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In this paper, a 9-layer convolutional neural network with 4 convolutional layers, 4 pooling layers, and 1 fully connected layer is
designed to recognize the emotions of digital learning images in the era of big data. The convolutional neural network is trained
using digital learning images that have been labeled with emotions, and the final test shows that the network has good recognition
results. This in turn causes the information overload problem to arise. And combined with the questionnaire results and in-
terviews, it was found that there are problems of technology for technology’s sake, teaching for teaching’s sake, and in multimedia
teaching, and these will add to the psychological and visual sensory burden of students and easily cause the information overload
problem. The types of information overload problems in multimedia-assisted teaching are summarized as follows: unreasonable
presentation of information, which causes audiovisual redundancy; too much teaching irrelevant information, which increases the
external cognitive load; and an uncoordinated audiovisual environment, which increases the external cognitive load. Starting from
the perspective of the integration of preservice to in-service art teachers’ new media art curriculum design and teaching ability
development, three representative teacher education cases were studied using a combination of teaching practice and case tracking
methods to summarize the successful experiences and effective ways of art teachers’ new media art curriculum development and
teaching ability development, which will provide future art teacher training and in-service teachers’ professional development.
Both are below 5%. The types of funny emotions are mainly distributed in animation teaching methods. Animation resources are
generally well designed in color and layout and can convey good visual emotional characteristics. In other types of images, the
emotional distribution level of funny is less than 10%. It is worthwhile to learn from this experience.

1. Introduction

After entering the era of big data, human beings will face
more impacts between big data and culture, artificial in-
telligence is developing rapidly, the world culture, tech-
nology, and art are facing new challenges, and images are
flooding our lives like never before. However, the private
demolition of cultural and historical buildings to build
mansions, the piracy of famous Parisian architectural
communities, the construction of rehashed Egyptian pyra-
mids, and the placement of indecent public sculptures, all
these ugly cultural images reflect the lack of people’s aes-
thetic level, cultural respect, and creative consciousness,
repeatedly becoming an obstacle to the development of
civilization [1]. The development of civilization cannot be

reduced to the sacrifice of science and technology. The
aesthetics and inner cultural beliefs of human beings are the
important force of the development of the times. In contrast,
the current situation of art museum education in China is
that art museum education activities are in various forms,
but they lack the depth and extension of education and do
not play a role in improving the visual literacy of citizens [2].
This study aims to explore the current situation of art
museum education, understand the impact of art museum
education on students’ visual literacy, explore how art
museum education should promote the improvement of
students’ visual literacy in the context of the big data era,
cultivate a generation of citizens with good artistic culti-
vation, and promote the development of a generation of
civilization progress [3]. The advent of the big data era has
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exposed a large amount of information to life, impacting
modern human attitudes of thought and visual perception.
Two hot zone comparison pictures with very strong syn-
thesis, very weak sequence type, very weak synthesis type,
and very strong sequence type are referred to as compre-
hensive type and sequence type hereinafter. The large vol-
ume and varying quality of information affect human
cognition while testing modern humans’ discernment and
aesthetic ability of current information. The rapid devel-
opment of social civilization is often hindered by the level of
human’s aesthetic cognition, such as the out-of-place urban
sculptures and the high ratings of vulgar films and TV
shows, which reflect the lack of quality of life and the pursuit
of “beauty” in the current impetuous and fast life of human
beings. This is the downside of the rapid development of
material civilization and the difficulty of the public’s visual
literacy and civilizational awareness to keep up with the
development of civilization.

