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In this paper, we design a corpus-based 3D animation digital media system to improve the accuracy of 3D animation generation
and realize crossplatform animation display. The corpus module extracts high-precision data through web crawling, web cleaning,
Chinese word separation, and text classification steps; the character animation generation module uses the semantic description
method to expand the frame information description of the extracted data, calculates the object spatial 3D coordinates, and uses
the built-in animation execution script to generate 3D character animation; the improved digital media player module uses the
improved digital media player to realize crossplatform display of 3D character animations using the improved digital media
player. By constructing multidimensional character relationships and combining multiple visualization methods, the complex
and multifaceted social relationship network is made available to users in an intuitive and more acceptable and understandable
mode. Through a large number of user surveys, it is proved that the visual analysis method combining real social and virtual
social proposed in this paper provides a more adequate and reliable basis for friend recommendation and social network
analysis; the combination of multiple character relationships with geographical information and the use of visualization to
describe multidimensional historical character relationships provides a new research perspective for the research and
exploration of humanistic neighborhoods. The experimental results prove that the designed system can effectively read known
contents and extract keywords and generate 3D animation based on keyword features, with a high accuracy rate, fast response
time, small frame loss rate, and crossplatform display animation advantages.

1. Introduction

Digital media art is a multidisciplinary and crossdisciplinary
art form, a connection between art creation and science and
technology. Advances in technology have given birth to new
art forms, from film, television, and video to video art, mul-
timedia art, and digital art, all of which have been inspired
by advances in science and technology to give birth to new
art. The advancement of technology has given birth to new
art forms, from film, television, video to video art, multime-
dia art, and digital art, all of which are the advancements of
science and technology that have inspired the birth of new
art. Advances in science and technology have created new
platforms and spaces for artists, greatly enriching the forms
of artistic creation and promoting the development of art.

Digital media art is the establishment and expansion of
new fields of art supported by new science and technology,
such as digital newspapers, digital film, three-dimensional
virtual space, and mobile digital media. It has become an
excellent way to develop new fields of art. It is digital media
art that disseminated across media and flush with special art
forms and language patterns and is gradually being under-
stood and used by increased people. As time goes by, digital
media art gradually penetrates our daily life, and it is not
only new technology but also a new way of life and aesthetic
form [1]. Along with the rapid development of science and
technology, the application of digital media art is becoming
increasingly widespread. The application of digital media, a
new form and novel technology in art, has a broad develop-
ment prospect and market appeal and is flourishing, but
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because the country is in its infancy, the related theory and
technology are not perfect and mature [2]. In this context,
this thesis takes digital media art as the research object,
deeply studies and explores the application cases of digital
media art in display design, and summarizes the relevant
theoretical exploration and forward-looking prediction for
the future.

Technology has led to the constant updating and devel-
opment of digital media, and the traditional static sculpture
is no longer enough to satisfy the artist’s expression of sculp-
tural language. Sculptures do not only stay in their practical-
ity and decoration, but nowadays, they tend to be more
interactive, and sculptures show their way of thinking in a
new way without missing the real connotation of sculpture
[3]. Digital developments have allowed sculptures to take
on more forms than just the traditional practical sense.
Traditional art and new technology are gradually coming
together, as exemplified by the birth of CG illustration,
which has infiltrated animation, games, film, and television.
Digital sculpture and 3D character animation are two disci-
plines in which 3D technology is applied, and they are both
different and related [4]. It is a digital media art that spreads
across media and is equipped with special art forms and lan-
guage models. It is gradually being understood and used by
increased people. During the dissertation research, the fol-
lowing sections are covered: the comparison between sculp-
tural modeling and 3D character animation; the connection
between digital sculpture and 3D character animation; and
the exploration of mutual learning and enhancement among
3D character animation and digital sculpture. The difference
between the two art forms in terms of practice makes the
research on the correlation between them relatively scarce,
the relevant researchers at home and abroad are relatively
scarce, and the relevant literature is also relatively scarce.
Only a few people have explored the integration between
the two disciplines of digital sculpture and 3D character ani-
mation. The study of this paper requires strong professional
skills and comprehensive professional ability [5]. Firstly, to
explore the relationship between the two, as a basic research,
one must understand the background, purpose, significance,
relevant software and theoretical basis of the topic, and other
basic theories. Secondly, find the similarities and differences
between digital sculpture and 3D character modeling and
find the intrinsic connection between the two based on the
similarities. Analyze how the two can learn from and
improve each other based on their correlation.

