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This paper for wireless communication network environment driven college sports multimedia teaching, better use of all kinds of
sports teaching resources, makes the limited sports equipment sports teachers and other education resource be fully used and
shared, improves the quality of classroom teaching, enriches the students’ extracurricular sports activities, and breaks the
traditional restrictions of time and space of physical education. The college sports multimedia teaching model supplements
and promotes students’ learning of physical education in and out of class, provides new learning space and time for
college students, greatly improves students’ initiative and enthusiasm in learning education, enhances the popularization of
physical education theory knowledge, and scientifically and systematically improves students’ physical education quality. In
this paper, the application of multimedia technology in college physical education teaching has carried on the theoretical
research; this paper mainly discusses that the university sports teaching compared with the other culture has the
characteristics of and the feasibility of the application of multimedia technology in the school sports teaching and auxiliary
function of physical education teaching research, the standard of multimedia wireless communication under the network
environment drive platform design criteria. This paper discusses the design criteria of multimedia network education
platform for physical education and puts forward the overall structure model and function module model.

1. Introduction

The continuous maturity and progress of wireless communi-
cation network technology and Internet have promoted the
development of teaching system and distance education
using network. At the same time, the combination of mod-
ern network communication technology and multimedia
technology, and applied to the teaching activity under the
network environment, to create a new teaching mode, broke
the traditional teaching mode in time and space constraints,
because it is different from traditional education mode of
interactive and autonomous learning mode, strengthening
the teachers and students, the communication between stu-
dents and students. Overcome the single auxiliary teaching
system faults can timely feedback information in the physi-
cal education teaching that is a bilateral activity of teaching
and learning. The most practical thing in teaching is not
only to explain and demonstrate but also to enable students
to understand visually, so as to adapt to the future of physi-

cal education, physical training, scientific research, and
teaching management, and cultivate high-quality sports.
The development of sports wireless communication network
environment drives system based on the hardware base con-
ditions such as broadband network and campus network,
gives full play to the network function, and makes the wire-
less communication network environment drives the real
wide application.

Physical education is a bilateral activity of teaching and
learning, which is a process of perception and cognition of
movement. Therefore, self-observation teaching is one of
the better teaching methods. In teaching, teachers often
explain and demonstrate visually. However, sports technical
skills are strong, and the structure is complex, and some-
times the teacher demonstration also feels small from the
heart. Multimedia-assisted teaching is one of the effective
methods. Physical education teaching space is wide and
open, the scope of students’ activities is large, and the teach-
ing facilities are all the same. As a result, the teaching fails to
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break through the traditional teaching mode of “teacher’s
explanation in the day, action demonstration, students’ imi-
tation, and self-practice after class.” Compared with tradi-
tional classroom learning, collaborative learning, as a
learning mode, can give more play to students’ initiative
and subjectivity [1] and is more conducive to cultivating stu-
dents’ collaborative ability and lifelong sports awareness and
ability, so that students can adapt to the requirements of
today’s society earlier and faster. The development trend of
education today is to build an open and socialized system
in which individuals and the society have extensive connec-
tions and interactions. Online education is the best practice
of this open and socialized system [2]. In view of this, put
forward the thinking and solutions, this study established a
gym computer-aided teaching system and experimental
research [3]; on the basis of studying the junction interface
collaborative learning theory and the characteristics of the
physical education teaching, preliminary built sports, and
health online learning system, the two systems on the whole
interface formed a wireless communication network envi-
ronment [4] to drive the sports multimedia teaching system.
The system provides a platform for students to study inde-
pendently and cooperatively.

This paper studies to solve the problem of how to pro-
mote the multimedia wireless communication network envi-
ronment driven platform to college physical education
through the advantages of multimedia display driven plat-
form in the process of physical education. Make full use of
the resource sharing function of the Internet, effectively
and reasonably integrate the resource information of the
multimedia wireless communication network driving plat-
form of colleges and universities and the resource informa-
tion of the sports websites, achieve the purpose of
complementing each other’s advantages, and break the space
and time limitation of traditional sports teaching. Using the
timeliness, interactivity, and display of multimedia network,
it provides online learning guidance and helps for more col-
lege students and noncollege student sports fans.