The rapid development of information technology has
not only revolutionized our work, study, and life but has also
had a profound impact on the field of education and
teaching, greatly contributing to the improvement of the
efficiency of teaching and learning in schools [4]. In recent
years, the way of teaching and learning in schools has also
undergone major changes with the advancement of tech-
nology. With the continuous reform and innovation of
technology, we have achieved a change from the early days of
using audiovisual and auditory media such as slide pro-
jectors, video visualizers, tape recorders, radios, and other
teaching devices to the present-day application of interactive
whiteboards, multimedia computers, and network teaching
platforms. The application of these devices and related
teaching software in teaching has not only changed the effect
of face-to-face teaching but also made it possible to realize
distance network teaching across the limitation of space and
distance. Based on the characteristics of the Internet itself,
online network teaching is more informative, richer in
learning resources, and more interactive in real time [5]. The
comprehensive learning style is more interested in graphic
information. When studying, he can integrate graphic in-
formation more closely, and the reading time is shorter.
Participants with strong sequence type basically followed
their logic when reading text. And with the continuous
advancement and innovation of artificial intelligence, big
data, cloud computing, and other information technologies,
the impact of technology on the traditional classroom and
changes to the field of education will grow, thus benefiting
more schools and teachers and students [6]. Special em-
phasis is placed on the important role of the modern media
arts curriculum in developing students’ core literacy in the
subject. Accordingly, how to give full play to the teacher’s
role in achieving effective teaching and better development
of subject core literacy within the limited class time also
becomes an important issue that must be properly addressed
in teaching. In this study, the author tries to put the unit
teaching “zero into whole” design concept throughout the
modern media art course and strives for more focused
teaching objectives, more optimized teaching content, and
more comprehensive student abilities [7].
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In today’s booming modern information technology,
the human scientific process is developing at an un-
precedented speed, and the power of increasingly ad-
vanced information technology for film and television art
is also more profound. As the seventh category of art, film
and television art is different from painting, music, the-
ater, and other ancient art forms, it has been accompanied
by the process of science and technology since its birth,
and film and television have a high degree of integration
with modern information technology and tacit under-
standing. Modern information technology has pushed
film and television art to take a big step towards indus-
trialization, and it is also under the high degree of inte-
gration and interaction between information technology
and film and television art that digitalization, virtuali-
zation, high speed, technology, specialization, and in-
ternationalization of film and television art have been
realized, and information technology has had a profound
impact on the creation, dissemination, and consumption
of film and television, as well as on the aesthetics of film
and television. This is the most favorable era for the
development of the film and television industry, and
modern information technology is also in the era of be-
coming the strongest development, which is the best era in
human history, but at the same time the worst era. Under
the influence of modern information technology, does
film and television art grasp the most essential form of
realization of film and television art? Without the help of
modern information technology, will film and television
art lower its level, or even lose its audience and box office?
Film and television art as the seventh category of art forms
has been in the form of cutting-edge and rapid perfor-
mance. As the audience, we are undoubtedly experiencing
great changes, and this change is also happening under the
influence of modern information technology. The closer
the combination of the two, the greater the mutual force
will be. The content of both sides is constantly changing,
the form is changing as well, and the audience’s experi-
ence is also changing. The film and television art both
technically and artistically has produced great fluctuation
and impact.

2. Current Status of Research

Research on blended learning is much earlier abroad than at
home. At present, the research on blended learning is mainly
reflected in the concept and how it is applied. It is a local
theory born and grown in China, and the research is still in
the initial stage [8]. After the theory was proposed, a seminar
on multimedia picture language was held at Tianjin Normal
University. Since picture art design before that mostly ap-
plied to other disciplines of art theories, Lande et al. pro-
posed a multimedia picture language art theory, which
solved the problem of borrowing other disciplines of art
theories [9]. After that, Li combined multimedia picture art
theory with cognitive psychology to study the cognitive law
of multimedia picture language and explored the cognitive
law that should be followed in the design of multimedia
teaching resources [10]. Patel and Sharma further developed
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multimedia picture language in “Research on the Con-
struction of the Theoretical System of Multimedia Picture
Linguistics,” drawing on other linguistics, psychology, ed-
ucational technology, and other related achievements, which
provides a reference for multimedia picture language sub-
sequent research providing a referenceable research
framework as well as ideas and methods [11]. The strategy
emphasizes three major educational resources, namely,
educational policy and planning, teacher development and
information and communication technology, and four
priority development areas, namely, literacy, vocational and
technical education and training, higher education, and
learning process and outcome enhancement, and three
major learning activities, namely, global citizenship edu-
cation, education for sustainable development, and health
education, intending to promote quality and comprehensive
lifelong learning and thus fostering creativity and respon-
sibility [12]. How to use multimedia to facilitate human
learning is a central question in the study of multimedia
learning. Ramsgaard Thomsen et al. divides the study and
development of multimedia teaching and learning into two
categories: the first category is technology-centered, and the
second category is learner-centered [13].

