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Abstract— Authoring shift in introduction, capacities, and 

learning. Some information of speculation and calculation 

outline is essential. The paper focuses on the practical 

learning of any mathematical queries and algorithms. It is 

made to implement the algorithms in objects and animate 

them according to the desired query. This helps them to 

learn those difficult algorithms easily and make them 

interesting with the help of layers, graphs and animations. 

So the main focus of this paper is to make such a system 

which helps the end users and Online User to learn in an 

easy and effective manner and help to expand the area and 

capacity of thinking. Mathematical perspective is shown on 

the left side of the window & Graphics on the privilege. 

Over these perspectives there is a Menu bar and Toolbar, 

after that route Bar can be set. Numerous highlights of Paper 

can be got to by means of Keyboard Shortcuts. The primary 

window is isolated to perspectives. Paper likewise 

incorporates openness highlights, for example, Virtual 

Keyboard.                                           
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I. INTRODUCTION 

- For building systems and even digital contents we 

use Authoring Tools. 

- We can even create Artifacts like web sites, 

interactive hypermedia, micro worlds, and 

simulations by using an educational authoring 

environment. 

Some authors make finer distinctions, e.g. in a historical 

review and analysis in 1999 it was said, “ The term 

authoring tool can be said as the range of paper products 

which have utilities to compose, edit, assemble, and manage 

multimedia objects, while the term authoring system is the 

subset of all products that allows multimedia development 

without programming.” 

The term authoring system is used by Intelligence 

Authoring Community to denote a computer oriented system 

which allows a general group which includes non-

programmers for creating content for intelligent authoring. 

Sometimes intelligent authoring is successfully created, but 

is very costly to construct. 

A non-programmer is allowed by Authoring Paper 

for creating system including programming features. These 

programming features are mostly in-built but hidden behind 

tools like buttons etc., thus the author should not be expert 

in programming. Generally Authoring Papers are providing 

lots of graphics, designs, interaction, and few other tools 

that educational paper needs. 

An e-learning authoring tool refers to system 

package which developers are using for creating and 

packaging e-learning contents that are deliverable to end 

users. 

A content-authoring tool is a system that is used for 

creating multimedia content especially for delivery on the 

Internet. Content-authoring tools may also create content in 

many other file formats so that the training can be delivered 

on a CD or in any other formats for different uses. The 

categories of content-authoring tools may include HTML, 

Flash, and various types of e-learning authoring tools 

existed in the world.” 

Authoring tools are considered by many ways, 

which include Flash and PowerPoint also. An authoring 

Language is included in authoring system to represent 

tutoring system by building with functionality. The 

authoring tool offers functionality can be used by 

programmers as programming functionality or by subject 

experts as domain functionality representation. The 

authoring languages may create conflict between domain 

representation functionality and domain specific languages. 

Authoring process may vary in orientation, capabilities, and 

learning. Some knowledge about thinking and algorithmic 

design is also necessary. Authoring is actually a speeded-up 

form of programming where you need not to know any 

programming language, but you do need to understand how 

the programs work. Authoring is an open source Paper for 

learning and teaching at any level. Constructions consist of 

different types of object which are created using all the tools 

or commands. 

II. LITERATURE SURVEY 

Currently in modern scenario, the majority of intelligent 

authoring architectures focus supporting learners by 

retrieving contents in all matters of subject. The reports of 

studies suggest that about 30% of messages related to 

structured information can be directly access by agents and 

the remaining are attached to users' way of learning. To 

display visual information, the users use tracking data. 

Agents deploy important papers for learning purposes where 

knowledge domains are strongly bonded. They are:  

- The pertinent study resources are retrieved and 

personalized to learner's needs and profiles. 

- The cognitive learning path is prepared to aim at 

acceleration of subject knowledge and skills. 

Here are the limitations listed: 

1) Strong binding make it difficult to reuse a restrict 

subject field for different disciplines. 

2) It takes lot of time to construct knowledge based 

dialog tree which is needed and number of learners 

are being considered due to which sustainability of 

efforts is judged. 

3) Learning paths provided by authoring papers are 

mostly inflexible because of the implicit cognitive 

approach; very less freedom is provided to online 

teachers and tutors to adapt contents according to 

the individual goals and objectives, which may 

change underway. 

