAT & 9T 3P Al &1 SraT ARl J T Acose TEuiEy & [HIad Aeldr & a1 ured
AT &

Aeommge 3 F/AA HX A DI Aol § 3 T LT § S DEeH & [T Uh &g & § A
P AT &l JAD U8 ol Th TR Aeloh # ACArge & ATH § & TR & ST 31 &l
el

T U3 Yo & [T g & ATY HIYAPA B d [T, YD SHFRA Bl Ugdd & T/AT W
ST BT & St 38 dArse & ACIH ¥ g@ Us IR & VSAT # RerEmie oidm &1 VSAT 2a,
afsd, 3R NED sEvae o T war

3RIFAR VSAT TeT 30 5T § 48 39 dd & oid &l 3T ¥€ 3T d WX 56 Kbps ¥ 4 Mbps d&
gl &1
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VSAT & 3dHdR R & @M o & MU 3T BhIT AT &:-

Narrowband data:-

3Hd hiBe PIs, Ader AT radio-frequency identification (RFID) 3T, AT supervisory control 31X
data acquisition (SCADA) 3cT & i & giolaRlesT M &l

Broadband data:-

oIedTSl & T W HASE Sc¥elc Tedd Voice over Internet Protocol (VolP) a1 EAT &
UIaYT & [T Sisds 32T

VSAT [H¥CH ST AT UIAT dAcdsh hagiaiehdled & [T 75 s, siisds dearse Hagiadhard
UEd A B

VSAT #ABHT hech, Hog & Serel, dolse § =gl UItd &iel, SATed Wiesd, Haa AR
T Sy Ir P N TehAT & T e § Sel Bl Rale dihed W disds Selae daarre
&Y ITaRThT Bl &

VSAT 3usdh Ralc drsed 3R ahd & $Ad, I9 voad, NED O, armd 3aw 3msh
oIl AEGH AT 3T Bles NI & MU e MEW TCAIhAT & MU ST hagieiehlel
& Y FIde I BN Th ATAGR AT g

VSAT HTUH! 30 HIURT a$s TRAT dAcdd & AT $Hleg WA & §fcdic e f[Oeaa uag
B AT A F eI FATT R

VSAT & [HBe 3¢oRr-

VSAT Cdlse Pl &l SEIAT BIC UISdC Acde AT I3 Acdd UGl it i &THA &
PRUT Al 3R AR il & MU BFAT ST Hhdl &, foidd MU FAedlud VSAT TeaT
AT IMARIHAT Bl B

VSAT SIS & S[ET AT Ul SRR & YR W & Febell &| THDT AT ¢ IF TG
VSAT d¢dd 3idd: a6 ST I8l §, dl 31U dRTd UHTT &l A i & B0 SIc IO H HTaTH
SUPUT DT ] PXh Ehol[JEET P ATH 33T Febd &

VSAT HeeTsc Hagiaieheldd &1 30T A dlel [HBee TCllehled & UiSe-3h-8or HEeH 3R
TATH JIRTT A M & S aRRA Caardien IR cafddea setae wafdeme a1 a3
AT & [V SelAc THAH &l 3UIANT Il H T&TH &l

g R, Serd AifdeRer 3R Teaw, udieRele segedl, dew wareld, dH oh
TSI, PO TSl HR TG F STeleT HATeldd & T VSAT &1 30T BHAT STl B
Advantages of VSAT :-

ST SWIECaaR: VSAT SEiel &l o [FU 3T 3N Sl aliehl &, UeThd & HURAAng
faer &, 3 ufd e AR arPg FA ¥ 3R VSAT 9@ Wdgst & GEdT a0 T ULrener
P B IR & B
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AT Acdd HATdc: dedd Haolde T 3T © FOiEF VSAT Tholdd 3R o=frenm =t &1
g S HISCl BT US el &I ITaThdl ¢ AT Teh HisEl HSC Pl FACACGRA AT oiar @, al
ST TaaT ®T H IRAT ST obhaT & oif & 3 T & FHEaT B dF T T &l
Rpadl mEea &1 trad: VSAT Caldiol Udh EATAT JEhcdFa Ul didl & ford 0 Repay
dedd IATIT ST bl &l

35 alel: VSAT dAcdd HedlUd dAcdd &l oNId Pl &hd Pl & [T cAUdh JeSATse Halsl &l
STH SBIT &, S 3T Bty AT STeudAc Hegeld & EUd Bl