Some foreign language colleges and universities began to
have more advanced e-teaching equipment, such as simple
language laboratories, and with the rapid development of
e-education, e-education equipment was gradually applied
to multimedia-assisted teaching. After entering the nineties,
China’s information technology developed rapidly, and
since then, multimedia-assisted teaching has also been de-
veloped significantly. The research on multimedia teaching
in this period is also more in-depth than that in the previous
period, and there are researches on how multimedia
teaching is used in specific subjects in colleges and uni-
versities and further analyses on how multimedia teaching is
used in teaching practice [14]. 51.59% of the students said
that the background color matching of the text in the
multimedia courseware is relatively reasonable, which will
not cause visual disturbance or redundancy, but 48.41% of
the students said that the multimedia courseware has un-
reasonable places in the color matching; this will also disturb
the learning and cause visual redundancy for students.
Along with the increasing progress of education informa-
tization, the use of multimedia-assisted teaching as a modern
teaching tool has become increasingly common in the
teaching of colleges and universities and has gradually be-
come an important teaching tool in colleges and universities.
The educational content in modern media art is provided,
but it has certain problems, such as the prevalence of low
attention, fragmented teaching content, single teaching
method, fewer research results, and lack of relevant
knowledge of teachers [15]. In response to these problems,
this study uses literature method, questionnaire survey
method, and comparative method to study the current
situation and problems of the modern media art curriculum,
and after analyzing the reasons, based on postmodern
curriculum theory, constructivist teaching theory, theory of
unified curriculum and interdisciplinary teaching, evalua-
tion theory, multiple intelligence theory, and visual culture

theory to compile and program design for new media art in
secondary schools [16]. The birth and development of the art
of cinema and the evolution of the art of cinema were ac-
complished in an integrated way with the role of technology:
for the emergence and invention of the film camera and
projector before the emergence of film as real art, due to
technological improvements in the art of film and television
added the element of sound, and the development of film
technology contributed to the journey of color film, with the
technology of film stunts, the Electricity Bureau could
produce fantasy. The spectacle nature of cinema only then
discovered, and cinema was further released on a deeper
level.

In the context of a rapidly developing information so-
ciety, the development of modern media art has grown
rapidly and has fully penetrated all aspects of life, providing a
favorable environment and excellent technology for the
development of modern media art curriculum and teaching
in schools. For the current generation of high school stu-
dents, their social background and living environment have
also resulted in greater interest and enthusiasm for digital
products and video art than traditional art media, which is
also an intrinsic motivation for the continuous development
of modern media art learning modules.

3. Optimization Analysis of Hybrid Multimedia
Art and Design Teaching Mode under
Big Data

3.1. Multimedia Art Design Big Data Design. As one of the
main manifestations of multimedia learning resources, the
design of digital learning screens and their related research
should be based on a theory that is consistent with human
learning styles and should be explored and practiced in
conjunction with the cognitive theory of multimedia
learning. Richard E. Mayer of the University of California
proposed a cognitive theory of multimedia learning based on
three views of cognitive science and pointed out that
multimedia-based learning activities should include three
assumptions, namely, the dual-channel assumption, the
limited capacity assumption, and the active learning as-
sumption, to explain the cognitive tendency of learners
when using multimedia resources for learning. The dual-
channel hypothesis refers to the fact that people have sep-
arate information processing channels for materials with
visual and auditory representations [17]. Paying attention to
result evaluation, process evaluation is relatively lacking, and
so on. The author also started thinking and researching and
believes that modern media art curriculum learning eval-
uation tools should be developed, and learning evaluation
dimensions should be established. In the evaluation, modern
media art creation and appreciation capabilities should be
integrated, and students should be clear that modern media
art is not just creation of works. When visual information
such as on-screen text and images containing knowledge,
content is delivered to the learner’s eyes, and the acquired
information is processed in the visual-image channel; when
narration, background music, and other information are



presented to the learner’s ears, the acquired information is
processed in the auditory-verbal channel. Meyer argues that
although the acquired information enters the information
system through one channel, the learner can change the
processing channel through a switch in representation. For
example, when a learner looks at a text, he or she first
represents the information through the visual-image
channel, but a learner with the ability to read text can
convert the information received through the visual into
audio information, and the relationship between the two can
be transformed through different representations.