2. Related Work

By using the method of network investigation [5], this paper
analyzes the current situation of the construction of network
courses for modern physical education majors. The analysis
finds that “the construction of online courses for physical
education majors is still in its infancy, and there are rela-
tively few online courses. The construction of online courses
shows obvious regional distribution.” It also points out that
although the learning resources on the websites of universi-
ties are rich, they are not organically combined with the
course content. The overall design level of the web page as
well as the evaluation and feedback of the problems need
to be improved. By means of questionnaire survey, the
author makes a survey on the key teachers of multimedia
technology in physical education and finds that the applica-
tion of multimedia network teaching in physical education is
far less than that of other subjects.

It is pointed out that it is necessary to strengthen the appli-
cation of multimedia and network teaching in physical educa-

tion, improve teachers’ cognition and mastery of multimedia
and network teaching methods, and strengthen and perfect
the construction of multimedia and network teaching in cam-
pus physical education [6]. Using the literature material law,
investigation method, comparison method, expert consulta-
tion method on the basic characteristics of network teaching,
network teaching in colleges and universities sports from
two aspects such as the meanings of made detailed elaboration
found and pointed out that the development of the multime-
dia network teaching will change the traditional system of
competitive sports centered; teaching will be more interesting
and practical [7]. The direction of physical education will be
integrated, scientific, and humanistic. This paper discusses
the teaching of multimedia network in foreign countries and
analyzes the feasibility of the application of multimedia net-
work teaching technology in college physical education. Sports
teaching form of network teaching has carried on the detailed
elaboration, and the future development trend of network
teaching of physical education teaching is prospected [8], out-
look, to set up the new concept of constructing network learn-
ing society, at the same time improve the multimedia network
teaching information literacy educators and the educated, to
strengthen the construction of sports network education and
research. Through literature, field research, questionnaire sur-
vey, comparative analysis, and other research methods, this
paper describes the application status of network teaching in
universities [9] and points out that there are many problems
in traditional college physical education, such as the simplifi-
cation of teaching content, less teaching hours, and the lack
of connection between traditional teaching and after-school
physical education. It is found that the application of network
teaching technology in physical education makes the teaching
process more effective and is more conducive to the realization
of physical education objectives. At present, the problems
existing in college sports network teaching include distortion
of sports network teaching behavior, poor interaction of col-
lege sports network teaching, single material, and so on [10].
Finally, it points out that the network teaching of physical edu-
cation has this huge development space, but because of the
limitations of the network, so physical education not
completely rely on the network teaching form.

Literature material method, experimental method, and
mathematical statistics method for the application of net-
work course in the university sports dance teaching in the
three hypotheses to make research to argue that the applica-
tion of the network course in the university sports dance
teaching can improve students’ mastery of technique, can
improve the students’ performance, and can improve the
students’ ability of the plait [11, 12]. Through experimental
statistics, it is concluded that the application of network
course in sports dance teaching is complementary and uni-
fied to traditional sports dance teaching, and its rich
resources can make students enrich and improve their dance
skills and choreography ability while taking themselves as
the subject of learning. Let the students not only in class
but also after class sports dance autonomous learning.