T e AN & IEHCFR HR HKP TRl [HECH & ACTH A Biolced SABIAAT Pl B
Shidedell AR SORACl TRAMIC T Bl

YRYRE: VSAT [HECH Bl FETT ¢ THN SHET & FiEh 3MAGR W & UiSde o Hcdh
?id ¥ 30 UBR & Ea=lelisl Virtual Private Network (VPN) & &0 # & &icl & S GBI
FFGfABAA P Fgrar et B

HPISTel BIFC: VSAT & MU FHod TAURUT Bl FE & FAEH Warsst dcat & [T ~geddd
3RS ol &1 U SHIT § FAiEh MEheaR Wassd & fadRed e e & Faer &
e T TART 3HIT-3709T TATA W Teh @ hee h HEHA &l T AT aar
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Evolution of autonomous driving technology

Autonomous driving is already a hot topic, although level 5 (fully autonomous) has not been
realized. Some Tesla cars can be switched to autopilot mode on the highway, but this is only possible up to
level 2 (driving support) or level 3 (operated by the driver in an emergency).

Technology  for understanding detailed road conditions by Al is evolving.  Start-
ups Prophase (France), Perceptive Automata (U.S.), and Humanising Autonomy (U.K.) stand out as leaders.
They will contribute towards achieving level 5 in 2020.

The idea of self-driving vehicles dates back much further than Google’s research in the present day. In fact,
the concept of an autonomous car dates back to Futurama, an exhibit at the 1939 New York World’s Fair.
General Motors created the exhibit to display its vision of what the world would look like in 20 years, and
this vision included an automated highway system that would guide self-driving cars. While a world filled
with robotic vehicles isn’t yet a reality, cars today do contain many autonomous features, such as assisted
parking and braking systems. Meanwhile, work on full-fledged autonomous vehicles continues, with the goal
of making driving a car safer and simpler in the coming decades.

History of Autonomous Cars

In GM’s 1939 exhibit, Norman Bel Geddes created the first self-driving car, which was an electric vehicle
guided by radio-controlled electromagnetic fields generated with magnetized metal spikes embedded in the
roadway. By 1958, General Motors had made this concept a reality. The cat’s front end was embedded with
sensors called pick-up coils that could detect the current flowing through a wire embedded in the road. The
current could be manipulated to tell the vehicle to move the steering wheel left or right.

In 1977, the Japanese improved upon this idea, using a camera system that relayed data to a computer to
process images of the road. However, this vehicle could only travel at speeds below 20 mph. Improvement
came from the Germans a decade later in the form of the VaMoRs, a vehicle outfitted with cameras that
could drive itself safely at 56 mph. As technology improved, so did self-driving vehicles’ ability to detect and
react to their environment.

Autonomous Cars Today

At present, many vehicles on the road are considered to be semi-autonomous due to safety features like
assisted parking and braking systems, and a few have the capability to drive, steer, brake, and park
themselves. Autonomous vehicle technology relies on GPS capabilities as well as advanced sensing systems

that can detect lane boundaries, signs and signals, and unexpected obstacles. While the technology isn’t yet
perfect, it’s expected to become more widespread as it improves, with some predicting that up to half of the
automobiles rolling off of assembly lines worldwide will be autonomous by 2025. Dozens of states already
have legislation on the books concerning the use of autonomous vehicles in preparation for when this
technology is commonplace.

Autonomous vehicles are expected to bring with them a few different benefits, but the most important one
is likely to be improved safety on the roads. The number of accidents caused by impaired driving is likely to
drop significantly, as cars can’t get drunk or high like human drivers can. Self-driving cars also don’t get
drowsy, and they don’t have to worry about being distracted by text messages or by passengers in the
vehicle. And a computer isn’t likely to get into an accident due to road rage. A 2015 National Highway
Traffic Safety Administration report found that 94 percent of traffic accidents happen because of human
error: By taking humans out of the equation, self-driving vehicles are expected to make the roads much
safer for all.


https://www.perceptiveautomata.com/
https://www.humanisingautonomy.com/
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E-BALL Technology

INTRODUCTION

The E-Ball concept PC is a sphere shaped computer which is the smallest design among all the laptops and
desktops. Soon E-BALL based computer will be the new pc to be used in the near future.