The active processing hypothesis refers to the idea that
learners actively engage in cognitive processing to build a
coherent mental representation of their experience,
meaning that learners’ activities in processing multimedia
information are active rather than passive. Meyer states
that the three processes of active processing involve se-
lection, organization, and integration. Selection means
noticing multimedia information and creating discourse
and picture material; organization means establishing in-
trinsic connections between the selected knowledge in-
formation; and integration means establishing extrinsic
connections between the organized verbal model and
image model and prior knowledge, thus facilitating
meaningful learning to occur. Multimedia images should
be composed in a way that is consistent with the subject
matter to be represented and with certain artistry, like the
art of speaking and presentation. Having a certain art is, for
example, aesthetic, but more important is the effectiveness
of its expression, which can be explored at the content level,
the cognitive level, and the picture structure level in terms
of its logical laws. Xiaofeng described the 12 multimedia
design principles, which include the multimedia cognition
principle, spatial proximity principle, time proximity
principle, always principle, channel principle, redundancy
principle, and personalization principle [18]. Thereby, this
strengthened the harmonious interaction between learner’s
emotion and picture emotion in the smart learning envi-
ronment. The coding of the digital learning screen can help
users understand the attributes of the screen from the side.
However, it is macrolevel, difficult to play a practical role,
not yet able to solve the actual problems faced. Multimedia
screen language has initially formed its unique design
methods and rules based on the rules of interpretive in-
formation design, explored the logical main line of screen
representation content, and made multimedia design fol-
lowable from the relationship between media, between
media and content, and between media and surrounding
environment. The basic framework of big data multimedia
screen linguistics theory is shown in Figure 1.

Things are universally connected and are organically
linked to each other, interdependent and mutually con-
straining; there are no things that exist in isolation from the
surrounding things and conditions. Therefore, in home
education statistics, in a particular study not only the thing
itself, but also other things that interconnected with it, and
find the connection that exists between them through rea-
sonable ways and means. The interdependence between
things or phenomena can be broadly divided into two kinds:
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one is the function relationship, which is a kind of deter-
ministic relationship; that is, when the value of a thing
changes, the value of its related things or phenomena will
also change accordingly. There is also a correlation, which
means that there is a certain relationship between things,
which cannot be described by a fixed causal relationship, and
at the same time, although the correlation is not definite, it is
regular.

Both regression analysis and correlation analysis can be
used to describe correlations, and both can measure the
relationship between two or more variables to determine the
relationship between them. This is what regression analysis
and correlation analysis have in common. However, broadly
speaking, regression analysis is subordinate to correlation
analysis, and strictly speaking, there is a difference between
the two. The purpose of correlation analysis is to measure the
closeness of the relationship between two random variables.
Regression analysis, on the other hand, is more oriented
towards changes between variables, describing their rela-
tionship through mathematical expressions and thus de-
termining the extent to which a change in one or several
variables affects another identified variable [19]. Using
multidistance regression analysis, it is possible to determine
how closely one independent variable and the dependent
varjable are related and to detect factors that are less well
related, but whether to discard the worst independent
variable or whether that independent variable is at all users
cannot be simply based on the results of the mathematical
treatment and should be considered holistically based on
expertise. The current study established the effect of the
blended learning experience as the dependent variable and
the corresponding independent variables constructed from
the blended classroom process experience and closely related
to the multimedia screen, and the equation of the multiple
regression was expressed as follows:

Y = by - byx, — byxy — - — bx

1
Y; = Xif - u, .
Multiple linear regression can use ordinary least squares,
maximum likelihood, or distance to estimate the parameters,
provided the underlying assumptions met. After the re-
gression function is obtained with the data, statistical tests
need to be performed on the sample regression function to
determine the reliability of the estimates, and the statistical
tests that need to be performed include goodness-of-fit tests,
tests of overall linearity of the equations for significance, and
tests of significance of the variables:

R= B8 2)
TSS

The prediction of user ratings can be viewed as an act of
filling in missing values for a residual user-item rating
matrix; that is, given a sparse matrix where the rows are
items, the columns are users, and the specific values of the
matrix are user-item ratings, the matrix is constructed to fill
in the remaining vacant parts to obtain the user-item ratings,
assuming a low-rank matrix, the user-item rating prediction
is transformed into a minimization problem.
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FIGURE 1: Multimedia art and design big data framework.
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Large classes are the main form of teaching in China at
present, with an average of fifty students per class in primary
and secondary schools, and as many as fifty to sixty in
colleges and universities, and as few as twenty to thirty, so it
is difficult to realize that only one student plays the role of
lecturer in each class, but it is possible to work together in
small groups to teach a topic. At the same time, conditions
should be created for the subordinate information man-
agement system to be extended and refined based on this
classification system. When students choose a topic, due to
the limitations of their knowledge and ability, they need to
ask the teacher for advice or learn systematically through the
Internet, and so on. Therefore, the hybrid teaching mode
needs to be combined with other teaching modes, and
collaborative learning and peer-administered teaching can
effectively support the hybrid teaching model.