Corpus is a large-capacity electronic text database contain-
ing language fragments or texts constructed by following the
laws of fixed linguistics. It can analyze a large amount of lin-
guistic data by computer and elaborate the real situation of
data usage from a macroperspective, with high accuracy of
data analysis. To improve the accuracy of 3D animation and
realize the crossplatform display of animation, this paper
designs a digital media system of 3D animation based on the
corpus. The experimental results prove that the system in this
paper can effectively improve the accuracy of data extraction,
successfully build 3D animations, and can displayed on differ-
ent platforms. Cartoons are a very popular form of entertain-
ment for children, and cartoons are even more closely related

to the growth and development of young children. By focusing
on the composition of the language of children’s cartoons, this
paper hopes to draw the attention of more children’s anima-
tion script creators, who can combine the language develop-
ment characteristics of children while creating cartoons, so
that children’s cartoons can be suitable for children’s growth
and development.

2. Current Status of Research

In recent years, animation design has been developed rapidly,
and at the same time, the quality of 3D animation material
design has also put forward higher challenges [6]. This has
put forward new requirements for the work of the 3D anima-
tion material management system platform. At the end of the
last century, with the development of China’s Internet business,
the issue of China’s domestic design informatization was
widely mentioned, as a kind of information system for the
design process resource optimization allocation as the main
development goal is the process of acquiring, processing, and
regenerating the information formed in the design process
[7]. The Informa ionization of design resource base manage-
ment is also one of the key elements that come out in this pro-
cess [8]. Design resource library management informatization
is this in the design process, the existing design information,
and design resources through the application of many Internet
technology and multimedia technology to achieve its overall
planning [9]. It can analyze a large amount of language data
through a computer and explain the real situation of data use
from a macro perspective, with high data analysis accuracy.
For the development of this system, many companies engaged
in the design of three-dimensional animation materials have
formed a more complete resource management system; at the
same time, most design companies through self-development
or outsourcing on line based on WEB technology three-
dimensional animation material management information sys-
tem basically have realized the demand for network resources
for the management of the design system [10]. In the process
of promoting the information construction of animation
material management, to break through the barriers of core
technology, it must achieve the normality of information in
the process of use, the flexibility, and development of the sys-
tem, etc., which will directly affect the steady progress and
rapid development of the information construction work of
the three-dimensional animation material library resource
management.

The effect of the application of 3D animation material
management system is more obvious, among which the more
prominent is the design process drawing management system
represented by PTC, which can easily view the design draw-
ings in the library and can realize 3D preview and 3D to 2D
conversion, which greatly facilitates the design department
to carry out the design management of drawings [11]. Aydınlı
et al. designed an animation interactive platform system based
onmicrocontroller and Scratch, which connects the real world
with the animation world by combining pure computer-side
animation programming and lower computer programming,
with the advantages of development and sharing [12]. Chollet
et al. designed a 3D animation production assistance system
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based on visual recognition, which uses the motion and
expression capture technology in visual recognition to render
the animation task action expressions, which improves the
efficiency and quality of 3D animation production [13]. Most
design companies currently use three main types of 3D anima-
tion material management platforms, stand-alone manage-
ment mode, departmental LAN management mode, and
company LAN management mode. Among them, the stand-
alone management mode and the departmental LANmanage-
ment model require a high degree of data processing, due to
the lack of effective sharing between the drawing resources
of each designer; so, the designers often have the problem of
repeated design in the process of material design [14]. It seri-
ously restricts the overall material drawing design efficiency
of the enterprise. Therefore, in this paper, we concentrate on
a management information system based on the company’s
local area network. In this system, the main purpose is to pro-
vide the necessary information services for the whole company
by fully utilizing the data of each department through the inte-
gration of multiple departmental management systems [15].

3D animation material library platform is a database
management software developed for better management of
3D animation material resources. According to the actual
requirements of the design company, that is, to achieve the
basic information of designers, 3D animation material
resource information, material map review, and sign and
material map version management as one of the centralized
managements of 3D animation material, the 3D animation
material database platform can help the designers to manage
these tedious data easily and quickly. It can record in detail
the records of the designers every time they log in to modify
and can identify different versions of the material drawings,
which effectively improves the problems of information loss
and version confusion in the design process. The 3D anima-
tion material library platform has advantages that cannot be
compared with manual management: easy to find, high reli-
ability, good confidentiality, and low cost.