There are similarities and differences between PE teach-
ing and other courses. The similarities are as follows: both
are bilateral activities between teachers and students, and
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teachers should play a leading role in this process. Teachers
should guide students to learn in a purposeful and planned
way, teach them certain knowledge and skills, develop stu-
dents’ cognitive ability, and cultivate their personality and
ideology and morality [13]. The difference is that the teach-
ing of other courses is mainly through teachers’ teaching and
demonstration, through students’ own thinking process, to
understand and master the cultural and scientific knowledge
taught by teachers, while physical education requires not
only teachers’ explanation and demonstration but also stu-
dents’ direct participation in exercise activities to master
skills and techniques. In this process, students have both
mental activities and physical activities. The teaching of
other courses is mainly to develop students’ intelligence,
while physical education is not only to develop students’
intelligence but also to develop students’ physical strength
[14]. Apply multimedia technology to sports teaching, chan-
ged the traditional sports teaching to “teaching” as the center
of teaching mode, teachers teaching the use of modern
means of multimedia teaching, at the same time with the
aid of human-computer interaction and students communi-
cate with each other, inspire the students’ participation [15],
and embody that the sports multimedia teaching is based on
“learning” as the center of teaching thought. This will greatly
promote the change of the diversity and practice of physical
education teaching methods and the change of the way of
thinking of students to learn physical knowledge and skills.
In the traditional physical education teaching in colleges
and universities, the teachers give lectures mainly, supple-
mented by pictures, wall charts, and other forms of exhibi-
tion. Art lesson is mainly dependent on the teacher’s
explanation and demonstration; due to the limitation of sub-
jective conditions, many technology demonstration is hard
to be totally standard and specification; students are difficult
to form the correct action in a short-time concept; students’
learning situation also can only rely on the teachers’ feed-
back; the teaching effect was palpable [16, 17]. At present,
although the schools with better conditions have invested
in multimedia equipment, the characteristics of large capac-
ity and large information of multimedia are not fully played.
Objectively speaking, at present multimedia in PE teaching
is mostly just to feed the teacher’s blackboard writing.
Teachers only display the saved teaching content in class,
which makes it difficult for students to find the key points,
but increases the ambiguity of learning content, and it is
impossible to achieve the four-in-one effect of multimedia
picture, text, sound, and image [18, 19].

Physical education teaching is a practical bilateral activ-
ity of teaching and learning, which are interdependent and
inseparable. In the traditional teaching process, teachers
teach knowledge and technology to students through
dynamic explanation and demonstration. Students can mas-
ter basic knowledge and skills of sports and develop their
quality through positive thinking activities in active physical
exercises [20]. In the teaching of physical education practice,
students perceive technical actions mainly through “listen-
ing” and “seeing,” and “seeing” is the main source of infor-
mation for students. This requires teachers to have a very
high technical level and demonstration ability; otherwise, it

is difficult to do a very standard demonstration action, and
any teacher is only good at a few items; it is impossible to
be omnipotent [21]. In class, let students watch, analyze,
and compare with them, ask questions and answer ques-
tions, so that students can watch and listen while thinking
and speaking and so that students can avoid many common
mistakes in practice [22, 23]. It not only helps students to
master the movements quickly but also cultivates their
observation ability and analysis ability. For example, when
teaching “fish jump forward roll,” students can hardly grasp
the feeling of “jump.” At the same time, the practice is prone
to bending legs, and the body is not tight and other phenom-
ena, and the teacher can only do it at one go, decompose the
demonstration. If multimedia technology is used, it will be
much simpler enhanced through the comparison of right
and wrong [24, 25]. The role and advantages of multimedia
technology in physical education practice class teaching are
unmatched by conventional teaching. The combination of
multimedia technology and physical education practice class
teaching is a new and effective teaching means in the reform
of physical education, and multimedia technology assisted
physical education practice class teaching is worth trying,
exploring, and promoting [26]. Multimedia teaching is
mainly in the indoor use of multimedia teaching platform
for students to teach, its teaching equipment is relatively
fixed, and physical education is mostly carried out outdoors,
which determines the application of multimedia technology
in physical education; there are certain limitations.

3. Research on Multimedia Teaching Model of
College Physical Education Based on
Wireless Communication Network

3.1. Multimedia Teaching Model Architecture. Work together
reliably and effectively within a framework to arrange the
learning activities necessary to achieve learning objectives. It
can be divided into classroom teaching, broadcast course,
self-study package, network teaching, laboratory teaching,
seminar, courseware, and teleconference system. At present,
the popular network teaching system is based on B/S. There-
fore, we propose a structural model of online sports coopera-
tive learning system based on B/S structure and a computer-
aided learning system model of gymnasium based on C/S
structure. Figure 1 is the system structural model. In this sys-
tem, the client is connected with the wireless communication
network server, connected with the cooperative learning
knowledge base server through the Internet, and completed
asynchronous communication and asynchronous collabora-
tive learning. Through the touch screen terminal multimedia
courseware in the stadium for real-time multimedia collabora-
tive learning and through the video equipment to record stu-
dents’ action video for video replay and analysis constitute a
collaborative learning environment.