pi(r)p; (r). (4)

ieU,jeU

To ensure the accuracy and comprehensiveness of the
prediction scores, the prediction results of the blending steps
are mixed to obtain the final prediction score matrix.

Qi =——m (5

Teaching and learning can be counterproductive.
Therefore, teachers need to do a lot of preparatory work
when implementing blended learning models. First is that
the peer-administered content should be selected consid-
ering both the ability level of the giver and the recipient.
Second, they should be good at identifying students’
strengths and weaknesses. Third is to determine the means of
instruction based on the class specifics and the instructional
goals of the course. Fourth, the teacher should monitor and
guide the entire process, and after assigning tasks to the
students, he or she should frequently learn about their
progress and guide and supervise them. Fifth is to conduct
reasonable teaching evaluation, not only to complete the
dissemination of knowledge, but also to focus on the process
of comprehensive ability improvement so that this evalua-
tion should serve to check the effectiveness of teaching, but
also protect the students’ motivation, as shown in Figure 2.

The personalized recommendation method based on
potential factors incorporates methods such as matrix
decomposition complementation, which not only con-
siders the potential factors of users and items but also
considers the respective neighbor information sets of users
and items when performing matrix complementation.
First, the user rating matrix is constructed, and the user
potential factor information and the project potential
factor information are modeled and stored in the HBase
database, and the user neighbor information set and the
project neighbor information set are derived using the
similarity calculation formula and stored in HBase; then
the original user project rating matrix is matrix-decom-
posed to obtain the preliminary prediction rating matrix
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and the true prediction rating error value and stored in the
database table. The scoring error values are stored in HBase
as database tables.

3.2. Hybrid Multimedia Art and Design Teaching Mode Op-
timization Design. The principle of systematicity requires
that when classifying digital learning images, it is necessary
to determine their different subordination and order
according to the relevant links of their essential properties so
that all digital learning images form a reasonable, orderly,
and hierarchical classification system among themselves.
The classification of digital learning screens guided by the
principle of systematicity helps teachers and researchers to
clarify the hierarchical relationship between different
screens and their essential properties, which helps to im-
prove the efficiency of classification. The improvement of
visual literacy can promote the faster and better develop-
ment of civilization. Extensibility means setting up shelter
categories to ensure that when new things or concepts are
added, the established classification system is not disrupted,
and it should also create conditions for the lower-level in-
formation management system to extend and refine based
on this classification system. In other words, the classifi-
cation of digital learning screens is changed after the design
is completed, and small-scale adjustments and changes
should be made to the classification rules promptly when
there are screens whose essential properties are completely
different from the previous classification system or have
subordinate relationships.

Practicality requires that the classification criteria for
digital learning screens should be such that the actual needs
of all relevant units in the system are met as much as possible
while meeting the total tasks and requirements of the system.
In this study, the classification of digital learning screens
developed should first meet the organization and arrange-
ment of all screens based on local disks. The second is to
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support the subsequent work of this study to achieve ac-
curate identification of digital learning screen emotions, thus
enhancing the harmonious interaction between learner
emotions and screen emotions in the intelligent learning
environment. The encoding of a digital learning picture can
help the user to understand the attributes that the picture
possesses from the side. For example, a simple encoding can
identify the characteristics of the subject to which the screen
belongs, the school section to which it belongs, and so on,
and facilitate quick retrieval and classification in the com-
puter. In addition, as the database of digital learning screens
becomes larger and larger, the need for coding comes to the
fore; for example, a standard and stable coding strategy helps
to improve the accuracy of classification, the speed of re-
trieval, and the depth of the database, as shown in Figure 3.

