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ABSTRACT

This article investigates computer-aided design tools in teaching ambient art style and proposes new
creative teaching approaches. Parents and learners of the academic educational status are employed
as research samples. The literary technique, survey methodological approach, research paradigm, and
comparison survey questionnaire are all utilized to support the development of ambient printmaking
design skills in the research. A digital teaching printmaking model (DTPMM) is proposed in this
article. During the research, the theories of computer-aided layout and ecologic art configuration were
described; the descriptor and criteria of digital technologies to encourage the advancement of ecologic
majors’ skills were clarified; and the syllabus of ecologic arts students, instructors’ effective teaching,
participants’ educational situation, the benefits of computer-aided design tools in printmaking color
design, and the benefits of three-dimensional modeling were discussed.
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INTRODUCTION TO DIGITAL PRINT EDUCATION

Hand-painted presentation is educational, aesthetic, and analytical. In current internal training, there
is a situation in which design teachers prioritize classroom learning but lack skilled trade (Chittenden
et al.2021). At the same time, those with extensive design experience are too disconnected from the
underlying principles of interior design. This research hopes that by introducing a layout display hand-
painted hypothesis system, it can bridge the gap between layout theory teaching and design practice,
merge theory and practice, provide the conceptual underpinning for a person knows, better handbook
design practice, and add competence and art forms to create practice, focusing on the comfort and
provided by source code in the educational process (Blount et al.2021). Simulations have destroyed
the design’s variety, distinctiveness, and creativity. People’s perceptions of data resources have
changed dramatically in response to the fast expansion of the modern social economy, particularly
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in light of informatization and digitization (Ndslund Dahlgren et al.2021). The constant development
of computers subverts traditional data gathering methods and creates a new social organization type.
Simultaneously, compared to the previous, people’s availability of information is shifting from a
singular, linear path to a more diverse and nonlinear path (Wands et al.2019).

Arts degree is a composite idea, meaning that it combines art with education. Humans require
art because appreciating art or other lovely things stimulates and activates their creativity, emotion,
intellect, and other mental capacities, resulting in various psychological phenomena like unhappy,
joyful, furious, or alert, or they felt lofty they felt little. They eventually found spiritual contentment
and pleasure (Creed et al.2018). The fast advancement of science, industry and production in modern
civilization has substantially increased society’s economic gains, and individuals have raised their
expectations for their standard of living (Kennan et al.2019). The growth in aesthetic intake and the
development of creative merit in life are essential symbols of better living quality. The conventional
testing teaching approach is frequently teacher-centred, and learners are expected to perform the
test operation by the teachers’ arrangements (Markham et al.2019). In many experiments, a lack of
contact leaves learner’s passive, detrimental to developing student engagement and creative abilities
(Montero et al.2021). With the advancement of hardware and communications technology, the notion
of virtual experimentation has emerged, allowing experimenters to accomplish scheduled scientific
tasks in a virtual setting, just as they would in a real one (Tooth et al.2019; McKim et al.2021). This
article discusses constructing an art education platform using Virtual Reality (VR) technologies and
data networks and the system concept and functions.

This article examines the existing teaching scenario for this program and offers some instructional
creativity ideas for this program to be more successful in educating printmaking artwork. With the
fast evolution of computer-aided designing, AutoCAD, and Photoshop, these sorts of design tools are
revised almost every year an edition. Likewise, the educational material must be revised year by year,
teaching aids must be equipped for trainees the latest, education systems must be more with source
code itself to boost the purpose and alter, and the lesson curriculum must be revised simultaneously.
The training curriculum must also be revised at a rate corresponding to the computer’s growth. Pupils
should recognize the value of combining hand-drawn expressiveness with computer-aided creation,
rather than relying solely on computer-aided layout, such that computer-aided technologies are better
utilized in the design.

The descriptors and criteria of digital technologies that can be used to help ecological majors
advance their skills. The course curriculum for ecological arts students, instructors’ effectiveness,
participants’ educational circumstances, and the advantages of computer-aided design tools in
printmaking and colour design are discussed.

