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Artificial intelligence technology has transformed television content and production
methods and resulted in the development of a new generation of artificially intelligent
Television. Popularising artificial intelligence technology improves television
programme content, categories, cost, and efficiency. Virtual reality (VR) technology has
been widely used in scientific study and everyday life; thus, its use in film and television
animation (FTA) teaching has been researched to promote FTA learning. First, learning
design uses dynamic environment modelling, real-time 3D graphic production,
stereoscopic displays, sensors, and other VR technologies. These four issues were
researched due to the present FTA primary teaching method. VR technology enhances
FTA's basic training teaching, and the 3D animation course and VR technology increase
professional skill course teaching. The application effect compares and analyses
classroom satisfaction, comprehensive quality evaluation, and professional core
curriculum effect. The VR technology group's thorough quality evaluation is
significantly improved, and students' satisfaction with classroom atmosphere, teaching
style, and teaching facilities is 85%, 78%, and 97.34%, respectively. This group can
incorporate the new design process into animation modelling and finish the course
design work well. Compared to traditional instruction, pupils are happier and harvest
more. Thus, VR technology in FTA instruction can increase student engagement,
efficiency, and professional knowledge and abilities. After analysing its application
mode and effects, VR technology can be used in FTA teaching.

1. Introduction

Virtual reality (VR) technology provides a way to create new forms of animation due to the
constant advancement of science and technology [1]. These two elements working together are what
have allowed for this development. When creating a new virtual reality animation, the production
workflow must be adjusted to accommodate the new technology [2]. The audience's involvement is
one of the most notable features, and their actions and reactions play a significant role in determining
how the plot develops. More research into the field of HCI (human-computer interface), which is part
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of the larger field of Al (artificial intelligence), is needed to pave the way for developing VR
animations.

The term "educational informatization" has been used in various contexts, including developing
and improving educational practices [4,5]. Expanding the use of technology in schools has many
benefits, including raising academic standards and making them accessible to more people in more
locations. With the proliferation of the internet and other forms of digital media, virtual reality (VR)
technology has also improved. This tool is crucial for developing a learning society characterized by
individual, lifelong, dispersed, and nationalized education. This funding necessitates building a
learning society and the ideal modern national education system. Incorporating virtual reality (VR)
technology into educational and instructional initiatives provides a flexible and vivid interactive form
for in-class learning. It plays a vital role in developing state-of-the-art instructional methodologies.
Since 2016 is the "first year of VR," more and more people worldwide are showing interest in the
underlying technology of virtual reality. As a result of the rapid development and widespread use of
virtual reality (VR) technology, which has introduced a new audience experience and a new form of
expression to the animation industry, more attention is being paid to the tremendous influence of
the wave of VR technology. Due to these advancements, increasing interest is being shown in the VR
technology trend. Undoubtedly, technological and scientific advances have significantly impacted the
animation business, making it the subgenre of "art" most strongly tied to its growth. This is true,
notwithstanding any doubt or uncertainty.

The animation field has nearly unlimited possibilities because technological advances generate
constant innovation in its expressive forms [7-9]. Suppose virtual reality (VR) technology is
successfully integrated into the educational activities of the film and television animation (FTA)
major. In that case, it will play a prominent role in improving the education mode, teaching means,
and teaching facilities. It will also play a significant role in raising students' interest in learning,
motivating them to explore professional knowledge and skills, and increasing the effectiveness of
professional teaching. If this occurs, virtual reality (VR) technology will be crucial in enhancing the
educational approach, instructional resources, and classroom settings because of its significant role
in improving educational practices, pedagogical resources, and physical learning environments. The
quality of a country's educational system can be seen as a proxy for how advanced and prosperous
that country is as a whole. Because of its emphasis on education, the "develop the country through
science and education" plan was conceived and implemented, demonstrating the importance of
learning to the growth of a nation. A significant challenge that cannot be avoided in the search for
successful outcomes is the increasing use of virtual reality (VR) technology in the classrooms of
schools and institutions that offer the FTA major [10]. Multiple devices, such as a display module, a
position-tracking module, a data-detecting glove, and others, form a head-mounted display. These
parts allow users to observe their virtual reality experience via the helmet-mounted screen. Virtual
reality (VR) devices may be broken down into two groups: those with built-in displays and those
requiring the user to have a mobile phone available.

In this article, we look at how virtual reality Al can create a task image for 3D animation tasks.
This work draws on the following research, all available here. The system can render the 3D animation
environment to make it look more realistic and use the Maya software to develop characters. The
system can also recreate the simulated facial expressions in the face model using the facial
expressions seen in the photos. The three-dimensional animated virtual figures have a more lifelike
appearance because of their excellent range of facial emotions and body movements.