3. 3D Animation Corpus Digital Media System
Design Analysis

3.1. 3D Animation Corpus Rationalization. With the devel-
opment of the times and the progress of science and technol-
ogy, information technology has completely changed
people’s lives, and concepts such as information systems,
which are closely related to it, are rapidly attracting people’s
attention. As people know increasingly about information
systems, they realize that information system is the combi-
nation of processes such as collecting, transforming, and
saving data, and its main role is to help people do their work
more easily and quickly and solve practical problems
through the operation. By paying attention to the language
composition of children’s cartoons, we hope to attract more
children’s animation script creators’ attention. While creat-
ing cartoons, we can combine the characteristics of chil-
dren’s language development to make children’s cartoons
truly suitable for children’s growth and development. By
studying the definition of information, people realize that
only under certain conditions can data be transformed into

information, and only after corresponding processing and
transformation can data be adopted as information and
can become effective information and help people to solve
practical problems [16]. It is also important to note that pro-
cessing and transforming information resources are an
essential feature of information systems, and only after cor-
responding processing can data fully meet the requirements
of existing procedures and thus become truly qualified infor-
mation that can have a significant impact on decision-
making. It is on this basis that it is shown that data is the
factor that plays a fundamental role in the process of deci-
sion management. At the same time, in the process of work-
ing with information systems, the talents of the designers are
fully demonstrated, and the participation of each staff mem-
ber realizes his or her technical skills. It is in this way that
the information system can make the best data integration
and can help in the final decision making.

The corpus-based 3D animation digital media system is
divided into 3 modules, which are corpus module, character
animation generation module, and improved digital media
player module, and the system block diagram is shown in
Figure 1.

A corpus is a collection of linguistic materials collected
and sampled using certain principles and classified and
assembled by certain methods for a certain purpose, which
has the advantages of a large amount of information, a
strong representation of linguistic materials, and a wide
range of applications. The data collection phase is to find
the hypertext markup language (HTML) pages related to
the topic on the Internet and store them in the initial web
page library [17]. The main function is to help people com-
plete their work more conveniently and quickly and solve
practical problems through operations. Through studying
the definition of information, people realize that only under
certain conditions can data be transformed into information
and only after corresponding processing and transforma-
tion. The page cleaning stage is to clean and optimize these
HTML pages, which must be changed from different page
encoding to the same encoding, because there are many
pages with different encoding on the Internet, and finally,
these HTML pages with the nonstandard structure are chan-
ged to standard Extensible Hypertext Markup Language
(XHTML) pages, which are stored in the clear page library.
The page parsing process is to use Extensible Markup Lan-
guage (XML) parser to analyze these standardized pages,
remove the information in the pages that are not related to
the topic, obtain the data related to the topic, and store these
data in the corpus. The word separation phase is to imple-
ment Chinese word separation on the acquired data to get
the word frequency and document frequency. The category
core word acquisition phase is responsible for calculating
the core words of each category and ranking them according
to their importance. The scale control phase is to repeat the
above process through the acquired category core words
until the scale meets the requirements.

Q Y/V∗ð Þ
Q Y∗/V∗ð Þ ≥ Z: ð1Þ
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Digital sculpture and three-dimensional character ani-
mation belong to the same category of three-dimensional
art and also follow the principle of the whole and the local.
Different creators have different degrees of understanding
of the whole, whether it is painting or 3D art, and they all
follow a process of first the whole, then the local, and then
from the local to the whole. In the early stage of modeling,
we should learn to “give up” the details, so that we can
“get” the accurate shape, according to the accurate shape,
and then carry out the in-depth portrayal of the details.
When dealing with details, you still must consider the whole,
to avoid the situation of overwhelming the main. When the
details are deeper, we generally must adjust the whole, rather
than continue with the details. In this way, the character
models and digital sculptures of 3D character animation
are stylistically rigorous without losing the exciting details.
The idea of the whole permeates all art classes, and for works
of realistic character, all visual images created are portrayed
with nature as the original form.