E-BALL

The E-ball technology for the future pc was proposed
by Apostol Tnokovski who is a product designer in Marcedonia
. The E-ball is the smallest pc that has ever been designed till
now. It is not going to be like a PDA but like a PC with fea-
tures of a conventional computer.

CONCEPT OF E-BALL

The E-BALL is a sphere shaped computer. Apostol Tnokovski decided to give sphere shape to the
pc because he considered the sphere to be the most attractive shape in the nature that gathers the attention
of all.

The body of E-BALL is made up of aluminium and
plastic parts. E-BALL is the smallest among all the PCs devel-
oped so far as it has 120x120mm motherboard and is 6 inch in
diameter. The EBALL pc has all the features and elements of

conventional computer like mouse, keyboard, displayetc.

History Of E-ball

* Designer Apostol Tnokovski has Replaced the good old PC from the shackles of the
monotonous squares and rectangular shape with his newly designed wonder in a spherical
shape.

* According to Apostol it is the best shape in nature and it draws everybody attention. It is the
smallest PC ever made.

* It is definitely small when it comes to the size but as they say all good things come in small
packages, this tiny round PC is no exception.

* Itis loaded with all features that you can only dream of to have in a regular PC. It comes
packed with a projected keyboard and display.
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Elements of E-BALL

Virtual keyboard Dual core processor 2GB RAM 350-500GB hard drive Integrated graphics and
sound card Speakers Wireless optical mouse LAN & WLAN card Modem Web cam LLCD projec tor Paper
holder The above mentioned elements as seen from the front, side, back view have been depicted in the
picture as shown on the next page.

Front view, side view and back view of the elements of E-BALL

STATUS CISFEAY

Here you can see the edements of the concept in stand by mode.

Working of E-BALL

The first thing before starting the E-BALL pc is  roweron ACTIVATING THE LASER KEYBOARD
to put it into standing position. For this press the two
buttons on the sides of E-BALL for 5 seconds and the
stands are automatically opened and adjusted so as to hold
the E-BALL PC in position.

After this the On/OFF button on the top of E-BALL
must be pressed to turn on the PC and the projector pops
up. After this the focus, direction etc can be adjusted s e oo e s s

[

using the navigation buttons.

Working of Display unit

When the stand has been opened and the system has been turned on, it becomes functional only when
the screen or the display unit is available The display unit is not physically present or attached on to the
E-BALL.

Rather, with the help of the projector popping up out of the E-BALL PC , the display unit can be
projected on to the wall which can work as screen.
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IF THERE IS NO WALL ?

The real problem arises if there is no wall to work as a screen. In case we are working in an open place
without any wall, then we can use a sheet of paper to work as screen for us.

The sheet holder is on the back of the E-BALL, and can be opened by pressing it on its lower part. As it
pops up, it gets divided into three parts like an umbrella and the sheet can be placed on it to work as screen.

Virtual laser Keyboard

The E-BALL PC has a laser keyboard which is concept keyboard which is visible only when the PC
is in working mode. The keyboard is not physical rather it is interpreted by lasers which come into play

when the respective button is pressed.

It recognizes your fingers with the help of your
Infrared sensors when you are typing at a particular place.
The Virtual Laser Keyboard (VKB) leverages the power of
laser and infrared technology and projects a full-size

keyboard onto any flat surface.

Optical Mouse

Also there is an optical mouse which is normally
attached to the body of the E-BALL. The mouse can be
detached from the body of the E-BALL by pressing the

mouse detaching button on the left hand side of the PC

body at the front (when the mouse is attached to the OPENINGTHESTANDS | | DEtAcine THE ofTIcAL MoUSE
m!«sm)m:hmmphudmmmd ;‘.mmmmwm.m
E-BALL).

The Software Interface

The software interface of the E-BALL PC is highly
stylized with icons that support all types of Windows
operating system. m“ﬁ;:iﬁm

Also, the icons can be easily remembered and are easy to use.

So the interface is very user friendly The various icons that

are available on the display screen on the left hand side are as
shown below in the picture.

10
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FEATURES OF E-BALL

* It contains wireless optical mouse and laser keyboard, and LCD projector.

* It has around 350-600GB of Hard Disk Drive.

* It contains 2GB RAM.

* It has two 50W speakers.