The remainder of the article is as follows: section 2 illustrates the background to the digital
teaching of printmaking models. The proposed digital teaching printmaking model is designed and
developed in section 3. Section 4 discusses the software outcomes of the proposed system. The
conclusion and future scope of the proposed system are denoted in section 5.

BACKGROUND TO THE DIGITAL TEACHING OF PRINTMAKING MODELS

Blended learning has become more significant in the education system due to the ongoing innovation
and in-depth use of modern system learning. In terms of tactics, techniques, and techniques, study
on the application and enhancement of the mixed learning system in contemporary education was of
major research importance for increasing the quality of educational development. The improvement
of educational development needed research into how the mixed learning system can be implemented
and improved in contemporary educational settings. (Da Silva et al.2020). As an essential component
of modern instruction, art creation positively impacted the formation of quality-oriented schooling. It
was also an important link in the development of professional artists, providing particular challenges
for blended learning. As a result, studying blended instruction of art direction major courses steadily
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became a popular topic in educational development. As a result, art direction major courses studying
blended instruction have become increasingly popular in educational development (Lawton et al.2019).

Some academics have conducted several linked studies and come up with specific study findings.
For instance, (Bares et al.2018) conducted a thorough analysis and summary of the existing difficulties
and limitations. (Simmons et al.2021) investigated art students’ actual instruction and examined
interdisciplinary education among information technology students. (Wang et al.2020) studied the
printmaking teaching techniques at the institution as a case study. (Anthonisen-Afiabeitia et al.2020)
investigated and studied the quality evaluation of blended education and developed an assessment
indicator system to go along with it.

Digitalization and digital networking websites, as well as a network picture library, were on the
rise. Online kids, skilled customers, and the electronic elite are all terms used to characterize young
internet users. A network picture library and digital networking websites were on the rise. Young
internet users are variously referred to as online kids, skilled customers, and the electronic elite. Their
colleagues and hobbies push universal successes, and their engagement, knowledge, and creativity
are observed throughout the system and peers when they use big data social networks (Windhager
et al.2018). It gained from the young in the system of innovative accomplishments since in the
twenty-first century’s age of big data, under generations need access to knowledge from printmaking
education. By describing the big data websites in arts integration, they were used as creative tools
and strategic issues.

(Mgller-Skauet al.2022) investigated the new method for applicable talent education in many
areas, reviewing and studying the learning phase of educating art direction majors in universities.
(Sawyeret al.2018) used a combined technique of research methods to examine the art class students
in academic, which serves as a model for implementing blended learning. On the other hand, Blended
education was a comparatively recent contemporary education approach that confronted several
challenges during deployment. Blended learning was showing a dynamic future direction, particularly
with the ongoing rise of modern smart eLearning, inevitably causing a few widespread issues in this
procedure, such as the complexity in selecting a suitable action plan and successfully assessing the
melded quality of teaching, etc. (Puppe et al.2020). Big data websites have been used as creative
tools and strategic issues in arts integration by describing them.

To do this, the scholars first described previous research findings before discussing mixed teaching
techniques for art designing degree subjects at universities from theoretical study and engineering
implementation viewpoints. The relevant performance testing system and theory were developed
using the entropy technique and informational axioms suggested by (Baer et al.2019). The education
system had emphasized star-teacher and elite-school classes by introducing online technology-based
distance learning, such as classroom methods and virtual classrooms.

Even though the training platform production process was not finished, and some university
lecturers did not concur with or adjust to the new learning system, online classes were increasingly
integrated into the contemporary educational course education process (Puppe et al.2020). High-quality
educational technologies were the most beneficial methods for instructors to improve their reputation
or for schools to improve their social standing and recruit higher-quality students. As a result, actively
generating high-quality learning materials increased art design’s main teaching ability (Hall et al.2019).
Some institutions or partnerships were currently concentrating on studying and creating high-quality
educational materials. As a result, art design’s primary teaching ability was enhanced by actively
creating high-quality learning materials. At the moment, several organisations and partnerships are
focusing their efforts on researching and developing high-quality educational materials.

