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Description

Computer-based multimedia content is increasingly
complementing the traditional educational tools like slides, video
tapes, overhead transparencies, blackboards, and whiteboards.
This trend will undoubtedly also have an impact on how
computer graphics education is delivered. Indeed, computer
graphics education is ideal for utilizing multimedia due to its
intrinsic focus on images and animated sequences. It makes
sense to also incorporate networked multimedia into graphics
education due to the growing popularity of the Internet and the
ever-expanding capabilities of campus networks. The interactive
multimedia database that we created to support this kind of
education is described in this paper. We'll talk about the
developed system, its networking aspects, and the tools
developed for creating, manipulating, and formatting teaching
materials. A focus is placed on practical applications in the
context of computer graphics instruction, and directions for
future research are provided. Students are actively engaged in
activities with a variety of supports, or scaffolding, in
apprenticeship, an educational practice. Different levels of
scaffolding are appropriate for various levels of student
knowledge, and different types of scaffolding are appropriate for
various activities.

Computer Network Technology and Its

Application

Graphical, our system for learning computer graphics,
combines a variety of different kinds of activities and scaffolding
at various levels: From exercises with a lot of structure and
support to exercises with less structure, which are good for
studying for a test or working on a programming assignment.
Graphical provides appropriate models and support for learning
computer graphics by heavily relying on multimedia resources.
We believe that intermediate-level students, who may still
require the high level of novice support and are learning to use
the low level of expert learner support, are best served by a
variety of scaffolding options. Our design hypotheses are

supported by the findings of our formative evaluation, which
indicate that students use our system at all levels. Computer
network technology and its application are now widespread
throughout society, particularly in Chinese universities and
engineering colleges for advanced primary education. The
implementation of multimedia-assisted teaching and other
techniques that have a positive impact strengthens mutual trust
and cooperation between teachers and students, and the
practical capacity of students is greatly improved. The advanced
multimedia technique framework for engineering education has
been proposed in this paper. For the purpose of assessing the
effectiveness of the established AMT program, the teaching
method systems are provided. The aforementioned issues are
addressed or eliminated in novel ways through multimedia
instruction. It directly improves engineering students'
comprehension and learning, which in turn improves or
promotes educational services and boosts student motivation. In
engineering education, the successful proposal of Advanced
Multimedia Technology for Teaching Evaluation is presented in
this paper. Teaching and learning engineering courses through
multimedia can address significant educational issues. The
incompatibility of some fundamental educational components
with engineering education requirements presents a significant
obstacle. However, in order to resolve these issues, numerous
additional analyses are required. According to the research, the
suggested methods given the volume of multimedia sensed data,
multimedia Internet of Things devices and networks will face
numerous power and communication overhead constraints.
Lossy compression is a well-known strategy for overcoming the
difficulties of large-scale data. However, in order to maintain an
acceptable perceived image quality, current lossy compression
algorithms require a limited compression rate. This is generally
alluded to as the picture quality-pressure proportion
compromise. Roused by current leap forwards in PC vision, this
article proposes recuperating top notch de-pressurized pictures
at the application server level utilizing a profound learning-based
super-goal model. Therefore, in order to conserve energy, this
paper proposes ignoring the trade-off between image quality
and size and further increasing the reduction size by employing a
lossy compressor with downscaling.
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Review of the Literature on Visual
Analytics and Visualization for the

Production of Multimedia

The experimental study shows that compressing and
downscaling images effectively enhance the visual quality of the
proposed method. Multimedia data collection in manufacturing
has become increasingly simple thanks to sensors and
computers. A review of the literature on visual analytics and
visualization for the production of multimedia data is presented
in this paper. Visualization methods, interaction analysis
techniques, and application areas are the categories that we use
to group the current research. There are four categories of
online learning tasks that form the basis of our taxonomy:
behaviour prediction, learning pattern exploration, and assisted
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learning are all examples of behaviour analysis. We also identify
a number of unsolved research issues and directions for future
study based on a decade-long literature review. Based on
sentiment analysis, the study found that, on average, the video
tutorial ranked highest, followed by the scrolling tutorial and the
interactive step-by-step guide. We decided to use the scroll
telling strategy, which is less common, and investigate it in
greater depth because videos are a common means of providing
users with assistance. As a result, we gathered information
regarding users' experiences with the VA tool In addition; we
investigated the effect of task difficulty for each of the three
studies. In conclusion, when integrating on boarding into a
visualization tool, the in-situ scroll telling strategy is effective. A
video tutorial can also be used to show visualization interaction
techniques.
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