The primary goal of this study is to evaluate the possibilities of VR as a pedagogical tool for use in
the delivery of professional education to FTA majors. This research investigates and analyses the use
of virtual reality (VR) technology in the FTA's lesson plans. In addition, a questionnaire survey is used
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before and after implementing the strategy to assess its impact on education. The poll results
informed the development of effective countermeasures and suggestions for expanding VR's role in
the classroom education of FTA essential subjects. At the same time, it can be used as a guide for
others interested in using VR in more formal classroom settings.

Technology for creating works of art has become increasingly integrated with art graphic
technology since the introduction of digital creation and design. The core of the digital brush engine
is this technology. Digital technology and creative software are advancing rapidly, making it
impossible for existing technology to keep up with demand on a gradual basis. A lack of visual
creativity, automation, and bad human-computer interaction are only some of the other problems
with the system [11]. Therefore, in recent years, innovative design has been seen as a test of logical
command. Researchers are looking to use Al and machine learning algorithms to automatically
produce new content based on the visual appeal of previously created works of art [13]. Figure 1
depicts this phenomenon.

o Virtual Reality
Original Style Artistic Style with Artificial
Intelligent Style
Fig. 1. Virtual reality as a teaching tool helps encourage the creation of digital media artworks

2. Related Works

The landscape of film, Television, and education is being reshaped by the increasing application
of Virtual Reality (VR) technology. This surge is characterized by the immersive cinematic experiences
offered in VR films like "The Great C" and "Dear Angelica," which signal a paradigm shift from
traditional to interactive storytelling, allowing audiences an unprecedented sense of presence and
agency within the narrative [14]. In educational arenas, VR has demonstrated superiority over
traditional teaching methods, especially in immersive learning and skill transmission—a fact
underscored by its successful application in military training [15,16]. VR's influence extends to sectors
such as power systems, where it serves as a decision-making tool, and animation education, where
it enhances teaching quality and student experience [17-19]. In the United States, VR adoption in
academia is burgeoning, with efforts focused on future-proofing technology and pedagogy [20-26].
The interplay between VR and Artificial Intelligence (Al) is revolutionizing animation, giving rise to
lifelike characters and dynamic environments. As VR continues to evolve, it is anticipated to expand
its footprint in art and education globally, necessitating ongoing research and infrastructure
enhancement to realize its full potential. Dynamic environment modelling technology epitomizes
VR's capabilities, allowing for real-time creation and manipulation of intricate virtual settings that
mirror real-world physics and environmental dynamics [20]. Procedural generation algorithms and
real-time lighting and shading techniques contribute to the realism and interactivity of these
environments [21,22]. Figure 2 succinctly illustrates VR's multifaceted nature, breaking down into
stereoscopic display and sensor technology, real-time 3D graphics, and dynamic environment
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modelling—each essential for crafting compelling VR experiences. To conclude, VR's integration in
film and Television is not just redefining audience immersion but is also propelling the entertainment
industry towards unprecedented creative horizons, complemented by Al's advancements in
animation. These developments continue to captivate audiences and promise a transformative
future for both entertainment and educational content delivery.
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Fig. 2. The Fundamentals of Virtual Reality Technology

In conclusion, integrating VR technology in film and Television has opened up new avenues for
storytelling, immersing audiences in virtual worlds. Additionally, the application of Al in animation
has revolutionized the visual aspects of these mediums, providing opportunities for enhanced
character performances and dynamic environments. These advancements continue to shape the
future of film and Television, pushing creative boundaries and captivating viewers in unprecedented
ways.

3. Proposed Methodology

This project aims to integrate Artificial Intelligence (Al) with Virtual Reality (VR) to enhance film
and television animation. Methodologically, the paper identifies use cases for VR applications within
this domain and articulates specific objectives such as improving character animation, motion
capture, facial expression, and environment creation through Al techniques. The expected outcomes
include a more cohesive visual quality, realistic character movements, and a more efficient
production workflow. Additionally, VR technology will be embedded within the FTA educational
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curriculum to provide students with a comprehensive understanding of industry practices through
interactive VR simulations. These simulations will allow students to engage with virtual film sets and
experiment with pre-visualization, fostering an environment conducive to active learning and
creative exploration. The methodology is structured to ensure that both theoretical principles and
practical skills are addressed, paving the way for advancements in educational practices and industry
standards.

