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Abstract

The immediate and convenient nature of new media technology broke the territorial
limit of school or classroom and allowed students’ study to be communicated with global
information. It broke the limitations of textbooks and teachers, thus highlighted the
flavour of life and age in art curriculum. This paper intends to use the conce tW
media as an entry point, and through analyzing current educational situation of on
arts curriculum to explore the interactive course of animation and arts a actical

application.
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1. Introduction O

New media is the product of informatloqevelopme C|ety Belng faced with
tremendous changes in media sphere, Je resource struction was exposed to
changes and challenges. New media t ted by network media, mobile
phone media, digital television, wé conc cale of application has brought

profound impact on every aspec cial deve ent and has became a hot topic for
research. New media techn, 10 plicati n education provided teaching resource

construction with new possibibity an tion for development. Therefore, it is
imperative to research an amine n ettia to reconsider and re-define relevant issues

for the purpose of clet\ re preﬁa:
ition

2. New Med|§ ceptu

The terti medja’{_as coined in the 1960s, and was defined by Price. A in
2007.only V essed development in recent decades limited by level of
technologlcal develgfment. [1] The concept of new media was put forward opposing to
traditional media/aqd-¥sed to describe the communication pattern which adopting digital
information tec@}y to provide customers with entertainment and information service
via varioys(networks, communication channels, terminal devices such as computers,
digital t%bﬂn and mobile phones. It is a new media format comes with technological
developmet in information era. With the improvement of age, new media continues to

% s scale. As shown in Table 1.
Table 1. New Media and Content of Communication

U

Forms of New media Communication content

Mobile TV News, MTV, entertainment, arts, film, etc.

Communication Bank, tourism, weather information,

Graphics and Text TV advertising, etc.

Mobile information News, information, video, advertising, etc.
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Interactive TV News, MTV, on demand, advertising, etc.
Network broadcasting News, variety shows, special topics, TV movies,
television advertising, etc.
Network games Online games, advertising, etc.
TV in Building Commercials, etc.
Software communication Practical software and text, advertising, etc.
Blog, micro blogging, QQ Article, pictures, video, advertising, etc.

New media’s information propagation is both public and popular, at the samg time,
individualistic and reified. It can dispel the borders between information dis \TM
and audiences and achieve seamless communication. Comparing to the tr ';%'rour
medium: outdoors, newspapers and periodicals, broadcast, television, new ith its
reproducibility, mobility and interactivity was also called the «fifth . It also
brought the sense of immersion and hyperlink experie audiences, #nd therefore
caused qualitative transformation in media history whieh I tur gi\w media a highly
competitive edge.

Moreover, the concept of new media is multi- sional?&\ existence beyond a
mere advanced technology. The definition can expar;de% interpret from aspects of
man-machine interface, division of indus rt moveh&I and its multimedia forms
when new media combined with differ S s%ec nology, industries, art, mass

media etc. Simultaneously, new medi ed m ess and liberty for ridding itself
of material limitations. {

3. Interactive Participz;ﬂ'; ’\GJ

@he abov@% text, selecting the related learning,with the
r prob%as the center of learning content can make students

Identifying problem
current topics, real €
face the practical

ems also can drive them to learn and deal with the
problems imum . The tws an teach the students indirectly, who should teach
students h ve t ems and provide clues, so as to solve the problems, making
the studentSwexplore ge independently. At the very beginning, teachers guide
students and inspire o find out solution (for example, teachers can demonstrate the

similar concepts eachers let the students themselves make their own analysis to
recognize the i tance of learning.

tart

ion teaching class, making the rational use of interactive teaching, teachers
remise to start communication and interaction. As shown in Figure 1. Guiding
ples for teachers is to cultivate students' autonomous learning consciousness, so as
to change the dependent mentality of students, which puts emphasis on autonomous
learning during the process of learning animation. In this way, it can enable students to
cultivate their learning abilities consciously. Teachers' start refers that teachers guide the
students to start activities, who also can create more opportunities for students to use
knowledge and skills.
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Figure 1. Monitoring Process of Teachers

The relationship between new media and traditional media is of inheritante an
improvement, and of integration. Traditional media can transferred to new medi& wi e

help of digital technology, and new media then become mainstream media nment
would influence any kind of information communication, Sharing ent/’ channel
confluence and media convergence is the new trend. a%a? for form and
communication pattern constitutes new media struct pinpoint the
informational environment and media-scape of tea sources; nlflcant premise
to seek ways of teaching resource construc nd pI teachlng resource

development space; and basic condition for se@up eachl urce platform.

