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Abstract:  This observational study examines if the digital media environment and tools 

involve students equally. It also examines if animations and video clips in multimedia lesson 

materials stimulate learners to engage more in educational operations and promote them to pay 

attention to lessons. This initial research may be helpful for academic organizations to design 

student-centric multimedia schools for undergraduate learners. 
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INTRODUCTION 

Several studies are recorded in literary works that use eye-tracking to evaluate the interactive 

learning process. Review studies from a multitude of areas indicate that multimedia use can help 

individuals learn data more rapidly compared to conventional classroom lectures.[4] In order to 

validate the conclusions in numerous reports in the literature, this research analyzes student 

attention to multimedia components during class through a computer vision experimental 

configuration[1]–[7]. The simulation was performed in a tiny classroom with twenty-seven 

learners in the school using a limited-intrusive camera[8]–[14] 

PROPOSED SYSTEM 

This research was conducted out at a big university in the undergraduate school of technology. 

The study covered 15 courses in a semester. The school consists of four large multimedia 

displays, two at the front and two at the center of the classroom. Classis outfitted with 

multimedia equipment, multimedia surround sound system, microphone, 8 high-end speakers 

and Wi-Fi installed in the classroom. Students were allowed in the classroom. 
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RESULTS 

The eyes (near or open) were monitored and the motion of the head (head down or facing the 

display). First used as the perfect frame for the test. When eyes close, the amount of black pixels 

in binary images reduces considerably. Eyes shut for 5 seconds or more, deemed not to pay 

attention. Also, the number of pixels in the reduced head is significantly smaller than the reduced 

face. Probation is performed every second, and a 15-second head diversion from the screen is 

deemed to be one count. The relationship between the template and the picture window used to 

assess the resemblance of the template matching. 

 

Figure 1 Outcome of Proposed Framework 

 

CONCLUSION 

Multimedia is used as a learning instrument and plays a key role in learning and comprehension. 

One of the goals of using entertainment as an instructional instrument is to reduce student 

diversion during lectures. Experimental findings indicate that learners pay little attention to 

particular lectures (i.e. not including multimedia) than to multimedia lectures (i.e. video and 

animations included in lecture materials). Students who stay in the center of the school are more 

distracted. 
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