sg Y , V∗ð Þ
SN

≤ Z, ð2Þ

ln Q Y/V∗ð Þ
Q Yð ÞQ V∗ð Þ ≤ Z: ð3Þ

In the digital age, digital technology has brought about
tremendous changes and impacts on social life, spirituality,
and economic life. At the same time, the development of
digital art has also led to the development of digital sculpture
and 3D character animation, neither of which is a
completely independent entity between the industries, yet
displaying their own unique and individual characteristics

[18]. Digital sculpture and 3D character animation, as two
directions of digital art born by relying on digital technology,
have the same era, representativeness, and humanity as the
products of digital art, although they are studied in different
directions.

sim vi, vj
� �

= 1
JS v2i , v2j
� � : ð4Þ

The biggest advantage of using network display is that it
can be free from the limitation of time and space, and
everyone can be at the home, office, and any other place
with the network, if there is a demand for knowledge, just
open the page through the computer. Using online display,
so that the display becomes ubiquitous, the audience can
just click the mouse keyboard in front of the computer,
and the network display of this powerful advantage will also
be the inevitable trend of future display design. The online
display makes full use of the Internet’s wide coverage, fast
dissemination characteristics, while the network display
also not limited by time and space. Online display to con-
venience for people to contact, more vivid form is gradually
adopted by display designers, and at the same time, this can
also meet people in the new era of the new requirements of
the display.

JS v2i , v2j
� �

= 1
2 DKL vi, vj

� �
−DKL vj, vk
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: ð5Þ

The database of the 3D animation material management
system is using the SQL Server2000 database, the database
operation is relatively simple, and the 3D animation material

Web scraping

Web cleaning

Chinese word segmentation

Text categorization

Ontology mapping

Scene information

Animation execution script

Navigation layer

Decoding the display layer

Platform abstraction layer

Browse content

Corpus module Character animation generation module Improved digital media player module

Corpus-based 3D animation digital media system

Collaborative contribution

Figure 1: Corpus-based digital media system for 3D animation.
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management system such as small and medium scale sys-
tem can provide faster data access. The program of 3D ani-
mation material management system is written in java
language, it uses S2SH framework, separating various busi-
ness separation techniques within the source system is the
feature of S2SH framework, making the system run more
stable and easier for the later maintenance of the system,
and the front of 3D animation material management sys-
tem uses CSS+DIV, guaranteeing the dynamicity and sta-
bility of the page and finally the 3D animation material.
The debugging operation of the management system is very
convenient and stable.

DKL vi, vkð Þ = 〠
K

k=1
p z vijð Þ ln p z vijð Þ

p zk vj
��� � : ð6Þ

The 3D animation material management system is
completely developed and designed for enterprises, and
none of the content involved in the development process
involves contracts, responsibilities, and other aspects that
contradict the law. First, in the standard configuration of
the desktop computer and ordinary browser can run nor-
mally on the three-dimensional animation material man-
agement system, the enterprise’s desktop computer can
run normally. The air mouse is the air mouse. When the
user holds the air mouse and swipes it, the sensor inside
the air mouse will sense the change of gravity, thus realiz-
ing the function of position sensing. There are specially
designed air mice, and some are integrated in the remote
control. Touchpad control generally involves designing a
touchpad on the TV remote control, and some are specially
equipped with a touchpad. The principle is to use the slid-
ing operation of the finger to move the input device of the
cursor. The operation is like that of a laptop. Gesture
somatosensory control currently generally captures the
user’s gestures and body movements through a camera
and realizes control through present action corresponding
functions. Users can click anywhere on the screen, which
will bring convenience to many operations such as games,
web browsing, and video-on-demand. In addition, air
mouse can also support many applications and games for
motion control, making it more fun for users to use.
Changlong’s air mouse also has a voice button. If the user
does not respond sensitively to the TV when making a
far-field voice, he can press the voice button on the air
mouse to perform voice operations. The category core word
acquisition stage is responsible for calculating the core
words of each category and sorting them according to the
importance of the core words of these categories. The scale
control stage is to repeat the above process by obtaining the
core words of the category until the scale meets the require-
ments. Second, the people who can access the system are
the designers and administrators within the enterprise; so,
for the utilization of resources and operability, only a small
number of tables in the operation database need to be
operated, and it can make the three-dimensional animation
material management system complete and stable operation,
without causing huge pressure to the three-dimensional ani-

mation material management system. Third, the operation
of the three-dimensional animation material management
system is relatively simple, and the UI interface design is
more humane, whether it is a manager or designer can be
smoothly operated, not only will not affect the internal
work effect of the enterprise but also provides some more
humane features to help improve efficiency, as shown in
Figure 2.