Animation Arts Interactive Teaching m@\le egla wronment

Classroom Interactive Teachlng U uxiliary System

Under new media educatio nmen nim tlon arts interactive teaching mainly
perform between teacher, s ts and hrough “language interaction”, “action
interaction”, “affective integaction” g y specific scenario and teaching activities,
then finally achieve %ﬁﬁ interacti 3]. In terms of time, interactions in new media

classroom genera al-time.gxchanges. More specifically, entity structure elements
of classroom int sup new media include: Learner, teaching community
(teachers er tutorship), “wedia environment, teaching information. Teaching

informatiot d other lements’ relationships while in other three elements or
occurring dowifig inter are shown in Figure 2. It is clear that entity interactive
elements are main s of classroom interactive teaching. Through competitive

interaction, mut interaction, cooperative interaction, role-play interaction between
entities to reali pected teaching effect
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Figure 2. Interaction Structure of Classroom Tea@ edia

Environment \

The teaching mode called "multiple interactions; ew te hiWcture that under
the information technology environment, the teac

CtiVitiE\Sc be as diverse and

dynamic interaction process; through optimizing,the interactiye teaching, various teaching

elements related to learning should be ma %use OP@USI the contact and effect

between them, and to arouse and promo ents' activeMearning activities to conduct

learning activities, which can form ow@ection@ifaceted harmonious interaction
0

4
teaching mode to produce teaching lﬁ ce aK ove the teaching effect. As shown

in the following Figure 3: @
N\ o
: ‘\‘ Teaching
Q | organization,
pr ation guidance and

consultion

Teachers:

\ 4

exchange,

—————— ——-\ i R T evaluation and
Q v Y feedback
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Students: < 6@ task obtaining > study af}d
completing

v

task

e 3. Multiple Interactions Teaching Mode

Based % above definition, the Conceptual Model of multiple interactive teaching
mode o ge Foreign economic law we build under the environment of information
tech 7 is defined with a quaternary equation: CM=(KM, KMS,TM, TMS). Among

% M={K, CK, SK, PK, K € Basic Knowledge,CKEComposite Knowledge,
€

Strategic Knowledge, PK € Proceduralized Knowledge};

KMS= {KR|KR. Constructing Relation in KM};

TM= {STD|STD E Sub-teaching Design and Related Template};

TMS= {STDRI|STDR. Constructing Relation in TM}

The conceptual model defines the applied basic frame structure of college Foreign
economic law teaching mode under the environment of information technology. KM
(Knowledge Model), KMS (Knowledge Model System) are corresponding to the
Knowledge representation, and are the maps of constructivism learning theory, cognitive
teaching theory and learning theory of behaviorism in the aspect of Knowledge, which
refers to the students' learning content layer, namely the basic Foreign economic law
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elementary knowledge, Knowledge of learning strategies and encyclopedic knowledge
related to study, life and major that students must master; In a certain environment,
students need to restructure the gained knowledge to realize the interaction [4]. TM
(would Model), TMS (would Model System) are corresponding to design the teaching
process, and are the maps of constructivism teaching theory, cognitive teaching theory and
behavioral teaching theory in the teaching design, which refers to the teachers' teaching
design level. Under teaching environment of information technology, teachers need to
restructure the different teaching design according to students’ actual situation to realize
the interaction among various teaching elements fully.

Animation Arts Interactive Teaching Mainly Rely on Computers and Internet

In interactive teaching primarily achieved through computers and internet, every
student has a computer for creative practlce and the interaction happen between teacher

and non- real time. As shown in Figure 4, in the interactiye teaching p ;
environment generally acts as intermediary agent to hel@ae sha@mformaﬂon
communication and cooperation between teacher and s,sand h teacher and
students to construct, manage, control and display.

Informatior ttent

Learni
mana@Em:
ont=nt

iting

SVST

Studen; MNeWlmelia environment Teacher

N
Q Communication tools
ation sharing platform

Caollaboratmre leamimg tool

/

Figure 4. Qactwe@ucture Between Human and New Media Environment
nimation Arts Classroom Teaching

Impleme@§teps of Interactive-Based Learning
D@s ription as shown in Figure 5:
i

1. ine the interactive: one or several interactive ideas are generally made by
achers and then are discussed with the students to finalize the objectives and
tasks of the interactive.

2.Make interactive plan: generally the students develop the interactive work plan and
determine the steps and procedures, which should get teacher’s approval.