*  Checks lighting of room using sensors and adjusts the projection light intensity accordingly.

* It has LAN and WLAN card and a Web cam.

* Itis small in size so it is easy to carry.

* The keyboard is a virtual one not a physical keyboard and it is available only when the EBALL
pc is working mode

The display is also a holographic display and any wall or a sheet of paper can work as display

screen.

The E-BALL PC with all the features of a normal PC along with a whole new range of advanced
characteristics is ready to form a base for the design of computers in future especially the ones that will be
used at homes, offices and need to be carried from one place to another.

Scenarios for Use

* The first place for E-BALL to find an application is
while working in office

* Also it can be used for making video presentations

* Also watching movies can be a great use that can be
extracted out of the E-BALL in dayto-day life.

*  We can also listen music.

¢ Chatting on the Internet can be done very easily and is w
an important utility that can be derived from the Y \‘ —
E-BALL PC as it can help in conducting online confer- T BB e : :

—
CHATING ON THE NET

ences .

Advantages of E-BALL

* The E-BALL PC is small in size as it has spherical shape and hence this makes the PC portable
and easy to carry from one place to another.

* E-BALL PC has a large memory and thus can be used to store large amount of data.

* The PC does not require any special display and can use any plain wall or sheet as display screen.

* Also the working speed of the E-BALL PC is great.

* The E-BALL PC supports user defined keyboard layout.

11
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Disadvantages of E-BALL

* The PC that is E-BALL PC is designed to work with all kinds of Windows Operating systems. No
specifications for its working with other O.S. has yet been provided.

* Also since the E-BALL PC has virtual laser keyboard, holographic display detachable mouse, it has
high cost.

* Soitis affordable normally.

* If any problem occurs in the hardware of the system, then it is difficult to understand and be
recovered easily.

Conclusion

Today the technology is beyond what we could imagine before. Also now-a-days, the new
developments are not just the result of the necessity, rather invention and innovation are the new drivers in
the development of technology.

So constant updation is the key method to stay and survive in the emerging market of science and
technology. The new concept of E-BALL PC that has been proposed few years back but yet has not
practically implemented for use in any field. But still the E-BALL PC concept has provided the idea for
design of future PC.

Our imaginations have dressed into reality and with the new concept of E-BALL PC , it has become
possible to have PC in our pockets.

LET’s wait for the time to have the E -BALL PCs in our hands.

References

http:/ /www.google.co.in/#sclient=psyab&h1=en&site=&source=hp&q=EBALL 2.
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http:/ /www.google.com www.studymafia.org
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3D Internet

Introduction

3D Internet, also known as virtual worlds, is a powerful new way for you to reach consumers,
business customers, co-workers, partners, and students. It combines the immediacy of television, the
versatile content of the Web, and the relationship-building strengths of social networking sites like Face
book.

Yet unlike the passive experience of television, the 3D Internet is inherently interactive and engaging.
Virtual worlds provide immersive 3D experiences that replicate (and in some cases exceed) real life.

People who take part in virtual worlds stay online longer with a heightened level of interest. To take
advantage of that interest, diverse businesses and organizations have claimed an early stake in this
fast-growing market.

They include technology leaders such as IBM, Microsoft, and Cisco, companies such as BMW, Toyota,
Circuit City, Coca Cola, and Calvin Klein, and scores of universities, including Harvard, Stanford and Penn
State.

What is 3D Internet?

3D Internet is the next generation after the current 2d web.3D Internet consists of interconnected
services, presented as virtual worlds.
Imagine a set-up of interconnected virtual worlds inhabited by users who can visit and consume services
through "teleporting" from one world to another.

3D Internet will rely on the same basic technology and components as that of a traditional browser,
and it will interact with the same search engines and servers. Aside from the use of 3D computer graphics
and personalized avatars, the important difference lies in a much more social experience compared to the
two-dimensional Internet of today.

3D Internet is incredibly social. If you're reading a document, you can see other people reading the
same document. You connect organically with other people that share your interests and consume the same
services that you do.

3D Internet: Why?

One of the often heard arguments against the 3D Internet is in the form of the question“why do we
need it?” For most of its users the Internet is a familiar, comfortable medium where we communicate with

each other, get our news, shop, pay our bills, and more.

