
CHAPTER I
INTRODUCTION

1.1 Background

Development of technology in recent years is very fast. One of them

is  the  digital  image.  Digital  images  are  easier  for  copyright  theft.  A

watermark is needed to protect them. Watermark is a hidden message into

an image (encode). Technique to hide messages which related to images,

songs or videos (in the present study the message hidden in an image)

can be called  watermarking.  It  is  one of  the  techniques to  protect  the

image  of  the  person  who  want  to  stole  the  image  with  hide  certain

message into an image but not known by others and are usually able to

deal with attacks or filter at certain stages.

A pattern is needed in watermarking process to read and write data.

Zig-zag embedding matrix is a pattern that read and write data diagonally,

starts from top left  move to the right then down to the left,  the point is

move with zig-zag from top left until bottom right. Sequence pattern is the

pattern that used to read and write data sequentially from first column on

the first row until the end of row and move to the next column until the end

of column.

1.2 Scope

Limitation  of  the  problems  that  are  made  not  to  stray  from  its

original objectives are:

1. Does the image can be encoded into a cover image.

2. Does the message image can be decoded from cover image.
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3.  Is  there  any  difference  of  time  running  and  file  size  using  

sequence pattern and zig-zag pattern.

1.3 Objective

There  are  two  techniques  for  watermarking  an  image:  zig-zag

pattern and sequence pattern. This project is to compare the running time

and the file size of those patterns.
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