With the rapid development of the Internet, the total
amount of digital learning resources has also shown expo-
nential growth. In the research process, it is difficult to
manage such many learning images efficiently without a
stable and reasonable coding method. With the support of
coding, digital learning images with the same properties can
be quickly categorized using regular expressions. In addi-
tion, when using deep learning to train classification for
emotional features of images, the input data can be auto-
matically labeled during the data preprocessing stage to
improve training efficiency. Promoting the development of a
generation of civilization and progress, the advent of the era
of big data has exposed a large amount of information in life,
impacting modern people’s thinking, attitude, and visual
perception.

Sentiment estimation of digitally learned images relies
on many digitally learned images as training data, and the
amount of training data and labeling accuracy can have an
impact on the level of sentiment prediction. In this study, a
supervised learning convolutional neural network is used, so
image preprocessing such as sentiment labeling of the
training data is required before training. According to the
previously mentioned emotion-type classification criteria,
this study needs to annotate 17,433 digitally learned images
according to 14 emotion types: warm, cheerful, lively, funny,
exaggerated, humorous, funny, bleak, boring, dull, tedious,
unreal, thrilling, and scary, and the annotation intensity is
divided into 4 levels, where 0 indicates the lowest intensity
and 3 indicates the highest intensity [20]. In this study,
17,433 digital learning images were annotated utilizing paid
recruitment of annotators. Except for the necessary training
required before the annotation process began, the emotional
value of each digital learning image and its intensity cali-
bration depended on the subjective experience of the an-
notator and was not influenced by the subjective
consciousness of the researcher. However, the researcher
conducted strict supervision throughout the annotation
process to ensure that the entire work was carried out
smoothly.

In the modern media course learning, the evaluation link
is relatively lacking, and there are also some problems; for
example, the evaluation criteria are vague, and the evalua-
tion content is not detailed and clear; the focus on the results
of the evaluation, the process of evaluation is lacking. The
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author also started to think and research that modern media
art course learning evaluation tools should be developed, set
up learning evaluation dimensions, in the evaluation of
modern media art creation and appreciation ability into one,
guide students to clarify the fact that modern media art is not
only the creation of works media, technical changes, but also
learning, creation ideology is subversion and innovation of
the concept, and advocate a tiered evaluation. The learning
assessment rules for the Truth Modern Media Art learning
ability level are shown in Figure 4.

Interesting content in multimedia courseware is
designed with the initial intention of attracting students’
attention in the hope that they can focus on classroom
learning. After investigating the interesting but irrelevant
content in multimedia courseware, it was found that 31.21%
of the students in this study thought that there was no such
irrelevant content that would disturb students’ learning [21].
Based on the characteristics of the Internet itself, online
network teaching has more information, richer learning
resources, and stronger real-time interaction. However,
63.38% of the students believe that there is content in
multimedia courseware that disturbs students’ learning.
Thus, it seems that the content in multimedia courseware
needs to be filtered and not interesting for the sake of being
interesting.

51.59% of the students said that the matching of text and
background colors in multimedia courseware is reasonable
and does not cause visual disturbance and redundancy, but
48.41% of the students said that the color matching of

multimedia courseware is unreasonable, which also disturbs
learning and causes visual redundancy for students. This
shows that beautiful multimedia courseware can attract
students’ attention, but too much pursuit of gorgeous
decoration and neglect of the integration with the content of
the courseware will also cause visual disturbance and re-
dundancy; or the courseware is too “plain,” the content of
the courseware is all words, lack of artistry and technicality
of the courseware, which will make multimedia teaching.
This will make multimedia teaching too dull so that the
courseware programming board or the electronic version of
the lecture notes will not be able to reflect the advantages of
multimedia.

4. Analysis of Results

4.1. Multimedia Art Design Large-Database Design. The total
gaze time for the different modules of the multimedia screen
represents the sum of the duration of all gaze points within the
subject’s area of interest, and these data can reflect the extent to
which the learner is processing the knowledge. It has become
an important issue that must be properly resolved in teaching.
In the research of this subject, the author tries to integrate the
design concept of unit teaching “disintegrating into a whole”
through the modern media art curriculum and strive to focus
on teaching goals, optimize teaching content, and make stu-
dents more comprehensive. A longer gaze time means that the
area is more likely to attract the learner’s attention or to be
more difficult to process. Information that receives more
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attention is more likely to be transmitted for further processing,
as shown in Figure 5 below for the total gaze time data for the
graphic area. It can be found in the statistics that the average
total gaze time in the text area of the whole multimedia screen
is significantly longer than the total gaze time of the diagram,
which shows that the learners take significantly longer to
process the knowledge information described in the text, but it
does not mean that the diagram information is not important
because the two kinds of information have different charac-
teristics in themselves. Linear, abstract, and comprehensive are
the distinctive features of textual language, which is a step-by-
step complete expression of the complete content through an
idea, requiring a strong logic, and therefore takes more time to
read. Diagrams are three-dimensional and visual, and good
diagrammatic information can be understood briefly, but it is
condensed information and inevitably misses something about
what is being expressed. The integrative learning style is more
interested in diagrammatic information, and it can combine
diagrammatic information more closely and take less time to
read when studying.