The greatest dispersion of learning programs had been realized through the unification and
distribution of professors and resources across numerous institutions (Sickler-Voigt et al.2019). During
the regional instructional cooperation, several successful functioning modes were also produced.
Collaboration and coalitions were frequently employed in flipped campus, virtual classrooms, and other
contemporary operational methods to collaboratively produce programs and high-quality exchange



International Journal of e-Collaboration
Volume 19 « Issue 4

materials, building a global classroom culture (Talmage et al.2021). It had a significant informative
impact on melded learning of art architecture coursework. It was more suitable for the growth of
high-quality educational resources for art direction specializations, supplying more references of
expert expertise for art design leagues’ learning nourishing the learning materials.

Modern system learning and continuous innovation have made blended learning more important
in the educational system. The application and improvement of the mixed learning system in
contemporary education was of major research importance for raising the standard of educational
development in terms of tactics, techniques, and techniques.

PROPOSED DIGITAL TEACHING PRINTMAKING MODEL

The computer-assisted ecologic art instructional model is multi-structured and contains the two
members of ecologic art instructors and parents in the physical space and the attendees in the virtual
realm. It involves users in the network connection and instructors and students of ecological art
in the actual space, the ambient art teachers, and students in hyperspace. The teaching approach
creates a “multiple structure” link among educators, students, networked learning venues, and online
participants, breaking the conventional “dual framework™ connection among classroom instruction
of ecological art like virtual administrators, virtual professionals, and virtual schools. The “multi-
structured” approach illustrates the equal engagement of all students in the approach.

The design of the proposed DTPMM system is depicted in Fig. 1. The system has a teacher and
student module. The teaching objectives, contents, and scenarios are planned before the classroom
session. The outcomes of the system are displayed on the monitor. Instructors and students are
equivalent in academic institutions from the start to the finish of the “multi-structured” instructional
designer’s five processes of learning actions. Teachers generate topics based on the benefits of
networked computers, form diversification references of academic skills, and provide students with
particular topics of ecologic art studies. The “multi-structured” instructional model gives students
a dual individuality as a formal discipline and an educational guide. The student obtains instant
protest and guidelines from a simulated teacher via the networked student portal. The learner fulfils
the teamwork conversation strategy and the educator’s constant encouragement and assessment. The
learner uses the educational platform to spread many curriculum assets.
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Figure 1. The proposed DTPMM system design
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The machine virtually manages the digital networks education platform’s directions and directs
virtual specialists to give teachers with instructing expertise additives to maintain a sustainable
ecological art instructional model. Furthermore, the “multi-structured” learning approach gives
teachers and students an easy way. It develops an equitably educational environment that encourages
ecological art students to reach their full potential and advances printmaking. Environmental art
composing foundational course instruction has shifted from viewpoint display and conventional
sketching to area sculpting and space modelling, thanks to computer-aided printmaking composing
drawing technologies. Sketchup, AUTOCAD, and other enterprise software are among the computer
technologies used. Students benefit from the multi-structured instructional model because it serves
as a formal discipline and a guidance system. A fictitious teacher offers immediate advice and
protests through the networked student portal. Teachers and students work together to help the learner
achieve their goals. The student uses the educational platform extensively makes extensive use of the
educational platform to disseminate a wide range of course materials.

The dataset of the digital communication studying console stores a variety of model results for
students’ project initiation, greatly facilitating the advancement of students’ self-directed educational
reliability; teachers provide application tutorials to help learners gain graphic design editing skills as
rapidly as possible, offer additional learners with more assessment, and teach students through project
development. The growing demands of the fundamental composition curriculum of environment art
education are met by computer-aided ecological art composing sketching technology, resulting in a
novel pattern of digitally atmospheric art education.

Art Education Big Data Platform

Big information’s data-collecting capability exceeds the quantities of information that normal
technology can gather, handle, and analyze. Big data are often large, fast, diversified, and sophisticated.
In recent years, many art educators have been created in the shape of big data storage websites. They
were aware that these enormous data-based websites might give them beneficial usage, whether in
education or the workplace. Cloud computing based on experience from huge datasets to retrieve
useful knowledge could be designed to permit the question, assessment, and computation of the
skillset; data analysis refers to the knowledge from huge datasets to retrieve useful knowledge could
be crafted to endorse the question, assessment, and computation of the skill set.