The cooperative learning model is an adaptive knowl-
edge base system which combines the functions of wireless
communication network services and artificial intelligence
reasoning technology. It points synchronous collaborative
learning and asynchronous collaborative learning two most,
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allowing collaboration learners through wireless communi-
cation network browser in any node on the network flexible
use of tools for synchronous collaboration services discus-
sion teaching system, chat system (touch screen), or asyn-
chronous discussion (virtual classroom, BBS, and E-mail
are not affected by geographical location and restriction).

The system is mainly divided into two modules, teacher
module and student module; the main functions are as follows:

Teacher module: by making multimedia courseware to
courseware database together with peer experts, teachers
can also use touch screen computers to teach synchronously
in class, guide students to learn synchronously and coopera-
tively, and use cameras or cameras to record and replay
actions and analyze actions. Teachers can also answer ques-
tions online, QQ, mailbox answer questions, and the infor-
mation stored in the answer database. Teachers can view
the information of resource database, maintain the sports
knowledge base and sports menu library, and effectively
manage the corresponding course resources in the server.

Student module: students can customize the learning
menu, asynchronous learning, also can download course-
ware from the courseware database to run locally, can view
the teacher’s question answering and interaction, and can
also send teachers to the teacher to ask questions, at the
same time, effective use of the resource library information
for collaborative learning. After logging in the system, stu-
dents can choose courses to study and exchange according
to the customized sports menu or knowledge list.

3.2. College PE Multimedia Teaching System under Wireless
Communication Network Environment

3.2.1. Touch Screen Computer-Assisted Learning. Touch-
screen computer-aided learning is to divide students into
cooperative learning groups according to the needs of teach-
ing and the site. In the teaching process, each group carries
out multimedia learning and practice according to the plan
and time. Multimedia cooperative learning, through watch-
ing the demonstration and explanation of multimedia
courseware, as well as the playback of personal action video,
carries on the human-computer interaction, mainly to estab-
lish the correct action technology concept and correct the
wrong action, and is the generalization and differentiation
stage of motor cognition. The expert group of students
improved technical actions, differentiated actions, and
finally reached the automatic stage of motor cognition. The
main task was to exercise and improve health, and the inter-
action between teachers and students was carried out. See
Figure 2 for the learning strategies.

3.2.2. Online Autonomous Collaborative Learning. Online
collaborative learning is independent learning through
online and offline courseware in the online learning system,
so that students can master the basic knowledge, technology,
rules, and judgment of the project. Students are the main
body of learning. Students learn and master sports knowl-
edge and skills in independent learning activities, and on this
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Figure 1: Architecture diagram of sports multimedia teaching system driven by wireless communication network environment.
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basis, carry out classroom group cooperative learning and
share collective learning and practice results. See Figure 2
for the teaching strategies.

Online autonomous learning, the application of the con-
cept of mental compensation, and autonomous learning in
the process of building system, let the student to experience
the fun of sports in the autonomous learning, cultivate the
students’ learning interest, and improve the students’ physi-
cal education learning ability, and the scientific uses of net-
work autonomous learning habit for future jobs for lifelong
physical education learning lay the foundation.

3.2.3. Teaching Method System. Teaching process is a compli-
cated process, and no teaching method can completely replace
other teaching methods. In teaching, we should optimize a vari-
ety of teaching methods, such as heuristic and guided teaching.
The role of teachers has changed under this teaching mode. In
the past, teachers mainly gave lectures in the traditional class-
room, but now, teachers have to impart knowledge, and they
are also the designers of the curriculum. The function of
teachers has become the designers of the curriculum and the

controllers of the progress of the curriculum. Students become
active explorers of knowledge, active practitioners of skills,
and participants in the teaching process.