Functional requirements analysis is the basis of 3D ani-
mation library management software. Through functional
analysis, we can realize the basic content of 3D animation
library management software. Specifically, there are com-
mon functions such as managing 3D animation material,
maintaining, and managing system stability functions, man-
aging user functions, and managing retrieval functions and
other less common functions. These functions are the focus
of the design and development of the 3D animation material
library management software. Resource management tar-
geted at 3D animation clips to ensure the availability and
reliability of these 3D animation clip resources. In fact, 3D
animation material management is mainly aimed at upload-
ing and downloading many existing 3D animation materials,
as well as querying and deleting, modifying functions, etc. At
the same time, users have different kinds and characteristics.
Therefore, in uploading and downloading, just a single
resource downloading and uploading is not enough to satisfy
users’ needs, but more to realize the uploading and down-
loading function of multiple resources at the same time. In
addition to this, there is a need to provide the ability for
users to self-describe the resources in the system themselves
and to be able to use keywords for searching and accessing
them. There is also a need to provide functions such as mod-
ifying and deleting keywords.

vk =
1
2 vi − vj
� �

: ð7Þ

The ability to find and use resources must not only
have a detailed record of the resource but also the ability
to read specific information about that resource promptly
[18, 19]. This condition must be fulfilled to ensure the
needs of the users. Because in a system, there are undoubt-
edly many information resources, and how to find the
information that is useful to them and make use of it
among the many information resources is the goal of the
user. So according to this need of the user, there must be
a perfect mechanism for the user to find and browse to pro-
vide convenience. In addition, the 3D animation material
library management software must also achieve online
interactive functions, not only to enable designers to query
the database resources more easily. Communication and
review functions should also be designed to allow managers
to review the material design drawings in the database and
ensure that these reviews are recorded and made visible to
other users.

3.2. 3D Animation Digital Media System Design. As a contin-
uously running system, the functions of the 3D animation
material library management system are to enable the
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management and maintenance of itself in addition to the
users and data. The purpose of managing itself is for the
maintenance of the system, its stability, and scalability and
supports for user access. These maintenance functions
should be able to both ensure that the system is backed up
in the event of an unstable state and to achieve system emp-
tying and recovery functions to ensure normal operation of
the system.

Users of the 3D animation footage library include
different designers. Their use of resources is mainly focused
on uploading and downloading 3D animation footage
resources, as well as querying and deleting, modifying, and
other functions [20, 21]. Whether it is painting or three-
dimensional art, it follows a process from the whole to the
part and then from the part to the whole. In the early stage
of modeling, it is necessary to learn to “let out” the details,
to “get” the accurate shape, and then carry out the indepth
description of the details according to the accurate shape.
At the same time, the users have different kinds and char-
acteristics. Therefore, in uploading and downloading, just
a single resource downloading and uploading is not
enough to satisfy the users’ needs, but more to realize
the function of uploading and downloading multiple
resources at the same time. In addition to this, there is a
need to provide the ability for users to self-describe the
resources in the system themselves and to be able to use
keywords for searching and accessing them [22]. There is
also a need to provide functions such as modifying and
deleting keywords. The system should also give different
permissions to different users, for example, administrators
can have the function of uploading resources, while
designers have the function of downloading and browsing
to ensure that the management and security of the system
resources are achieved.

The design focus of the 3D animation material manage-
ment system is the functional design of the system. The basis
of the 3D animation material management system is the
functional design, and only if the functional design is com-
plete can the normal operation of the system be realized.
Not only should the design be considered from the
designer’s point of view but more importantly from the
user’s point of view, because only in this way can the nor-
mal operation of the functional board be realized, such as
how to manage database resources, how to manage users,
and how to manage the system and maintain the system
and the retrieval function. The functions designed through
different perspectives can only make the platform a perfect
platform; that is, there is a system platform for the design
manager, and then there is also a 3D animation material
platform for the users. Both as the management platform
of the system bear different roles and functional require-
ments, respectively, and its module framework is shown
in Figure 3 below.

