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With education and teaching reform, Internet teaching is increasing./e introduction analysis of short text messages generated by
e-learning can optimise class, improving innovation capacity and cooperation. To study the way of instructional design under
artificial intelligence, the current status of the development of instructional has to be mentioned. In order to study the impact of
online teaching on the improvement of computer thinking and skills in higher vocational education, this article is based on online
English teaching embedded in the Internet and on virtual simulation technology, to enable primary school students to cultivate
computer education thinking from an early age. /e personalities can be fully represented and developed.

1. Introduction

It has brought mankind into the age with intelligence ahead
of schedule. Series of policy documents related to AI edu-
cation provide strategic support. /e creative culture in-
dustry is entering into the development stage. As the creative
industry puts demands on internal digital art education, the
development of a well-suited path for digital artefact edu-
cation is necessary to be studied [1]. Under the requirements
of the creative cultural industry, our country has explored a
new model of digital art talent training, combining talent
training with industry interaction and realizing the road of
combining production. Students’ social adaptability and
students suitable for social needs are cultivated, so that
students not only master a good knowledge system but also
master design skills and have moral intelligence and
adaptability [2, 3].

It is beneficial to teach English to communicate with
each other [4]. /e pedagogy of using multimedia for
presentation has not yet been disruptive. /at teaching
method is still based on teacher’s teaching and cannot
improve students’ independent and collaborative learning
ability. A traditional teaching model is still old and rigid,
which places emphasis on the completion of conclusions but

not the process. /e online teaching mode mobilizes a
variety of intelligences, so that students are interested in
learning and are willing to participate in classroom activities,
brainstorming, teamwork, problem-solving, and ultimately
achieve the goal of improving various abilities [5]./is mode
of teaching mathematics is used to improve various intel-
ligences of students, so that each student’s mathematics
learning has improved. While the web-based teaching model
has been widely used overseas, it has remained a new ed-
ucational concept in China. It has gradually been accepted in
China’s education field, but some educational researchers
have studied it, but diverse teaching models in the subject
have been used. /ere are still relatively few practical re-
search studies in [6]. Designing a network-based artificial
intelligence-assisted teaching system has very important
practical significance.

Donadel M promoted new online and offline teaching
[7]. Basilaia G drew on the implementation process of the
online [8]. Vella et al. believed blended learning as a new
teaching model that can complement each other [9].
Simpson A mainly effectively analyzed the student’s aca-
demic performance [10].

Online English teaching instructors, namely, college
teachers, and college physical education curriculum
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recipients and subjects, namely, students, together partici-
pate in the evaluation and survey system.

2. Embedded System Online English
Teaching Method

2.1. Internet and Virtual Simulation Technology. Virtual
simulation technology is an emerging science and tech-
nology developed by incorporating various computer-
related technologies and achievements, such as artificial
intelligence, computer graphics, display, crawling, and
parallel network processing. /e environment gives
people a full range of emotions such as hearing, sight, and
touch [11, 12]. As a new way for people to perform
complex interactions and data computations, users can
use natural methods in virtual environments. /is is the
biggest feature of virtual simulation technology. People
can indirectly understand the environment in the past
unless they rely on ways other than interaction experience
to make people’s cognitive domains and methods expand
effectively.

It can create a sense of sinking [13]. /e technologies
include computer technology, multimedia technology, in-
formation technology, microelectronics technology, simu-
lation technology, stereo imaging technology, detection and
measurement technology, optical psychology, optical sci-
ence, computer vision, and speech and composition rec-
ognition and interaction. /e specific implementation is
shown in the following formula:
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A new transfer function model is proposed:
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Virtual simulation has now evolved into a compre-
hensive theme, such as computer graphics, real-time image
processing, human-machine interface, precision inspection
structure, and more. Virtual simulation technology in-
cludes two broad categories: one is virtual reality tech-
nology and the other is virtual landscape technology, such
as virtual aircraft design, virtual reality environment cre-
ation, and historical monument tours [14]. Virtual simu-
lation technology has a wide range of applications. It can be
said to be extensive and comprehensive. In many areas, the
technical and market demands are very strong, such as
virtual film and television art simulation, virtual simulation
games, virtual construction of cars, ships, airplanes, mis-
siles, virtual battle simulation, virtual battlefield simula-
tion, and virtual simulation driving.