The foundation of Knowledge Computation is the creation of a solid skillset, which is then
supported by the merging of numerous sources of knowledge and the updating of the skill set. Data
science could use data-gathering tools to detect and comprehend the vibrant data analysis, teaching
of students, examine the impact of teaching, skillset, facilitating accurate diagnosis of troubles, and
smart data pressed to the consumer time of data center (such as organized and unorganized data).
Smart educational public cloud can give learners a positive school climate and a tailored life lesson.

Knowledge assets mainly relate to the knowledge of academic materials and knowledge teaching
materials in the public cloud realize the knowledge of asset collection and communicate of wisdom
and assessment of sustainable development is an integrated component of knowledge education public
cloud, through the platform of educators can realize the wisdom of instruction, teenagers can realize
learning knowledge, wisdom resources primarily relates to the knowledge of learning programs and
knowledge teaching materials in the cloud service can realize the knowledge of asset collection and
communicate of wisdom and assessment of Instructors examine regular feedback about their students’
educational contexts and acquire relevant information via clustering algorithms using the cloud service.

Through the educational data development path, using data visualization innovation, applications,
and data gathering techniques, the wealthy knowledge of the instructional incident can introduce new
engaging learning for educators, instructors, and classmates to the understudies’ classroom instruction
and expertise of video representation, evaluation, and personalized research and teaching impact for
the classmates after assessment and reliable reporting is pressed.
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The core network map of knowledge learning virtualized system for data assessment and handling
prototype under the cloud infrastructure is the lower side in the layer could indeed accomplish large
data disk space, by Hadoop and data facts, deep learning, data gathering techniques, and ai applications
can realize the smart data push.

Fuzzy Information Calculation Model

A key component of axiomatic conceptual models is the data axiom. According to this logic, the fewer
data embedded in a complicated system’s design parameters, the stronger the constructive criticism.
Furthermore, the quantity of data D included in the design features is denoted in Equation (1).

D= —logQX (1)

The likelihood that the present design features fulfill the provided design specifications is denoted
by the letter X.If discrete characteristics are necessary to produce the provided architecture of the
designing system in particular conditions, the probability is frequently derived by the applicable
membership value using Equation (2).

x= ja (x)ax )

where 3, and (3, are the likelihood limit estimates for the design element meeting the provided design
constraints, and o (X ) is the cumulative distribution function that normally displays random sequence.

The quantifiable metrics for the integrated teaching impact of art direction degree subjects were
classified into descriptive and analytical signals or adaptive and maladaptive indicators, according
to the quality evaluation index method proposed. The necessary index data computation models
were created using Equation (3). According to the proposed quality evaluation index method, the
quantifiable metrics for the integrated teaching impact of art direction degree subjects were categorised
into descriptive and analytical signals or adaptive and maladaptive indicators. Index data models for
computation are obtained using equation 2 and equation 3.

(1) = min|m )|

n(p.q) = 3)

max {m (p, q)] — min [m <p, q)]
If the g-th benchmark is a quantitative indication, its precise measuring value for the p-th research
objectis m ( D, q) ; if it is a great signal, its precise measurement level for the p-th research object is

n ( P, q) . Its normalized value is n ( P, q) , and expressed in Equation (4).

meax]m (p,q)] - m ()

n (p, q) = 4)

max{m (p,Q)] - min[m(p,q)]

The minimum and maximum research objectives are denoted max [m ( P, q)] ,and min [m ( P, q)] .

The actual objective is denoted m ( D, q) .
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Figure 2. The mathematical model of the function 7 < D, q)
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The mathematical model of the function n ( D, q) is depicted in Fig. 2. The minimum and maximum
objective functions and the current objective functions are used to calculate the function n ( D, q) .

The quantity of information D ( P, q) concerning the p-th research object’s q-th performance measure

is thus supplied using Equation (5).