The methodology of this study is centred on leveraging artificial intelligence (Al) to enhance the
application of virtual reality (VR) in film and television animation. The approach is two-pronged: first,
it involves identifying specific use cases within the animation industry where VR can significantly
improve processes such as character animation, motion capture, and environmental design. Second,
the study aims to embed VR within the Film and Television Academy's curriculum, thus enriching the
educational experience through practical, immersive learning opportunities. By focusing on the
integration of VR technology, the methodology promises to yield benefits including enhanced visual
guality, more realistic character movements, and more efficient production workflows. The potential
of VR to provide a tangible and interactive learning experience is also explored, with the expectation
that such technology will bridge theoretical knowledge and practical application. This integration
aligns with the current needs of a digital learning society and the evolving demands of the animation
sector, represented in Figure 3.
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Fig. 3. Proposed Architecture of Film and Television Animation

The proposed study will utilize a conceptual framework for integrating VR into teaching, with the
hypothesis that such an approach will result in an enhanced learning experience and a better
understanding of complex concepts in film and television animation. The research is underpinned by
the theory of visual thinking and aims to foster students' cognitive skills through innovative VR-based
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pedagogical strategies. The ultimate goal is to prepare students for the professional demands of the
industry and to advance the educational system's capacity to nurture future-ready talent.

4. Experimental Results and Analysis

Using a questionnaire survey of students who have participated in digital image synthesis majors
in the special effects production of digital film and Television in this area, the findings of the
guestionnaire are sorted and classified. This survey also includes experimental results and analysis.

4.1 Analysis of Client Satisfaction

Figure 4 presents the specific evaluation results derived from the questionnaire survey used to
determine the degrees of satisfaction. According to the survey, only 45% of Group A students are
happy with the classroom environment, 12% with the teaching methods, and 50% with the classroom
facilities. Group B students have a generally favourable impression of the classroom instruction using
VR technology, rating it at 85.5%, 78.5%, and 97.34 %, respectively. The poll concluded that
traditional FTA instruction cannot produce the most outstanding results in the classroom but that
FTA instruction paired with VR technology can significantly increase students' motivation to study
and enhance the quality of instruction.

m Male

W Female

Fig. 4. Pie chart of Gender respondents

Table 1 displays the statistical information provided by the 130 respondents. The respondents'
details were collected for the research of their characteristics. The results show that men account for
a majority of 78% of the population, while women make up only 22%. There were much more males
than females in the population at large. The results show how highly valued the viewpoints discussed
in this research are.

Table 1

Gender respondents

Valid viewpoints Frequency Percentage Valid Percentage Cumulative Percentage
Male 80 78 78 78
Female 50 22 22 100.0
Total 130 100.0 100.0

4.2 Detailed Evaluation of the Quality

The comprehensive quality evaluation includes a group scoring system, with everyday behaviour,
exceptional rates in professional courses, social practice, and competition rewards making up most

268



Journal of Advanced Research in Applied Sciences and Engineering Technology
Volume 43, Issue 1 (2025) 263-273

of the evaluation's contents. The evaluation group comprises the head instructors, the professional
class teaching group, monitors from groups, the students in charge of the academics for the class,
and five students who have been picked as great representations. Components of daily conduct
include things like showing up to class on time, maintaining a positive attitude towards learning and
completing your daily assignments. Figure 5 and Table 2 depict the precise results of the evaluation.

120

100 -+

80

60
40

20 m Findings

M Disapprove

VR to the VR is helpful to VR is not VR reduced film The application Percentage
shaping of the the atmosphere affected by the and television of VR in post
characters for of the scene weather, light production costs production

help and other makes the works
effects, more colorful
improving
production
efficiency.

Fig. 5. The survey results on the role of virtual reality (VR) in the final
stages of TV and film production

Each category receives a score out of 100 based on the percentage of students who met that
standard; the excellent rate gets a score out of 100 based on the "percentage + corresponding score";
social practice and the award situation receive scores between 2 and 4 based on the student's
performance in those areas; and the final score is the sum of all of these scores. Based on the results
of the effect analysis conducted earlier, it is clear that group B students were more successful than
group A students in all of the areas above evaluation. That virtual reality and other technologies are
used in classrooms shows how they have improved learning outcomes.

The difficulties associated with digital film and television post-production are broken down in
Table 2, along with the developments made in image technology for virtual reality.