Subjects with a more sequential style read the text fol-
lowing its logic as well as in step, and the overall time spent is
relatively long, as will be reflected in the statistics of the hot-
zone data later. As a result, when designing multimedia
images, we should ensure that the images and texts are well
combined, as this can produce better visual effects and aid
readers’ memory.

To further explore how students with different
learning styles allocate their attention in multimedia
screens, this eye-movement experiment was conducted to
compare eye-movement hot zones based on four di-
mensions of learning styles. The digitalization, virtuali-
zation, high-speed, technology, specialization, and
internationalization of film and television art have been
realized. Information technology has also had a profound
impact on film and television creation, dissemination and
consumption, and film and television aesthetics. The
hotspot diagram allows us to visualize the subjects’ gaze,
revealing differences based on the size, location, and some
color areas displayed in the hotspot zones in the diagram.
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Two hot-zone comparison images with integrated very
strong and serial type very weak and integrated very weak
and serial type very strong are used, after which they are
referred to as integrated and serial type. Integrated stu-
dents had a slightly smaller gaze range than sequential
students and significantly fewer hot zones than sequential
subjects. The eye-movement data for the two learning
styles were extracted, the average dwell time and the
proportion of the two areas in the graphic text, and the
average number and proportion of gaze points, as shown
in Figure 6.

From Figure 6, it can be found that the total gaze time
differs between the two types of students on the same screen,
but the ratio of the gaze time on the picture to the time on the
text is similar, and a similar pattern can be found by
counting the other three dimensions of learning styles.
When the narration, background music, and other infor-
mation are presented to the learner’s ears, the acquired
information will be processed in the auditory-speech
channel. Thus, different learning styles have a similar degree
of relative processing of knowledge on the same picture, no
picture would differentially affect different learning styles,
and therefore multimedia pictures should have regular
uniformity rules. Firstly, reference was made to existing
questionnaires related to blended learning and multimedia
screens, and Professor You Sewing’s literature related to the
language of multimedia screens and blended learning was
also consulted and studied and then analyzed with due
characteristics, and 13 variables were established from three
aspects. After that, it was sent to the tutor and the students of
educational technology to collect feedback for modification.

4.2. Results of the Optimization of the Hybrid Multimedia Art
and Design Teaching Model. The distribution of positive
emotions in both the university and social education levels
showed a significant downward trend compared to the other
segments, while emotions such as dull and dreary showed a
significant increase, and the level of the distribution of
negative emotions in these two segments was already higher
than the level of positive emotions. There is a certain degree
of art such as aesthetics, but more importantly, the effec-
tiveness of its expression and its logical laws can be explored
from the content level, the cognitive level, and the picture-
structure level. Among the other emotion types, the dis-
tribution of emotions such as tedious, thrilling, and scary
does not differ significantly from the distribution of the
above three academic periods, except for unreal, which has
increased. From the distribution of emotions, the design of
teaching resources at the university and social education
levels focuses more on the transmission of knowledge
content, and the images are boring and have a single layout,
which makes it difficult to convey positive emotions to
learners in terms of visual characteristics. Figure 7 provides a
visual representation of the distribution of emotions in each
digital learning screen by school level.