D(p,q) = —log,X = log, (emplf"’<’“’)7"""‘"["(”ﬂ) ®)

The normalized function is denoted n ( P, q) . The necessary information is denoted X. If the g-th
performance measure is a subjective index, its result for the p-th research object is usually written as
fuzzy sets & ( D, q) ; if it is a great signal, the quantity of data D ( P, q) is represented in Equation (6)

D(]%Q) = —log,X = log, (e:rplfﬁ(p"’)) ©

The information is denoted X, and the fuzzy set is denoted ¢ ( P, q) . If the signal is negative, the

quantity of data D ( D, q) is stated in Equation (7). The concept of systemic decision processes dictates

that various performance measures have varying and it is necessary to evaluate these signals. The
entropy weighting method has the advantages of simple computation, strong impartiality, and high
precision in index value assessment. Consequently, weights were assigned to achievement metrics
based on figure 2.

D<p7q) = —log,X = log, (expg(p'q)) @)

The information is denoted X, and the fuzzy set is denoted ¢ ( D, q) .

Generation of Performance Indicator Weights

For purposes of understanding, irrespective of the numerous types of quality measures, the quantity
of the related indicator is considered to be stated as n ( p,q) . Various performance measures have
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various degrees of relevance, as per the concept of systemic decision processes. As a result, these
signals must be evaluated. In the procedure of index value assessment, the entropy weight technique
has the advantages of easy computation, strong impartiality, and good precision. As a result, it was

decided to allocate weights to achievement metrics. It is determined using the value n( p,q) of

performance measures is denoted in Equation (8)

F(p.q)= M ®)

PR EY)

The measured indicator is denoted n ( P, q) . The g-th success indicator’s data entropy Gq is then

calculated using Equation (9).

n

G, = —@gF (p, q) x log (F (p, q)) ©)

The feature set is denoted F' ( D, q) , where p and q are the two-dimensional variables.
The mathematical model of the function Gq is denoted in Fig. 3. It uses feature set elements and

logarithmic function to compute the final results. This indicator’s relative weight bq is determined
using Equation (10)

b =1-G (10)

q q

Figure 3. The mathematical model of the function Gq
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The entropy of the indicator is denoted Gq . Its weighted sum l;q is calculated in Equation (11)

h = —9¢ an

The biasing weight is denoted & .

Performance Evaluation Model

The complete information quantities D ( p) of the p-th analysis item in the effectiveness evaluation
system of the integrated learning for art direction major program is presented as after acquiring the
information quantity D ( D, q) and percent weight bq . The entire information quantity is denoted in
Equation (12)

m

D(p) =53, <D(p) @
7=0

Figure 2 depicts the function’s mathematical model. Here, use the current objective functions
and the minimum and maximum goals for the function’s calculation. Using Equation 5, the amount
of information about the p-th research object’s g-th performance measure is provided. Based on Fig.
3 for a representation of the function mathematically. Logarithmic function and feature set elements
are used to compute the results. It is possible to compute the relative importance of this indicator by
utilising Equation (10).

The information quantity is denoted D ( P, q) , and the weight is denoted bq . The lesser the quantity

of comprehensive data D ( p) for the p-thanalyzean object, as per the physical significance of data
axioms, the instructional impact of the significant printmaking curriculum under the teaching
methodology; vice versa, the larger the level of information D ( p) , the less the instructional impact

of the curriculum. As a result, the choice principle is denoted in Equation (13)
D(pp):Dc (l):minD(p) (13)

The optimum teaching method for the 1-th analytical item in the art direction core subject is
hybrid teaching. The correlated information is denoted D, (l) .