3.2.4. Online Autonomous Collaborative Learning. In order
to support learners to actively explore and complete knowl-
edge acquisition, learners should be provided in the learning
process a variety of information resources, and these media
and resources are used to support students’ autonomous
learning and collaborative exploration cable. Therefore, the
selection and design of teaching media in traditional course-
ware design will have a new place manage way. For example,
how and where should information resources be obtained,
and how can they be used effectively.

3.3. Research on College PE Teaching Model Driven by Wireless
Communication Network and Multimedia Network. Multime-
dia network teaching platform adopts the latest B/S (browser/
server) structure, and its structure is shown in Figure 3. The
characteristics of the structure are as follows: the environment
used by the client is a standardized universal wireless
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communication network browser, and all applications are
stored on the wireless communication network server, which
can be directly downloaded when needed. Easier to manage
and maintain, because the client does not require dedicated
software, you only need to update the software on the server
when upgrading network applications. Such a structure has
good expansibility and openness; using the standard TCP/IP
communication protocol, the school can according to their
own development needs to expand the system at any time.

The working principle of the model is as follows:
teachers and students access the multimedia network teach-
ing platform through the browser, and students use personal
computer devices to connect with the server through the
browser to carry out the related sports teaching content
learning, sports resource information query, timely commu-
nication between teachers and students, personal data

upload, and other operations. Administrators of multimedia
network teaching platform and PE teachers in colleges and
universities can update and maintain the contents stored in
the server through browsers, and upload the latest PE teach-
ing resources to the server. Meanwhile, they can answer
questions online with students and give sports guidance to
students. The server consists of wireless communication net-
work server and database server. The wireless communica-
tion network server storage systems of all kinds of
application modules complete customer application func-
tionality; it receives the user’s request and the client and
translated into a database request after interaction with the
database server and the interaction results in the form of
wireless communication network page to download to the
browser; users can request the results observed. The database
server stores the database and its management software
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Figure 3: The flow chart of the teaching mode of college sports multimedia network based on wireless communication network.
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required by the system. It operates the database according to
the request sent by the wireless communication network
server and transmits the result to the wireless communica-
tion network server.

With the in-depth development of classroom teaching
reform, multimedia technology can be widely used in sports
teaching, which can not only cultivate students’ interest in
learning but also enhance students’ understanding of specific
movements, so that students can master the key points of
movement technology in a short time and learn more rele-
vant knowledge.

3.3.1. Flexible Use, Stimulate Interest. In the teaching of
physical education practice, the sound, light, color, and
shape of multimedia have an impact on students’ psychol-
ogy, satisfy their strong thirst for knowledge and strong curi-
osity, and stimulate their interest in learning. For example,
in the teaching of basic basketball tactics (cross cutting,
screen, etc.), most students have little understanding of it,
so they are dull and nervous when they cooperate with

teachers to demonstrate tactics. As a result, it takes a long
time to reach the expected teaching effect. We can use bas-
ketball game software for auxiliary teaching, which can set
up the competition environment freely under the conditions
allowed by the competition rules and can show the basic tac-
tics with no effort.

The overall structure of multimedia courseware is
composed of teaching objectives and teaching contents.
The teaching objectives of courseware include strengthen-
ing students’ physique; mastering basic knowledge, tech-
nology, and skills; cultivating students’ good ideological
and moral character; and improving students’ observation
and imitation ability. The teaching content of courseware
includes theoretical courses and practical courses, and the
teaching content structure of courseware is shown in
Figure 4.