The more important aspect of the 3D animation material
management system is the design and management of per-
missions in access control management. By limiting the
scope of the resource management object, restrict all
designers to freely access their management functions out-
side the three-dimensional material library resources; of
course, the resources cannot be open to all designers and
allow all designers to design planning resources. To achieve
this restriction, the general designer is in the access rights
that are divided into two access modes of authentication
login type and nonauthentication login. For these two access
modes, different user identities can implement different
access methods. For example, a registered user of the system
can achieve authentication type access. And nonregistered
users can implement a nonauthenticated access mode. The
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development of digital art has also led to the development of
digital sculpture and three-dimensional character animation.
The industries are not completely independent individuals,
but they show their own unique and individual characteris-
tics, as shown in Figure 3.

Take managers as an example, user logins for general
managers are divided in two ways: full selection and unit
selection. Comprehensive selection is to grant certain per-
mission all to a team of managers, while unit selection is
to subdivide the permission, and on this basis, according
to the different characteristics of different managers, respec-
tively, authorized. Statistical analysis and management can
effectively play a role in enhancing the utilization rate, as
a platform for the 3D animation material management sys-
tem to achieve the coordinated development of various
parts of the function. The design function of the statistical
analysis module cannot only be used effectively for resource
management of 3D animation material. And as an impor-
tant function of platform resources, it can also effectively
carry out statistical analysis of resources and detailed statis-
tical resource storage management. 3D animation material
management system with the help of statistical analysis
not only can the system of resource type, resource quantity,
and effectively improve the statistical analysis of storage uti-

lization. Moreover, the most important thing is to track the
access records of designers, as well as to realize the hot
access tracking of system resources, and finally, the results
of monitoring are gathered into statistical information
icons.

The ultimate purpose of classification is to perform
storage, which is the core work of database resource man-
agement. This is the goal of managing textual and docu-
mentary information. Therefore, the way of classifying
these different categories of information becomes the key
factor. For this, a data structure approach is used. This is
shown in Figure 4. The ultimate purpose of classifying the
database resources is for storage, and this is the core tech-
nique of resource management database. With the help of
this technique, effective management and querying of tex-
tual information, as well as various management docu-
ments by selecting some way, should be the goal of every
database design. See Figure 4.

The main function of this section is the functional defi-
nition and input of information. It is about the design of
what kind of resources and how they are to be entered into
the system. The issue of data quality in input design is criti-
cal and needs to be given full attention. Based on this, the
search terms must be set correctly. If the input search terms
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Figure 3: Resource classification map.
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are not highly relevant to the original data information,
even if the system technology is advanced, the search tools
matched, the system performs well, and the final search
results will be very different from the user’s needs, which
will directly affect the evaluation of the system effectiveness.
This powerful advantage of network display will also be the
inevitable trend of future display design. Online display
makes full use of the wide coverage and fast spread of the
Internet. At the same time, online display is not limited
by time and space. In addition, as an interactive state, poor
input design will directly affect efficiency. The design spec-
ifications used for the two phases of the data input and data
preparation process refer first to the criteria for data input,
while the data preparation process, in which a series of sur-
veys and statistics must be conducted, is equally important.
Because the statistics usually must contain information
from multiple designers, this information directly reduces
the number of data revisions required to reduce the data,
circumventing the workload of tedious repetition, or direct
changes to the original data. If allowed, it can also be
opened to managers, allowing the data to be at their level
is to effect change.

4. Analysis of Results

4.1. Experimental Analysis. Taking a part of a selection from
a children’s storybook as an example, the system in this
paper is used to generate a 3D animation of this content.
The system in this paper can effectively read the known con-

tent and extract the keywords, generate the 3D animation
based on the features of the keywords, and display it through
a digital media player. Recall refers to the ratio of the num-
ber of relevant documents searched by the system to the
number of all relevant documents in the document library
and measures the search completion rate of the system
search. The accuracy rate is used to measure the accuracy
of the system in generating 3D animated characters. For this
purpose, the system in this paper is used to extract data with
microcontroller and Scratch-based animation interactive
platform system and visual recognition-based 3D animation
production assistance system and compare the accuracy and
recall rate of data extraction of the three systems, and the
test results are shown in Figure 5.