Computer-Assisted Environmental Art Design Teaching

The learner involvement index and the pilot study index are used to analyze the performance of the
computer-assisted ambient art education method. The learner applicable in the present conveys the
students’ students’ learning process and can be analyzed depending on the number of speeches,
training, and works formed by the students; the pilot study indicator measures the students’ ongoing
professional level of skills and can be analyzed depending on the merits of the students’ construction
design program, creative manufacturing, work notion, and a computer printout. The learning
involvement index is harder to assess than the pilot study index. Assessment indexes are connected to
the component aspects of the project study index used to conduct the assessment, and the assessment
runs throughout the whole study education process. The correlation coefficient measures the degree
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of connectivity and reciprocal impact between properties described in Equation (14) by reflecting
the proximity of stochastic processes to one another. To reach the product’s learning programmes
and collaborative growth, customers must enter the platform location into the campus wireless router.
In terms of technical implications, new tech and OpenLayers devices could be used to create an
online graphic radiology information monitor to display the geolocation, outer space and research
lab interior furniture.

x Z:ZOCon (P, Q)
n(p.a)

F(p,q) = (14)

The convolution function is denoted Con (P, Q) , and the deviation function is denoted p ( D, q) .

The correlation among two qualities can be computed independently for m distinct attributes, such
that all of the correlations form a matrix, as shown in Equation (15).

Cll CIZ clm
O[}q = 612 622 o C?ln x 100% (15)
ml CmQ o cmm

The correlation coefficient value ¢, can reflect the degree of dependency between two qualities;

for example, a big coefficient value among two attributes indicates a strong connection, whereas a
small coefficient value indicates a weak link. As a result, the variation of the correlation value is used
to infer the independence of characteristics.

VR Art Teaching Platform

An attractive arts degree has distinct benefits and purposes in talent development education, and an
arts degree is an essential component of talent development education practice in academic institutions.
Actively discovering different instructions, theories, new versions, and emphasis on the development
of creative fine arts provide greater influence for skill coaching in academic institutions, thanks to
the high integration of many latest technological hypotheses like large datasets, cloud services, and
artificial intelligence. The benefit of this viewpoint is that it gives readers a clear emphasis on learning
and understanding the structure of printmaking, making it easier for them to go further into the practice
of fine arts. The research emphasizes that arts degree practice encapsulates the fundamental principle
of people’s social advanced Galois and that discovering the importance of fine arts in skill training
practice, in essence, could provide extra science illusion for arts degree instructional advancement
and adaptation.

The VR teaching model of the suggested DTPMM system is denoted in Fig. 4. The information
from the user/student is collected and interfaced with the virtual reality environment to enhance
the learning capacity of the students. The final 3D model is helped to demonstrate the printmaking
model. The concept behind creating a VR-based art education system is to use software to imitate
the activities of real items (or virtual elements) in genuine academic material and create a VR-based
art instructional platform. The platforms must quickly create, delete, and administer the system’s
components and perform the system’s display and engagement capabilities.

10
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Figure 4. VR teaching model of the suggested DTPMM system
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Scene Model

It is critical to obtain as much data as feasible about the actual world since this is the foundation of
the entire modeling process. It is easier to deal with subsequent data if it is gathered more done very
carefully. There are a lot of unneeded problems in the future modeling phase if the data collection
procedure is neglected. As a result, this stage must adhere to the concept formed by taking care; after
gathering it, sort and analyze the essential data quickly to get the information it needs. Ambient light,
arrangement, relational information, the height of three perspective objects, and exterior measurements
are important in appearances model building.

When there are too many scene objects, the client is burdened, making it impossible to achieve
smooth operating outcomes. This study optimizes the scenario to address the concerns mentioned
above. Lastly, the overall number of scenario objects, the number of scenario models, and the overall
mappings quantity of scenario models influence the digital scene’s operating performance. The
features and vertex of the items to be matched are oriented throughout the optimization procedure,
are the unseen faces in every design, and the overlapped features.

Function and Realization of Teaching Platform

The browser/server (B/S) architecture is mostly used in the instructional admin panel of the artwork
virtual experimental tests. The product’s learning programs and collaborative growth is enabled via
the campus wireless router, and customers log in and utilize it by typing in the platform location.
About technical implies, new tech and OpenLayers future technologies could be used to create an
online graphic radiology information monitor that is used to showcase the geolocation, outer space,
and inner furniture of the research lab, and ActiveX could be used to finish the SketchUp showcase
and engaging procedure of 3D virtual action sequences, to enhance the overall connect impact of the
console. Simultaneously, the entire system’s browsing and operating interface are built by integrating
interactive web pages.