An authorized person pointed out that the representative
of information technology in this century is virtual simu-
lation technology. /e development of this technology has
radically changed the way people live and work [15]. It really
combines “work” and “comfort.” People enjoy the work
environment and work enjoying the environment; in ad-
dition, this technology is compatible with a combination of
different cultures and arts such as music and fine arts that
will promote the birth of the ninth art. /erefore, there are
two major trends in the operation of virtual simulation
technology systems at this stage, namely, Internet use and
standalone desktops, which have greatly encouraged [16].

2.2. Online Teaching. When compared against a conven-
tional offline classroom, there is more freedom in time and
space when learning online. And it has richer types and
resources for quick sharing. /ere are various platforms by
which teachers and students have a platform and resources
to conduct online learning [17, 18].

In secondary vocational education, as well as the prin-
ciples of teaching, we must create rich learning scenarios for
students when conducting teaching work and the creation of
learning scenarios must be real world scenarios, so that
students learning outcome will be better [19]. For this
reason, we apply virtual simulation technology to the
teaching of art theory courses, which is to create the best
learning situation for students. In electronic technology
teaching, we use virtual simulation technology to create a
virtual simulation learning situation for students. Using
computers to mimic real laboratory functions on the screen
can make art forms, paintings, and curves difficult to express
or understand in words and languages. At the same time, we
can make the artwork show the real situation and help
students understand [20].

Artificial intelligence provides a lot of opportunities for
the development of many fields, and its important role has
attracted great attention at home and abroad. Many
countries have formulated policies and plans to upgrade
artificial intelligence into national strategies [21, 22]. /e
online teaching mode is shown in Figure 1.

/e rise of digital art education is not accidental [23]. As
an emerging educational research direction, digital art ed-
ucation is primarily the cultivation of professionals who can
use images and digital elements to design art. Students’
ability to combine new ideas with new technologies and
students’ ability to use digital media are cultivated.
Uniqueness and complexity of the subject of digital art are
the difficult place to coordinate the management of teaching,
which requires us to overturn the old ideas and concepts of
the traditional school model and equip teaching with new
ideas and concepts.

For the emerging educational direction of digital edu-
cation, teachers must maintain their passion and expecta-
tions and be ready to dedicate themselves to theoretical
research in this field of education [24]. At this stage, the alien
management software in this aspect is at the forefront of
development and design, and the software usage rate is very
high, and the development methods are also very advanced.
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In many developed European countries, digital art education
is well developed and advanced. Due to the importance of art
design in the teaching of digital art design, these countries
have established new professions such as digital commu-
nication and have cultivated many digital art professionals
that meet the needs of society [25].

In response to the special needs and requirements of the
digital English teaching system, we have designed a learning
and teaching system suitable for the interaction of both
teaching parts. /e exchange of information and publication
can take place in this system, as well as the exchange and
learning between teachers and students and pupils and

students can take place./rough this new teaching system, it
is possible to realize long-term and spatial communication
and cooperation between college administrators, teachers,
and students.

According to the different intellectual advantages of
each person, we can give full play to each person’s ability,
mobilize students’ enthusiasm for learning, stimulate
students’ superior intelligence, and help students shape a
sound personality. /rough online education, they ex-
ercise their skills and qualities in many aspects and re-
lieve the limitations of traditional education, which can
only learn specific topics and achieve quality integrated
development and improvement.

2.3. Embedded Teaching Algorithm. Technology is a subject
that combines theory and practice closely. So, teachers
should choose cases closely related to students’ school and
live for teaching English online to strengthen students’
understanding of IT theories and operational knowledge. It
is important for teachers to learn from other disciplines to
strengthen students’ knowledge application, exercise their
problem-solving skills, and lay the foundation for their
lifelong academic. For the research and optimization of
embedded teaching algorithms, we calculate using the fol-
lowing equation:

t(s) � exp − 

s

0

κ(t)dt⎛⎜⎜⎝ ⎞⎟⎟⎠. (4)