The warm emotion type of digital learning screen is
mainly present in teaching methods such as playing sound,
animation, multimedia PPT, image, drawing, classroom, etc.
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The level of warm emotion distribution of other types of
resources is below 20%. The distribution of warm emotions
in videos and web pages is 6.25% and 1.68%, and the lowest
distribution of warm emotions in human-computer inter-
action is only 0.15%. The cheerful emotion type is mainly
found in the two teaching methods of animation and playing
sound, and the distribution of other types of resources is also
lower than 20%, especially in the teacher and teaching
content, video, web page, human-computer interaction, and
classroom, the distribution level of cheerful emotion is less
than 5%. The lively emotion type is mainly found in the text-
based teaching approach, probably because text-based re-
sources enhance the visual characteristics of the resource due
to a well-designed typographic layout and color scheme,

which enhances the level of positive, lively emotion on the
screen. The distribution of lively emotion in resources such
as teacher’s single lecture, teacher’s teaching content, hu-
man-computer interaction, experimental training, and web
page is low, all below 5%. The funny emotion type is mainly
distributed in the animation teaching method, and the
animation-type resources are usually well designed with
color and layout, which can convey good visual emotion
characteristics. In contrast, the level of distribution of funny
emotions is below 10% in all other types of images. The three
emotions of exaggerated, humorous, and funny are not
distributed high in all types of images, with the distribution
of both humorous and funny emotions below 1%, and most
of the images have difficulty in reflecting the metaphorical
characteristics of these two emotions.

Multimedia-assisted teaching in colleges and universities
should start by changing the traditional teaching concept,
establishing the teaching concept of students as the main
body of the classroom, and carrying out classroom teaching
from the perspective of facilitating students’ learning and
teachers’ teaching while suggesting that teachers can apply a
variety of teaching aids for diversified knowledge exchange.
At the same time in the actual multimedia-assisted teaching
teachers in addition to updating the concept of education
and teaching, it should be clear that multimedia technology
is only an auxiliary technical tool for teaching, rather than
teaching. Multimedia-assisted teaching in colleges and
universities should start by changing the traditional teaching
concept, establishing the teaching concept of students as the
main body of the classroom, and carrying out classroom
teaching from the perspective of facilitating students’
learning and teachers’ teaching while suggesting that
teachers can apply a variety of teaching aids for diversified
knowledge exchange. Meanwhile, in the actual multimedia-
assisted teaching, teachers should make it clear that mul-
timedia technology is only an auxiliary technical tool for
teaching, not teaching, in addition to updating the concept
of education and teaching, as shown in Figure 8.

Modern information technology is an important man-
ifestation of science and technology, but today’s society is a
society in which economic capital occupies a major position.
The main reason modern information technology has been
promoted to such a high position and why it has been
continuously improved and developed also lies in its value
and the needs of the market, as well as the pursuit of profit,
or the value orientation of contemporary society and film
and art, which puts forward the information technology to a
higher level of pursuit. When the value of a thing changes,
the value of the thing or phenomenon related to it will also
change accordingly. There is also a correlation, which refers
to the fact that there is a certain relationship between things,
which cannot be described by a fixed causal relationship. At
the same time, although the correlation is not certain, it is
regular. Thus, the face of technology or the manifestation of
modern information technology is essentially a technology
of the economy, even profit-oriented technology. The
technology of economy or capital with science and tech-
nology, as the main means of benefiting the most, pushes
technology to the center of the art of film and television. The
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character of modern information technology, then, depends
not only on the profitability of film and television art but also
on the rational needs of modern film and television art that
permeate the ultimate modern information technology,
especially the scientific rationality of the needs of film and
television art under mass aesthetics.

5. Conclusion

Art museum education in the context of the big data era
faces more challenges and opportunities and opens a new
chapter of development for art museum education. The
booming development of big data has changed people’s way
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of accessing information from active to passive, and in this
transformation process, recommendation system has a
crucial role. Recommendation algorithm is the key tech-
nology of recommendation system; the traditional recom-
mendation algorithm still has the problems of cold start,
high data sparsity, and so on. The prediction accuracy of the
recommendation algorithm is an important criterion to
measure the goodness of a recommendation system. Modern
information technology has brought a great impact on the
development of modern society because of its wide, fast, and
technological communication, and for the development of
film and television art, information technology not only
makes its creative field and subject matter selection more
extensive, but also it does limit the content of creation to
reality. Modern information technology has broken the
traditional time and space pattern, expanding the space and
time of film and television production, making the im-
possible possible, and creating more infinite space and time
possibilities through computerized postproduction of spe-
cial effects. Modern information technology will also make
the dissemination of film and television art more diversified
and multichannel and obtain more infinite possibilities of
film and television art, and the influence of film and tele-
vision art will also be accompanied by the development of
modern information technology and break through the
traditional means of creation and expression so that the
impossible becomes possible and dreams become reality.
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