The art collaborative virtual test instructional platform is based on the building concepts of
large-scale open connectivity classes. It features digital educational learning, restricted accessibility
to educational materials, an unrestricted quantity, two-way propagation of expert expertise, and
two-way communication among science research and art learning. Management program, virtual
experimental control, and user access are the three basic components. There are multiple sub-functions

1"
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in every subcomponent. The platform’s customers are organized into three categories: administrators,
teachers, and students. The system operations are shown differently in various role configurations.

Multimedia Virtual Integration Display

Multicolour means the condition of multimedia, which can be taken as a catch-all term for various
data transfer mediums that affect the senses, such as images, messages, audio, and movies. An
engaging multimedia program is made of a planar interface, active digital windows, instructional
text, and ambient music in the digital presentation of ceramics. The display’s coordination needs
careful thought and preparation.

First, all of the multimedia presentation interface’s user interface elements are organized.
There are artistic graphics, informative words, virtual interaction windows, and music effects in the
backdrop. Secondly, the data is as straightforward, clear, and practical as feasible. Finally, maintain
certain needs of a nice interface in mind during the important build-up. However, it must exercise
restraint and avoid becoming too elaborate since this would cause people to ignore the topic. Dream
weaver allows the student to edit and merge the work. It’s a new website code editing program that
combines the creation and modification of web pages. HTML and JavaScript code writing are all
supported. It is handy for the team to work websites whenever and wherever they want. To combine
the organization and control of multimedia components, use Dream weavers.

Because the exhibition’s parts vary in kind and layout proportions, the exhibition audio input
layout and coordinating needs are rather high. Designing graphics, plates, and icons in space require
a lot of effort and time. The user interface (UI) layout must first be clean and attractive as per the
creative concept, and the wording must also be appropriate. Thirdly, the concept must be reflected
in the interaction style. Fourth, interfaces functions must be organized and logical.

The suggested DTPMM system is designed with the help of computer-aided design and virtual
reality tools. Printmaking teaching is easier with the help of the suggested DTPMM system. The
simulation outcomes of the suggested DTPMM system are evaluated in the next section.

SIMULATION OUTCOME ANALYSIS OF THE SUGGESTED DTPMM SYSTEM

The computer-assisted ambient art education mode is used with the 2020 classroom of artists learners,
while the conventional ambient art effective teaching is used with the 2018 group of students (who’ve
already graduated). The class of 2020 was picked for various reasons: First, the arts and architecture
project’s expert generalisability. Secondly, the 2020 class is a sophisticated bunch of students capable
of using computers and creating environmental art, making it ideal for comparative research of the
educational impact of online learning environments. The computer-assisted instructional model has
data availability and the most recent technological application assistance in the production conditions of
ecological art subjects compared to the conventional ecological art teaching methodology. Ecological art
project production costs can be analysed by comparing studying and designing in 2018 and 2020 classes.

Both designing duration and layout effect show the benefits of environment artmaking in the
computer-assisted printmaking education method. Compared to conventional ecological art teaching
methodology, the computer-assisted instructional model benefits both data availability and the latest
technological application assistance in the production conditions of ecological art subjects. It can
distinguish between teaching and process costs for ecological art project production seen among
2018 and 2020 classes by analyzing the studying and designing time for the 2018 and 2020 courses.

Fig. 5 and 6 show the creation time analysis of the suggested DTPMM system for the training and
testing phase, respectively. The software outcomes of the suggested DTPMM system are evaluated
under the given environment, and the outcomes are monitored in terms of animation character,
packaging, pattern project, poster project, advertising project, logo project, and font project. The
suggested DTPMM system with big data and intelligent networks exhibits higher simulation outcomes
in the training and testing phase, and the lower simulation time leads to higher performance.
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Figure 5. Creation time analysis of the suggested DTPMM system for the training phase
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Figure 6. Creation time analysis of the suggested DTPMM system for the testing phase
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Table 1 indicates the creation time analysis of the suggested DTPMM system. The suggested
DTPMM system is designed, and the outcomes are evaluated in both training and testing conditions.
The different printmaking models are considered for the analysis, and the outcomes for animation,
packaging, pattern, poster, advertising, logo, and font project are evaluated. The suggested DTPMM
system prints the arts with lesser creation time with the help of computer-aided design and big data
modules. Intelligent networks further enhance performance.