From this, we can see

z � 1 − t(s) � 1 − exp − 

s

0

κ(t)dt⎛⎜⎜⎝ ⎞⎟⎟⎠,

dI

ds
� T(s)∗ ρ(s)∗A � T(s)∗ κ(s),

I(s) � I0 + 

s

0

g(t)dt,

x(k + 1) � Ix(k) + Jv(k), k � 1, 2, . . . ,

K � 
∞

k�1
x

i
(k)Jx(k) + r

i
(k)cJ ,

Q �
1

2a
2
r

− 1
2b2

a2r−1 p − t 

− 1

a
2
r

− 1
t
2

+ 2 1 − b
2

 t ,

Q �
1

2a
2
r

− 1
2b2

a2r−1 t − L 

− 1

a
2
r

− 1
L
2

+ 2 1 − a
2

 L ,

2b
2

a
2
r

−1Ix − t Q �
1
2
t
2

+
1 − b

2

a
2
r

−1 t.

(5)

Figure 1: Online teaching (source: image.baidu.com).

Mobile Information Systems 3



/e following equation can be derived from the above:
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Excessive information cannot be equated with other
problems. By monitoring teaching added to the online
learning process, students can recognise their own learning
outcomes at any time and improve them selectively in time.

3. Online English Teaching Experiment

3.1. Subject. We selected 6 classes in the arts department of a
university in this city and grouped them to learn in tradi-
tional teaching mode.

3.2. System Design Principles. Both the rationality of the
technology and the practicality of the technology are taken
into account. According to factors such as scale and po-
sitioning of the system, combined with the rationality and
practicality of technology to achieve the best cost effi-
ciency, the technique is neither great nor very bad, suitable
for the best in real time. When designing an information
system, it is necessary to take full account of the security,
location, scale, and interactivity of the system and the
rationalization of technology to design a specific infor-
mation system.

3.3. CourseManagement Planning. /e course management
module mainly includes submodules such as lesson plan-
ning, lesson presentation, lesson planning, and online
teaching evaluation. Lesson design focuses on functions such
as lesson planning, lesson setting, and curriculum intro-
duction; lesson projection uses primarily 3D technology,
animation effects, and artistic methods to enhance lesson
content; courses mainly concern that the art school has been
designed accordingly. Online teaching evaluation means
that students evaluate the teacher’s teaching and system-
atically evaluate the evaluation. Curriculum management
module is the basis of teaching; a good and smooth man-
agement module can allow students to pursue university
studies and live well.

3.4. Teaching Interactive Management Planning. Interact
Teaching Management Module consists of five main sub-
modules: Guidance for Teachers, Independent Learning for

Students, Groups Interactive Learning, Assessment and
Promotion, and Online Q&A. As the core module of the
digital English teaching system and the core module of
interactive teaching management, teachers can connect to
the Internet to collect the materials they were learning and
then present them to students through the web server. For
students, they can also connect to the network to collect their
own materials which are then shared with their students
through the web server.

4. Online English Teaching
Experiment Analysis

4.1. Student Status. According to the gender of students,
mastery of them is shown in Tables 1 and 2.

As shown in Figure 2, in the six experimental classes,
male students’ mastery of art is basically similar, and their
cultural courses, painting, and thinking skills are not
much different, indicating that the selected sample data
are comparative and convenient for comparison. Student
changes before and after virtual reality technology. In
order to comprehensively compare the data and compare
the changes in the artistic abilities of students of different
genders under virtual reality technology, we have
drawn Table 2.

It can be seen from Figure 3 that there are some dif-
ferences in overall artistic abilities between male and female
students before they have been taught. Female students’
thinking and learning abilities are slightly higher than those
of male students, but the overall difference is not large.
Basically, it does not affect the experimental results.

4.2. Degree of Improvement of Different Learning Methods.
/ree-month teaching is conducted for these six classes, and
the students are divided into two types of teaching. After
that, we calculated the students’ artistic abilities and com-
pared the changes in their abilities, as shown in Table 3.

It can be seen from Figure 4 that after three months of
teaching, the score of the experimental group has not im-
proved much; it improved only from the mean value of 2 to
about 2.7, while the students who were taught through
virtual reality technology have increased greatly, from the
score of 2 to about 5. In order to verify whether the con-
clusion is also suitable for female students, we have made
statistics on the promotion of female students, as shown in
Table 4.

