
Immersive English Teaching System Based
on Internet of Things Technology

Xiaohua Guo(B)

Xi’an Mingde Institute of Technology, Xi’an 710124, China
guoxh@mdit.edu.cn

Abstract. In order to solve the problems that the existing English teaching sys-
tem has high-heat courses at the same time, there are too few online students and
poor teaching video playback fluency, the author proposes an immersive English
teaching system based on the Internet of Things technology. Complete the system
hardware design by improving the system frame structure, system use case dia-
gram, and administrator interface; The system software design is completed by
improving the system database, system error handling process, and background
administrator workflow. A comparative experiment was conducted with the teach-
ing videos of high-profile courses as the object. The results showed that: With the
increase in the number of online users, the video playback fluency of the improved
system has always remained above 90%; The video playback fluency of the ordi-
nary system gradually decreases with the increase of the number of online users,
and the lowest point is less than 50%. Conclusion: The application of the English
teaching system based on multimedia technology, increase the number of people
who can be online at the same time in the course and improve the fluency of
teaching video playback.
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improvement · teaching video · playback fluency · administrator interface

1 Introduction

There are differences betweenEastern andWestern cultures, and students lack anEnglish
practice environment in their daily lives, classroom teaching has become the only way
to learn English, and this way is rigid and lacks interest, which can easily make learners
feel bored [1]. Therefore, in order to improve the current situation, China has invested a
lot of manpower and material resources in English multimedia teaching, and built many
media speech classrooms. This enriches the form of classroom teaching to a certain
extent, but there are still problems such as weak immersion, poor teaching interaction,
and insufficient communication ability training. Immersive learning refers to combining
technology and reality to create a learning environment close to reality for students
[2, 3]. With a virtual learning environment, students can improve their skills through
discussion and practice. The author has adopted somatosensory and speech recognition
to teach English, and supports such tasks as human-machine interaction, speech therapy,
real-time translation, reading, and playing English.
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2 Methods

2.1 Software Design of English Teaching System

The basis of learning English multimedia is in the creation of interactive features. Adjust
the rotation axis of the video display stand so that the angle of the lens does not exceed
the set value. Based on the pre-determined learning process, the working process of
English multimedia learning will be set up, and the feedback will be used to open up
the learning process, change the file, and complete the location change. The calculation
instructions for this function are:

g(w) = mq− ki (1)

In the formula: g(w) represents the response function based on the training w; m
represents the correct software response coefficient; q represents the level of English
teaching; Represents the positive response coefficient of the software map based on the
chosen i-th objective function.With this project, students can open themode of operation
while learning English, and quickly enter the virtual role as a connected language [4, 5].

2.2 Experimental Analysis

The above method has successfully developed and developed a multimedia technology-
based English learning system, and to test the results of the development, an experiment
was conducted to compare online users and the ability to play video games before and
after the game. Before starting the experiment, complete the test parameters according
to the information in Table 1.

The experimental parameters are the number of people who can be online at the same
time, fluency parameters, connection response time, user click rate, system connection
parameters, system failure rate, the system connection parameters are the main basis for
the establishment of the system, so the system data does not change before and after the
improvement [6, 7].

Table 1. Experimental parameter setting Table

Experimental parameters before improvement After improvement

PON 500 900

FPT 2.48 4.72

RPT/s 7.89 5.04

UCR/% 79.48 96.76

SCP 0.98× 109 0.98× 109

SFR/% 66.43 50.01
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3 Results and Discussion

After the parameter setting is completed, two computers with the same configuration are
selected as test objects, one computer is equipped with general English learning system,
and the other is equipped with multimedia technology based on English learning. Count
the number of 1,000 students in the university who can log in on two machines at the
same time, watch English videos, and stay online in their interests on two machines
at the same time. The number of people who can be online simultaneously in obesity
classes is the same as the change in the SJF index, the number of people who can be
online simultaneously in obesity classes as SJF index increased [8]. Classes increase
and vice versa. A comparison of online users before and after the development process
is shown in Fig. 1.

Analysis of Fig. 1 shows that when the upper limit of the number of online users is
500, when the ordinary system is applied in the 10th s, the maximum number of online
students in high-fat courses reaches a maximum of 370; After the development of the
system, the maximum number of people who can be online at the same time in the 12th
and fat courses is 500.

Divide 1000 students as experimental subjects into two groups at the same time,
with 500 students in each group. One group of students was connected to the ordinary
system, and the other group was connected to the improved system, and watched the
sameEnglish teaching video at the same time, and the playback fluency of the two groups
of videos was counted, the specific comparison results are shown in Fig. 2.

Analysis in Fig. 2 shows that as the number of online users increases, the video
playback performance of the development is always above 90%; As the number of
online users increases, the video playback performance of traditional systems gradually
decreases, and the lowest is less than 50%. Therefore, it has been proven that the ability
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Fig. 1. Comparison of the number of people who can be online at the same time in high-heat
courses (below 500)
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Fig. 2. Comparison of teaching video playback fluency

to teach movies is better after using English education based on multimedia technology
[9, 10].

4 Conclusion

The author introduces English learning based on “Internet of Things Technology” as a
new type of learning, which is effective in the development of English students. This
system not only solves the difficult problem of finding teaching materials when teachers
are preparing for lessons, but also improves the ability tomonitor and control the learning
environment and connected teaching, asking real-time questions and providing real-
time feedback, so that students can solve learning problems and improve. However,
this system is difficult for raw data input and requires a lot of raw data collection and
recording.
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