According to Figure 6, it is found that the average accu-
racy of data extraction of this paper system is 96.7%, the
average recall rate is 92.7%, while the average accuracy of
the remaining two systems is 84%,84.9%, and the average
recall rate is 82.2%,82.6%, respectively. The experimental
results prove that the system in this paper has high accuracy
in data extraction and can accurately provide data support
for the subsequent operation.

The third is that the operation of the 3D animation
material management system is relatively simple, the UI
interface design is more humane, and both managers and
designers can operate smoothly. The performance of the
player of this system is tested, and the performance of the
player is mainly divided into three aspects: start-up time,
frame loss rate, and closing time. The start-up time

Verification
activities

calibration

Internal audit System resources

Take managers as
an example

Full selection and
unit selection

Comprehensive
selection is to

grant certain permission

While unit
selection is to
subdivide the

permission

Statistical analysis 

Animation material
management system

with the help

Statistical analysis
of storage
utilization

Scheduling/planning
for production

3D animation
material

Important function
of platform
resources

Control of
maintenance

The design
function of the

statistical analysis
module

Different characteristics
of different managers

Statistical analysis and
management

Enhancing the
utilization rate

3D animation material
management system

Various parts of
the function

Control of hon-
confoimmnce

Measurement of
customer

satisfaction

Handlling
customer

complaints

Figure 4: Diagram of the relationships between the entities in the system.
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represents the time from opening the 3D animation to the
successful display of the animation on the device, the size,
format, and resolution of the 3D animation file, and the
hardware performance of the platform will affect the start-
up time; the frame loss rate represents the percentage of

the dropped frames to all the frames, and the decoder is
overloaded so that the 3D animation image cannot be
received outside the renderer soon enough to cause the
frame loss rate; the shutdown time represents the time from
the player receiving the shutdown command to the
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Figure 6: Playback performance of the system on different platforms.
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complete. The shutdown time represents the time from the
player receiving the shutdown command to the complete
shutdown. The 3D animation designed in this paper is rep-
resented by wmv1, and the 3D animation obtained from
the network is represented by wmv2. Figure 6 shows the per-
formance test results of this system on different platforms.
According to Figure 6, the start-up time, frame loss rate,
and closing time of the two test files played by the player
of this system on different platforms are similar, which are
within the acceptable range. In the case of increasing test
files and resolution, the performance of the player of this
system does not degrade significantly and is still within the
acceptable range. The experiments prove that the system
can display 3D animation on different platforms with a fast
response time and small frame loss rate. See Figure 6.

The four work areas of system planning, system analysis,
system design, and system implementation are included in
the complete 3D animation material management system
and are part of the management information. The logical
and technical design aspects of the functional issues are
mainly solved by the system analysis and system design
work sessions, while the technical transformation of the
design into a realistic 3D animation material management
system is achieved physically by the system implementation
of the past work results. In uploading and downloading, only
the downloading and uploading of a single resource cannot
meet the needs of users, and more is to realize the uploading
and downloading function of multiple resources at the same
time. The system implementation helps to maintain the reli-
ability of the system, and on the other hand, to achieve the
maintainability of the system.

The test process then proceeds, the input modules are
tested, and then the resulting passes are scrutinized. Since the
modules meet the requirements specified in the above proce-
dure, see if they also meet the intended purpose. If so, then

the system design is correct. If not, then the system design is
incorrect. At this point, the input modules need to be checked
step by step, considering the special data and the exact time of
calculation storage, to lock in the error as much as possible and
find out where the error lies. The joint adjustment stage is a
kind of stage to test the organic union of each module, and
the test subject is still the overall system design while including
some of the modules, the interface of each module, and the
function interface, where the test angle of the function interface
is its data transferability function, and finally get the error of
each module in data transfer. The joint adjustment phase and
the system debugging phase have different debugging degrees,
and the former debugging perspective is the system, while the
latter debugging perspective is the parts of the system.