3.3.2. Help Students to Establish the Concept of Action as
Soon as Possible. As mentioned above, the effect of college
sports model can be greatly improved if the multimedia
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wireless communication network environment is used to
drive the theoretical teaching. For example, in the football
theory class, when the teacher talks about the concept of
“offside,” most students feel that the concept is easy to
understand, but it is difficult to grasp in practice. Teacher
not only can use the form of a drawing but also can make
use of audio and video materials of some typical and atypical
in football match “offside” lens edit together, in a timely
manner from the perspective of the students to demonstrate
what is meant by “offside,” and is equipped with a hammer-
ing out commentary, mobilize students’ various senses, mak-
ing students not only from the perceptual rationally and
understand this concept.

3.3.3. Timely and Accurate Feedback to Students on Their
Learning Progress, Improve Learning Efficiency. Students
sometimes feel that their actions are wrong. In order to
avoid communication barriers between teachers and stu-
dents, this barrier can be eliminated through the guidance
of the teacher and the slow experience of the students’
behavior; if is a certain movement formed the athletes
improve or improve the performance of sports, this will lead
to the low level of sports training slower performance
improvements. If we record the athletes’ movements of each
jump and let the students watch it by slowing down the
movements, then the students can find the problems in time
and correct them. Or then through the computer processing,
prior to the recording of some excellent athletes of this
action, the two are compared; the difference can be clear at
a glance. The college sports model driven by multimedia
wireless communication network is also suitable for the
training of professional athletes.

4. Example Verification

In terms of the use of wireless communication networks and
mobile devices, the frequency, time, and location of mobile
phones with Internet access capabilities are designed. This
aims to fully grasp whether students use mobile devices
through wireless communication networks under the multi-
media teaching network environment and hardware condi-
tions of university sports learning; this lays the premise
foundation for carrying out s-ICM college sports multimedia
teaching model in college students. The survey data show
that, first of all, all the college students involved in the survey
are equipped with mobile phones, of which 96.85% can real-
ize the mobile Internet function, and the rest do not have the
Internet function or network service; it can be seen that it is
very common for college students to be equipped with smart
Internet phones. Mobile phones have become the daily
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Table 1: Regression results of college sports multimedia teaching
model.

Y Coef. Std. Err. z

Impart knowledge before class

0.832 0.356 2.284

1.235 0.523 2.563

0.756 0.445 1.786

-0.768 0.589 -1.323

Internalize classroom knowledge

0.632 0312 1.082

0.817 0.435 2.045

0.923 0.305 1.946

0.789 0.389 2.988

0.005 0.004 0.369
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necessities of modern people for interpersonal communica-
tion and self-entertainment, which has also laid a good user
base for the smooth development of the research. Secondly,
in the survey of the frequency and duration of using mobile
phones to surf the Internet, more than 70% of students use
mobile phones to surf the Internet several times a day; nearly
65% of students surf the Internet for more than 1 hour a day,
among which 12% of students surf the Internet for more
than 4 hours a day. From here also can see student to use
mobile phone Internet dependence and infatuation degree.
In the survey of the places where students use mobile phones
to surf the Internet, the vast majority of students choose to
surf the Internet in dormitories, classroom breaks, and other
places in their spare time. However, the survey shows that
there are still a considerable proportion of students who
use mobile phones to surf the Internet in class. The reasons
for this are various. They often use mobile phones to chat on
the Internet or surf microblogs, watch news, and play games
during class in the classroom. Some students use mobile
phones because they are not interested in what they are
taught, or the teachers are dull and boring. At this point,
teachers need to take advantage of the situation, while
improving the teaching level and teaching methods, guide
students to effectively combine the use of mobile phones
with teaching activities, so as to achieve the optimization
of classroom teaching effects (see Figure 5).

Faced with teaching students how to effectively control
the status and effects of the classroom, we placed the solu-
tion on the Tencent Cloud Analysis WeChat public platform

with data analysis functions. This determines the idea of big
data analysis, fully mining and extracting the data of the
WeChat background public platform, and providing an intui-
tive display of exhibits through the data visualization interface.
Observe and master the progress and validity of students’ pre-
class learning. In the detailed explanation of sports multimedia
teaching, the specific reading situation of a certain message
can be further analyzed, as shown in Figure 6.