Table 2

Virtual reality evaluations for use in post-production of film and Television
Contents Findings Disapprove Percentage
Virtual reality character design assistance 110 5 97.34%
Virtual reality adds to the ambience of the scene. 112 3 97.12%

Virtual reality increases output efficiency since it is unaffected by

0,
environmental factors like weather and lighting. % 23 83.56%
Proquction costs for films and TV shows were reduced because of virtual 99 18 86.76%
reality.
Using virtual reality in post-production increases the brightness of the results. 109 8 92.%

Figure 5 depicts this phenomenon. In today's students' vision, virtual reality boosts post-
production productivity because external factors like weather or lighting do not affect it. This is true
97.12% of the time, according to the data. Students' occlusion adjustments suggest that 83.56 per
cent of the student class think using VR has lowered the cost of producing films and TV shows. 86.76%
of students believe modifying their virtual reality (VR) design can help them physically develop.
Students usually agree that virtual reality changes both the environment and the environment of a
scenario. Students agree, by a 92% border, that using VR in filmmaking brings more colour to the final
product.

269



Journal of Advanced Research in Applied Sciences and Engineering Technology
Volume 43, Issue 1 (2025) 263-273

4.3 The Learning Impact of Required Professional Courses

The Visualization is displayed in several contexts, as shown in Table 3. Using virtual and
augmented reality for teaching people could change the current state of things because of the three-
dimensional impact of space and the display of interactive form. Textual data can be represented
graphically in three dimensions, and concepts previously only in the imagination can now be
conveyed understandably. Students may benefit from exposure to real-world events to better absorb
and retain information. Following extensive research, this article presents findings about the impact
of using virtual reality (VR) technology in the classroom for students majoring in FTA. The study
compared the effectiveness of two professional core course instruction types: thorough quality
evaluations and classroom satisfaction questionnaire surveys. First, using VR in the classroom could
improve students' understanding and retention of material and ability to learn quickly and
effectively. Students in Group B report greater happiness, greater interest, and a greater harvest.
Compared to students in Group B, those in Group A report lower satisfaction levels with their
education after receiving a traditional education.

Furthermore, it proves that a teaching framework built on VR technology is feasible and
significantly contributes to the evolution of education. There is sufficient data to support the claim
that virtual reality (VR) technology improves students' academic performance. The concurrent use of
virtual reality (VR) technology has played a significant role in encouraging educators to enhance their
current education technology actively. This is essential if we are going to succeed in providing
benefits to teachers as well as students.

Table 3

Visualization in different scenes

Visualization in different scenes

Number of images Lighting changes % Occlusion changes % Colour change % No change %

100 96.53 94.73 95.48 98.99
150 95.58 94.49 94.38 98.74
200 93.62 93.38 93.20 97.79

Figure 6 illustrates this point further. The practice of art graphic design is a creative field that
places a high value on the integration of visuals, ideas, and information. Art picture design's
technological tools are used in various other contexts, from photography and handwriting to
geography and animation. Designers search out new and exciting artistic and design trends to
publicize and showcase their creations. "Virtual reality" refers to a relatively new technology that
may accurately reproduce hypothetical concepts and locations. Virtual reality (VR) technology has
proven far more effective when creating works of art than previous methods. Technology like this
makes it possible for several users or virtual worlds located in different physical locations to connect
to a central hub that manages data flow over a network.
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Fig. 6. Bar charts of Visualization in different scenes

Table 4 displays the survey results regarding audience expectations for VR films and TV shows.
Virtual reality television and films continue to generate popularity.

Table 4
Statistics on Virtual Reality (VR) Media Consumption and Audience Response
Statistics on Virtual Reality (VR) Media Consumption and Audience Response Ratio

General 9.45%
Very bad 3.12%
Good 36.23%
Very good 51.2%

5. Conclusions

This research aimed to investigate artificial intelligence's role in developing digital film and
Television, specifically virtual reality image technology. The point at which visual technology based
on virtual reality filled the scopes of cinema and television effects. It broadened the subject matter
of films and television shows. As an advanced representation of current education technology, virtual
reality (VR) technology significantly impacts conventional educational ideas and teaching methods.
As a result, there have been significant shifts in the areas of education and teaching as a result of
these impacts. The primary focus of this research is on investigating the potential applications of
virtual reality (VR) technology in the classroom setting of the FTA major. The importance of virtual
reality (VR) technology in fostering the education of animation professionals is analysed, considering
the history of VR technology's development foundation and the present state of development of the
FTA professional curriculum system. It overcomes the constraints of weather and airbag factors in
the past and carries out the training project perfectly, with noticeable effect. It deconstructs and
displays skill operation content comprehensively and delicately. The application of virtual reality (VR)
technology can enhance the training of highly skilled applied talents to adapt to the evolution of the
market and the needs of the animation industry. This can be accomplished by realizing professional
talent training objectives. The virtual reality (VR) technology of the future has expansive development
space as well as significant market potential. This will have a more substantial impact on human
production and lifestyle, and it will also continually update human understandings of the universe.
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