4.2. System Performance Results. In the 3D animation mate-
rial management system, one of the key indicators of how
fast or slow the mass sending is the access process, and the
process of software testing is the most important. To see
the performance load of the system, information processing
capacity, and the integrity of sending, we conducted a per-
fect stress test; that is, we used concurrent login operation
to send many SMS contents in a short period, and at the
same time, we judged the fast and slow mass sending by
recording the contents and number of SMS messages sent
out and checking the omission of the receiving end. Observ-
ing Figure 7, we can find that when the number of mass SMS
is greater than four hundred, the packet loss rate starts to
appear and rises slowly; when the number of mass SMS is
greater than five hundred, the packet loss rate rises rapidly,
and the data also starts to be delayed. Thus, it can be con-
cluded that to maintain the sending performance of the sys-
tem and avoid system delay, the mass sending volume of the
data of the 3D animation material management system
developed in this paper should not exceed 400 as much as
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Figure 7: System performance test results.
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possible, and if a similar situation occurs, a buffer zone
can be set aside at the SMS server side, and a queue of
user accesses can be constructed in the buffer zone so that
the mass sending volume of the data is always kept below
the peak. Of course, if the system is improved on its orig-
inal basis, it can further meet the needs of efficient various
departments for system performance. See Figure 7.

In the face of different display content, touch screens
can be added to the display design to make the informa-
tion more flexible and relevant. Touch screen technology
has been quite mature at present, in the display design will
also replace the traditional display board, and the touch
panel area will also become larger. In the display design,
the touch screen is mostly used to embed into the wall,
and this practice can improve the space utilization rate
and can strengthen the connection between virtual space
and real space, which is conducive to the dissemination
of information. In the display design to join the voice
assistant, by transmitting the visitor’s voice to the com-
puter, the computer will voice information processing,
make the corresponding response, and enhance the fun
and interactivity of the display equipment. The purpose
of self-management is for system maintenance, system sta-
bility, and scalability and to support user access. These
maintenance functions must not only ensure that the sys-
tem is backed up when the system is in an unstable state
but also to realize the system’s emptying and recovery
functions to ensure the normal operation of the system.
With future technological advances, the application of var-
ious sensors will enable people to operate and interact
with more than just the use of voice, touch, eyeballs, etc.
and can even be manipulated with the mind. In the future
of display design, the addition of digital media art will cer-
tainly make it shine. The future of display design will be
more diverse in form and richer in content. It is believed
that in recent years, digital media art in display design will
be the main character, and its powerful advantages can
make the traditional exhibits new and give people a new
sense of enjoyment, and in the context of the development
of the times, but also more in line with people’s aesthetics
and needs, as shown in Figure 8.

The development of new media technology has made
traditional things more efficient and accessible. To create
3D character animation with the character and to create
digital sculptures with convenience require the creator to
delve deeper into the commonalities between the two
and to find the connections between them. This way there
is not only basic knowledge at the theoretical level but also
indepth research at the technical level. Not only because
the software can interoperate with each other but also
because any frame in the movement of the animation
character is a complete digital sculpture scene, and the
creation of digital sculpture will choose the most beautiful,
smooth, and expressive frame in the animation frame as a
reference for creation. The development of 3D technology
allows the work to recreate according to the environmental
and stylistic characteristics of modern public space. The
artist’s concept and technical expression will be adapted
as much as possible to the needs of the audience, satisfy-

ing their appreciation, entertainment, and satisfaction with
the work. Find connections between the disciplines based
on the similarities between 3D character animation and
digital sculpture.

5. Conclusion

Based on the data support provided by the corpus, a seman-
tic description method is used to generate character anima-
tions, and then 3D animations are displayed in the form of
an improved digital media player to realize the design of a
corpus-based 3D animation digital media system. The
experiments prove that the system in this paper can effec-
tively generate 3D animation based on text content, while
the corpus module can provide higher accuracy for data
extraction, and the improved digital media player can realize
the display of animation on different platforms. With the
increasing application of computer technology in university
classrooms, the existing problems are gradually exposed.
This article summarizes and discusses the reasons for the
application of computer technology in university classrooms
and proposes solutions to this problem. Countermeasures
provide a reference for the application of computer technol-
ogy in university teaching classrooms. Data collection, sys-
tem architecture, data flow, database design, and system
testing are all included in this complex management project.
For the design company, the design of the whole system of
3D animation material, to combine the big theoretical
approach to its practical situation, this paper has limitations
in some viewpoints and issues due to the fineness of the
research; thus, the 3D animation material resource database,
the connotation of the resource platform, and the system
construction issues cannot fully include. In the problem of
design efficiency improvement, it is still necessary to keep
exploring and deep thinking, so that the connotation of this
paper can be expanded indepth.
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