We are indeed so much used to and dependant on its existence that we don’t think about its nature
anymore just like we do not think about Ohm’s law when we turn on the lights.
From this perspective what we have, i.e. the 2D version, seems “sufficient” and the 3D Internet is yet
another fad.

However, if we stop and think about the nature of the Internet for a moment we realize that it is

nothing but a virtual environment (cyberspace) where people and organizations interact with each other
13
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and exchange information. Once this fact is well understood, the question can be turned on its head and
becomes “why do we restrict ourselves to 2D pages and hyperlinks for all these activities?”

Navigating hierarchical data structures is often cumbersome for large data sets. Unfortunately, the
Internet as we know is organized as a flat abstract mesh of interconnected hierarchical documents. A typical
2D website is an extremely abstract entity and consists of nothing but a bunch of documents and pictures.
Within the website, at every level of the interaction, the developers have to provide the user immediate
navigational help.

Otherwise, the user would get lost sooner or later. Since this is a very abstract environment, there is
no straightforward way of providing a navigation scheme which would be immediately recognizable to
human beings. The situation is not any better when traveling between websites.. It is no surprise that

Google is the most powerful Internet Company of our times.

HOW 3D INTERNET WORKS?

*  Sing available virtual platforms i.e. Second Life.
* By using artificial intelligence.

*  Using 3d eyewear like Google Glass.

*  Implementing Sixth-Sense technology.

. Using sensors and holographic image projections.

APPLICATIONS OF 3D INTERNET

Education

3D Internet can be used as a platform for education by many institutions, such as colleges,
universities, libraries and government entities. There are subjects such as chemistry and English in which
Instructors and researchers would favor 3D Internet because it is more personal than traditional distance

learning.
Religion

Religious organizations can make use of the 3D Internet to open virtual meeting places within

specified locations.

Embassies

We could create embassies in 3D Internet, where visitors will be able to talk faceto-face with a

computer-generated ambassador about visas, trade and other issues.

Live sport entertainment

14
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Popular forms of live entertainment could also be placed into the 3D Internet. Many sports allow
the users to watch or participate in many popular activities. Sporting leagues like Cricket, Football,
Professional Wrestling, boxing, and auto racing could be placed in the 3D Internet for it’s users to play in

the 3D environment.

Arts

The modeling in 3D Internet would allow the artists to create new forms of art, that in many ways
are not possible in real life due to physical constraints or high associated costs. In 3D Internet artists could
display their works to an audience across the world. This has created an entire artistic culture on its own
where many residents who buy or build homes can shop for artwork to place there.

Gallery openings even allow art patrons to "meet" and socialize with the artist responsible for the artwork

and has even led to many real life sales. Live music performances could also be enabled in the 3D Internet.
3D Internet Technology and Components

Though the technology and components used for 3D internet are same as used in traditional
internet also it interacts with the same servers and search engines. But being more social 3D internet is
different from traditional 2D internet.

The wonderful thing about 3D internet is that participants learn as much from each other as from
talking to any official source of information. 3D internet search is also as advanced as it opens a vast array
of possibilities when it comes to search and browse data.

Through 3D internet multi users can read the same documents. You connect organically with other
people that share your interests and access the same service as other use. People can also watch online 3D
movies via internet with no buffering time.

3D internet also offers other facilities like virtual meetings, support groups, academics, training
chats and shopping.

3D Internet Features

One of the best features of 3D internet is that it also supports 3D internet TV. Now Sony is
thinking to launch new technology for 3D TV that is 3D internet TV and HDTV 3D internet TV Wi-Fi.

In such TVs internet connectivity will be built up in TV via Wi-Fi. The picture and graphic quality
will also be tremendously improved along with a lot of TV channels that is building in internet connectivity
with 3D TV, to improve quality and to increase number of channels that user may access.

With Sony internet 3D TV, it will also be possible to enjoy other services on TV such as Skype.

15
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Technical Implications

*  Speed:

Internet speed is one of the most significant implications that are being faced by the 3D
Internet. A research shows that not many countries in the world are in a state to fulfill the internet
speeds that are required for the implementation of the 3D Internet. Here, in the below chart we can see
the average broadband speed in various countries.

*  Hardware:

Hardware implications are not quite serious implications to be thought of, because the main
Hardware implication that we face to implement the 3D Internet is that the display device used to
display the images are 2D in nature, but with the inclusion of the 3D internet there would be great
difficulty to view the 3D objects in the 2D devices.