3.Make decisions: teachers consider various aspects of the conditions permit based on
student's interactive plan, and make a decision to agree the interactive
implementation.

4. Implement the interactive: In this phase, the students themselves have a clear division
of labor and cooperation tasks and pattern of team members in the group, and then
follow the work steps and procedures that have been established. Students can
avoid unnecessary detours, wasting time and energy.
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5.Check control: teachers make check control in the course of the interactive of the
students in a phased manner.

6.Inspect and evaluate: After the interactive is completed, summarization should be
done in a timely manner, in order to promote the consolidation of student
knowledge. First divide several teams for students to work on their own
self-assessment results, and then check the ratings by teachers. Teachers and
students all together discuss, judge the problems in interactive work, and students
learn problem-solving thinking and action features.

7.Consummate summarization: By comparing the results of the evaluation of teachers
and students, summarize the entire interactive, and find out the cause differences in
the results. Teachers get this feedback, which is good for follow-up interaction.

Determine the Be determined by the teacher or a student learning program, typical work
project tasks can generally give priority to o
Make the project By the students work plan, and grouped, determine the working
p{la}n make team pIan ’
Make a decision There are teachers agreed to pMject |mp|%
v v
I ~O
Organize project Projectiimplefhentationst
implementation
By the teacher to co e whole pro of/project implementation, and
Check the control . direct to é&k
IL o X3 Rt
Evaluation After th& etion o MII effect of the project, the student
feedback performancg evaluation and feedback

ﬂ%mpf@mtlon Steps

New Media Tec @ﬁ Appll@ in Animation Classroom Teaching

Applying ne ia tech to teaching allows teachers to impart much art
knowledge ills pos Ilmlted lecturing time, to better guiding students to
appreciate to joi al inheritance and communication for students’ personality

provided on Inte eneficial to stimulating students’ desire for knowledge and to
effectively im g teaching efficiency. Teacher’s role in teaching process thus
changed drastically to authenticator of teaching objective, organizer of teaching process

formation and int%o development [6]. Moreover, the enormous data resource

and instru or students, the main gain is cultivating favourable behavioral habits.
New technology offered various methods for teaching demonstration, such as
insenfifg demonstration video, flash, objects projection, Photoshop, to express and appeal

dénts more powerfully. Methods with good expressive force can boost students’
eapiing initiative to capacity. For example, in previous teaching of Drawing
Basics—Composition, the illustrations of composition requirements normally done by
drawing at the scene or showing exemplary drawings.

Now teachers can use Photoshop to insert pictures of vegetables, fruits and pots and
then explain the requirements of composition via move and free transform function.
Reasonable composition of pictures can be show through different kinds of
demonstrations. Furthermore, teachers used to paint in the classroom to show students in
professional painting training classes. However, due the limitations caused by angles and
distances, most students won’t be able to fully observer and learn teachers’ skills. This
problem can be solved by display screen and dv video. Teachers can prepare the dv
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machine for a good camera shooting angle, and then connect it to the computer and the
display screen. Teachers’ whole painting process can be seen clearly in details. In addition,
amplifying certain parts of painting is even more convenient for students to learn how to
depict details. When in color painting training, turning the screen effect to black and white
can help clarify sketch relations for students.

Advantage of Interactive-based Learning

Interactive-based learning can cultivate the innovation and cooperation consciousness
of students.

Students participate in practice through interactive-based learning interactive, learning
from acceptance to active learning, transforming from a learning goal to develop their
professional ability by the application of knowledge [7-9]. Through group learning, fully
develop the students’ thinking and innovative ability, not only mastering professional
skills, but also enhancing their sense of innovation. In an atmosphere of teamwoW’
students can develop the collaboration spirit of each other in the team.

The teaching model of interactive-based learning conforms to r ent of

universities to the training of personnel.

Personnel training objectives of universities is "servé a1m % as orient”,
mainly for production and social practices of the first lig€arte primary and
intermediate technical applying skills. Therefore, for hi cation personnel
training is the cultivation of students' skills, so th ; dents h I\w’nprehenswe quality
and professional competence employment regsired. Stude -centered, interactive-based

self-study interactive-based learning can e nee he entire work process;
integrate the knowledge of many course gh the rocess systematic training to
master the integration of knowledge |n the practice action.
Conclusion \A

Organic integration of new Mmedia c with college fine arts teaching brought
great vitality, as well as challen animation arts interactive teaching. Teachers in
animation arts teachi to break thesold mind-set and make good use of high quality

courseware in cla\f\ ell inte n of knowledge and technology to keep up with the

development.
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