The satisfaction tendency of students who choose to use
wireless communication network to carry out college sports
multimedia teaching and learning is I. F (function variable of
WeChat platform in preclass knowledge transmission,
teacher guidance variable and activity form variable in class-
room learning, and deep reflection and cooperative inquiry
variable in after-class inquiry). The satisfaction tendency of
students choosing to use wireless communication network
to carry out college sports multimedia teaching and learning
is expressed by function Y , which depends on Xi (various
factors influencing students’ choice of this mode). Y = 0
and Y = 1 are used to represent the two tendencies of stu-
dents’ satisfaction or dissatisfaction with the model, which
is a typical binary choice problem. For a given x represents
the probability that the corresponding individual will make
a choice. This study selects the probit and logit models com-
monly used and finds that the logical distribution can better
fit the probability distribution of the random error term than
the normal distribution. Therefore, the logit model is used in
this study to analyze students’ satisfaction with the teaching
mode (see Table 1).

60–69 70–79 80–89 90–100
0

20

40

60

Pe
rc

en
t

Experimental group
Control group

Experimental group
Control group

Lowest  Highest Avg
0

50

100

Pe
rc

en
t

Figure 7: Comparison between the experimental group and the control group.

9Journal of Sensors



The final exam scores of the experimental group and the
control group were arranged in the score interval data, and
ICONS were visualized. It can be seen intuitively from
Figure 7 that the performance of the experimental group is
significantly better than that of the control group. Most of
the subjects in the experimental group scored between 70
and 90 points, among which 70-79 points accounted for
33.5% and 80-89 points accounted for 51.4%, accounting
for 85.9% of the total proportion of the class; that is, more
than 80% of the students scored in the excellent range, while
the value of the control group was 71.7%. Two-thirds of the
students scored between 70 and 79. Among students with
scores above 90, 11.5 percent were in the experimental
group, while nearly half were in the control group. In addi-
tion, the experimental group is still superior to the control
group in the comparison of the highest score, lowest score,
and average score. It can be seen that the experimental class
has the characteristics of outstanding high scores and high
excellent ratio. Therefore, through the comparison of the
two groups’ academic performance, it can be confirmed that
the teaching mode has a positive and effective impact on stu-
dents’ performance.

The application of multimedia network teaching plat-
form can be fully realized. Universities share their teaching
information resources through the Internet and link with
multimedia network teaching platform of other universities,
so that they can also obtain teaching information resources
of other universities on their own multimedia network
teaching platform. In the information exchange module of
multimedia network platform, we can communicate with
each university through real-time communication software,
electronic bulletin board forum, and so on. Such communi-
cation can be between teachers and students as well as
between teachers and students. In this way, it provides a
good information environment for students to carry out
research learning. This form of cooperation between colleges
and universities is more conducive to the balanced develop-
ment of physical education.

5. Conclusion

The making process of sports multimedia wireless commu-
nication network model courseware is a system engineering.
It is an application software compiled by the creators on the
basis of multimedia system software and with the help of
multimedia editing tools. From the structure design of
courseware, design steps, selection of topics, design methods,
design principles, and to the final design tools of choice need
careful deliberation, careful consideration, in order to design
a scientific, reasonable, efficient teaching software. The
application and development of network teaching not only
involves the reform of teaching methods and teaching means
but also affects the development of teaching model and edu-
cational theory. Multimedia network courseware based on
wireless communication network is one of the main forms
of multimedia courseware in the future and also a resource
base for developing online teaching in the future. By com-
bining the wireless communication network system with
the multimedia network teaching platform of college sports

and applying the more advanced wireless communication
network system to the multimedia network teaching plat-
form of college sports, it can realize the synchronous updat-
ing of teaching information resources and achieve the
optimization of resource sharing and at the same time
strengthen the cooperation between universities and enter-
prises; the combination of multimedia network sports teach-
ing platform and enterprise e-commerce platform can not
only achieve mutual benefit and win-win situation but also
provide a new way for modern sports teaching.
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