PROBLEM STATEMENT

Getting a glimpse of the next generation internet and knowing its seamless power.
WEB 1.0:

*  First face of the World Wide Web.
*  Edited only by webmasters.

*  Similar to a hand-written notebook.
*  Threatened to paranoid perception.

WEB 2.0:

*  Everyone can contribute to the web.

. Rich user interface and best in class graphics.
*  85% majority websites in web 2.0.

. Change is inevitable.

WEB 3.0:

*  Use of metaverse in web technology.

. The rise of intelligent systems.

. Birth of the most awaited future internet.
. Webpages and Webplaces.

Conclusion

3D Internet, also known as virtual worlds, is a powerful new way for you to reach consumers,
business customers, co-workers, partners, and students.

It combines the immediacy of television, the versatile content of the Web, and the relationship-
building strengths of social networking sites like Face book.

Yet unlike the passive experience of television, the 3D Internet is inherently interactive and
engaging. Virtual worlds provide immersive 3D experiences that replicate (and in some cases exceed) real
life.

16
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Technical Quiz
R&D Team

01-Ultrasound devices operates with frequencies in the range
(A) 20 KHz — several GHz

(B) 20 KHz — several MHz

(C) 20 Hz — 20 KHz

(D) 20 Hz — 2000 Hz

02-A switching device that converts fixed DC input to a variable DC output voltage
directly is

(A) Chopper

(B) Inverter

(C) Regulator

(D) Stabilizer

03-The capacitance in parallel with forward biased base emitter terminals of a transis-
tor is known as:

(A) Depletion Capacitance

(B) Drift Capacitance

(C) Diffusion Capacitance

(D) Doping Capacitance

04-Terminal current gain for the common emitter amplifier is:
(A) ratio of Collector current to Base current

(B) ratio of current delivered to load to current supplied to base

(C) B of the transistor

(D) all the above

05-Fastest of all logic families:
(A) Emitter coupled logic

(B) Resistor Transistor logic

(©) CMOS logic

(D) Transistor — Transistor logic

17
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06-Nosie due to random emission of electrons associated with charge flowing across a
potential barrier is known as

(A) Thermal noise

(B) White noise

(C) Cosmic noise

(D) Shot noise

07-A broadcast radio transmitter radiates 5 kW power when the modulation percent-
age
is 60%. The carrier power is
(A) 1.19 kW
(B) 3.12 kW
(C) 423 kW
D) 6.46 kW

08-The advantages of DSB over SSB full carrier AM is:
(A) Less available channel space

(B) More stable transmitter gives better reception

(C) More power to transmit same signal

(D) Signal is less resistant to noise

09-VSB modulation is preferred in TV because:
(A) it avoids phase distortion at low temperature

(B) it reduces the bandwidth requirement to half

(C) it results in better reception

(D) all the above

10-Which of the following is the indirect way of FM generation?
(A) Reactance bipolar transistor modulator

(B) Armstrong modulator

(C) Varactor diode modulator

(D) Reactance FM modulator
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Technical Terms
R&D Team

CODEC

COLC

Contact Discharge

CPGA

DDR Memory

DMA

Drain

DRAM

DSL

Dual-Band

Shott for compressor/decompressor, a codec is any technology for compress-
ing and decompressing data. Codecs can be implemented in software, hardware,

or a combination of both.
Correction loop capacitor

An ESD test method where the ESD generator makes direct contact with the

device under test (DUT).
Ceramic pin grid array, an IC packaging technology.

Double Data Rate Synchronous DRAM: A clock is used to read data from a
DRAM. DDR memory reads data on both the rising and falling edge of the
clock, achieving a faster data rate. Often used in notebook computers because it

also consumes less power.

Direct Memory Access: A scheme which reads or writes data directly to

memory, bypassing the processor and the processor bus.

One of the three terminals that comprise a FET. A voltage on the gate controls

the current flow between the source and drain.

Dynamic RAM: Random-Access Memory that uses a continuous clock. Unlike

SRAM, when DRAM is no longer clocked, its data is lost.

A mechanism for providing high-speed digital communications (e.g. Internet

access) over a standard phone line.

Dual-band refers to the capability of GSM network infrastructure and handsets

to operate across two frequency bands.
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