Fig. 7 and 8 show the student score analysis of the suggested DTPMM system in the training and
testing phases, respectively. Eight students are considered for the simulation outcomes, namely A,
B, C, D, E, F, G, and H. the digital teaching system with computer-aided design helps the students
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Table 1. Creation time analysis

of the suggested DTPMM system

Method Training time (sec) Testing time (sec)
Animation character 253 9.3

Packaging 26.8 10.5

Pattern project 18.5 9.6

Poster project 24.7 12.5

Advertising project 15.2 7.8

Logo project 24.8 9.6

Font project 12.3 54

Figure 7. Student score analysis of the suggested DTPMM system in the training phase

75
70 4
1 ¥
65
g EE—
@ 60
e} e ¥
o |
7} ¥
55
¥
50 4
%
45 T T T T T T T T T T 1
A B Cc D E G H
Class
Figure 8. Student score analysis of the suggested DTPMM system in the testing phase
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learn better than the traditional teaching methods. The training and testing phase show the higher
effectiveness of the suggested DTPMM system in the testing phase than in the training phase. The big
data modules help the system get enough knowledge and provide the necessary content to students.

Table 2 illustrates the student test result analysis of the suggested DTPMM system. The suggested
DTPMM system is designed in this section, and the students’ scores are monitored in the training and
testing phase. The scores are continuously evaluated, and the outcomes such as standard deviation,
mean, variance, tolerance, and correlation of the scores between the students are evaluated in both
training and testing conditions. The simulation outcomes show the higher effectiveness of the suggested
DTPMM system in teaching and student learning skills.

The simulation outcome analysis of the suggested DTPMM system in the training and testing
phase. The simulation outcomes such as standard deviation, mean, variance, tolerance, and correlation
of the student scores in both the training and testing phase are monitored and evaluated. The simulation
outcomes of the suggested DTPMM system exhibit higher simulation results than the traditional
results. The suggested DTPMM system performance is enhanced by big data analytics and intelligent
network. The learning skills of the students are improved by computer-aided design.

The simulation outcomes of the suggested DTPMM system are evaluated, monitored, and analyzed
in this section. The software outcomes show the higher effectiveness of the suggested DTPMM system
than the traditional models in teaching and improving students learning skills. Computer-aided design
and big data help to produce faster and more accurate results.

Table 2. Student test results in the analysis of the suggested DTPMM system

Parameter Training results (%) Testing results (%)
Standard deviation 46 67
Mean 75 82
Variance 38 45
Tolerance 68 76
Correlation 89 93

Figure 9. Simulation outcome analysis of the suggested DTPMM system in the training phase
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Figure 10. Simulation outcome analysis of the suggested DTPMM system in the testing phase
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CONCLUSION AND FUTURE SCOPE

The need for application-oriented and skill-oriented abilities has grown with society’s continued
advancement and prosperity. As a subject devoted to honing students’ talents, computer-aided designing
offers its own set of advantages and significant growth potential. The digital age and the networking
era offer fertile ground for computer-aided design growth. All different types of benefits and rewards
motivate it to catch up with the trends in the instruction, to create notions depending on the real
necessities of students’ lifelong practice and skill coaching, to analyze the upsides and downsides
of technological advancement continuously, to refine and select infotech content that is appropriate
for learners to study and genius, and in doing so with the notion of scientific advancement. A digital
teaching printmaking model (DTPMM) is proposed in this article. The teaching advancement of
modern computer classes is accomplished with the theory of scientific advancement and the mindset
of maintaining pace with the trends, through the constant improvements of instructional practices
and the prompt information of instructing contents, to play a significant role in nurturing application-
oriented skill-oriented skills in the future.
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