It can be seen from Figure 5 that after ordinary teaching,
female students have increased from 2 to about 3.5, and after

Table 1: Mastery of male students.

Creative thinking Learning attitude Learning ability Basic ability Painting Cultural lessons
Class 1 1.83 1.89 2.4 2.15 2.35 1.9
Class 2 2.42 2.41 2.23 2.01 2.5 2.06
Class 3 1.92 2.16 2.42 1.99 1.87 2.2
Class 4 1.85 2.09 2.25 2.37 1.88 2.37
Class 5 2.1 2.32 2 1.82 2.15 1.85
Class 6 2.11 1.87 1.85 2.41 1.83 2.02
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Table 2: Art mastery of female students.

Creative thinking Learning attitude Learning ability Basic ability Painting Cultural lessons
Class 1 2.38 2.28 1.84 1.81 1.91 2.37
Class 2 2.16 2.47 2.23 2.21 2.28 1.86
Class 3 2.22 1.98 2.27 2.4 2.05 2.34
Class 4 2.24 1.81 2.05 2.14 1.98 1.94
Class 5 2.25 1.96 1.84 1.8 2.5 2.27
Class 6 2.46 1.87 1.99 2.41 2.29 2.09
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Figure 2: Art mastery of male students.
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virtual reality teaching, the average has increased to about
6.2, which is higher than that of male students.

4.3. Survey of Teaching Views. After the completion of the
unit assignment, the students’ understanding of the unit
course content is surveyed and compared./e survey results
are shown in Table 5.

It can be seen that before teaching, most students have
relatively little knowledge about stage art, singing, and other

related arts. How many students only stay at the stage of
having a little understanding without comparing the
teaching results is as shown in Figure 6.

It can be seen fromFigure 6 that after virtual reality teaching,
students’ understanding of various arts has been greatly
improved.

In order to understand the degree of student satisfaction
with different teaching methods, we conducted a survey of
students with different teaching methods, as shown in
Table 6.

Table 3: Male students after teaching.

Teaching methods Class Creative thinking Learning attitude Learning ability Basic ability Painting Cultural
lessons

Offline teaching Class 1 2.46 2.19 2.34 2.16 2.11 1.95
Class 2 2.26 2.3 1.8 2.09 2.28 2.16

General online teaching Class 3 3.79 4.07 3.84 3.9 4.05 4.46
Class 4 4.34 4.97 4.21 4.3 4.22 4.81

Virtual simulation online teaching Class 5 6.08 5.93 6.23 6.28 6.13 6.12
Class 6 6.56 6.4 6.51 6.81 6.92 6.91
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Figure 4: Changes of male students after teaching.

Table 4: Changes of female students after teaching.

Teaching methods Class Creative thinking Learning attitude Learning ability Basic ability Painting Cultural
lessons

Offline teaching Class 1 2.45 2.59 2.44 2.3 2.98 2.71
Class 2 3.13 2.95 2.99 3 3.44 3.37

General online teaching Class 3 4.34 4.46 4.55 4.95 4.36 4.61
Class 4 4.76 5.32 5.21 5.26 4.93 4.74

Virtual simulation online teaching Class 5 5.85 6.02 6.02 6.25 6.04 6.16
Class 6 6.36 6.96 6.44 6.99 6.31 6.45
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Table 5: Level of understanding before teaching.

Very understanding To understanding Basic understanding Do not know
Choreography 2 4 5 105
Singing 2 8 18 101
Facebook 1 8 21 99
Business 0 3 13 92
Character 5 26 52 39
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Figure 6: Degree of understanding after teaching.
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As can be seen from Figure 7, in the online English
teaching virtual reality, overall, the number of people who
are satisfied with themethod in this paper accounts for about
60%, while the traditional teachingmethod only accounts for
about 30%.

5. Conclusion

/e unique data of the education system include not only the
conversation data generated by teacher-student interaction,
but also the education management data of online student
management.

It is also beneficial to let students play a leading role and
encourage independent student learning. Students can
choose appropriate courses.

/e artificial intelligence in education has brought new
vitality to traditional school education. In the future, schools
will shift from a large-scale teaching model to more inno-
vative and student-centered personalized teaching. With the
support of artificial intelligence technology, it may be
possible to truly realize the educational ideals of personal-
ized education.
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