This paper is presented by keeping minute details 

in mind. In the proposed paper we are integrating many 

important advance features so as to differentiate it with the 

traditional systems. The paper is presented in such a way 

that it can be used by individual, professional, or 

administrator. The main feature of the paper is Geometric 
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Objects; one can define a point to belong to a path using the 

command known as Point Command. Every point on a path 

will be having a path parameter, ranging from 0 to 1. To get 

this parameter, you use the Automatic Animation, Path 

Parameter Command, and layers are used to determine to 

select object or drag when the user clicks on multiple 

objects at the same time, Object Position, Conditional 

Visibility, and Tools to produce new objects using your 

pointing device. 

- Design, produce, update and manage interactive 

content  

- Rapid development is made possible  

- Absolutely no programming - easy to use and to 

update  

- Assemble sound or video with all images and text.  

- Content reusability is easier and course updation is 

quick. 

- Sorting and filtering capabilities. 

- Easier learning curve for the paper  

- Easy Updations. 

- Courses development time is reduced. 

A. Advantages 

- Guarantee of flows of information to and from 

Online Users 

- Perfect handling of assignments 

- Privacy and security capabilities 

- Statistical analysis capabilities allowing teachers to 

increase Online User participation 

- A good level of support not necessarily available 

with open web tools.  

- Online Users are often familiar with the tools, so 

adoption is easy. 

- No efforts to learn  

- Paper at low cost. 

III. TECHNIQUES (AN OVERVIEW) 

The paper focuses on the practical learning of any 

mathematical queries and algorithms. It is made to 

implement the algorithms in objects and animate them 

according to the desired query. This helps them to learn 

those difficult algorithms easily and make them interesting 

with the help of layers, graphs and animations. So the main 

focus of this paper is to make such a paper which helps the 

end users and Online User to learn in an easy and effective 

manner and help to expand the area and capacity of 

thinking.  

A. Functional Requirement  

For many, mathematics is just a confusion of meaningless 

numbers and formulas. Paper makes abstract concepts and 

equations more meaningful with supportive visual 

representations that help build the mental images they need 

to make the concepts more meaningful and understandable. 

Paper simulations are interactive and hands-on, providing 

active learning opportunities. Paper helps us with multiple 

forms of representations: pictures, models, graphs, numbers, 

words, and more. Paper is extremely useful with struggling 

Online Users who are often very capable and competent, but 

just don’t learn well with traditional textbook instruction. 

Rather than simply memorizing facts, Online Users learn to 

analyze, synthesize, think, and explain. With practice 

exercises, the context and procedure is often fairly obvious. 

In contrast, problems teach Online Users to become 

comfortable with real-world situations and standardized 

tests where context may not be obvious or may not look the 

same as the specific examples they have practiced. Problems 

can be used to have Online Users work in groups to 

collaborate and discuss mathematical ideas. By presenting 

their solutions, Online Users share ideas and clarify their 

understanding. By listening to their peers, Online Users see 

alternate solutions and deepen their understanding. 

IV. IMPLEMENTATION 

In modern mathematics, a function is defined by its set of 

inputs, called the domain; a set containing the set of outputs, 

and possibly additional elements, as members, called its co 

domain; and the set of all input-output pairs, called its 

graph. Sometimes the co domain is called the function's 

"range", but more commonly the word "range" is used to 

mean, instead, specifically the set of outputs (this is also 

called the image of the function). For example, we could 

define a function using the rule f(x) = x
2 

by saying that the 

domain and co domain are the real numbers, and that the 

graph consists of all pairs of real numbers (x, x
2
). The image 

of this function is the set of non-negative real numbers. 

Collections of functions with the same domain and the same 

co domain are called function spaces, the properties of 

which are studied in such mathematical disciplines as real 

analysis, complex analysis, and functional analysis. 

In analogy with arithmetic, it is possible to define 

addition, subtraction, multiplication, and division of 

functions, in those cases where the output is a number. 

Another important operation defined on functions is 

function composition, where the output from one function 

becomes the input to another function. 

In order to avoid the use of the informally defined 

concepts of "rules" and "associates", the above intuitive 

explanation of functions is completed with a formal 

definition. This definition relies on the notion of the 

Cartesian product. The Cartesian product of two sets X and 

Y is the set of all ordered pairs, written (x, y), where x is an 

element of X and y is an element of Y. The x and the y are 

called the components of the ordered pair. The Cartesian 

product of X and Y is denoted by X × Y. 

A function f from X to Y is a subset of the 

Cartesian product X × Y subject to the following condition: 

every element of X is the first component of one and only 

one ordered pair in the subset.[4] In other words, for every x 

in X there is exactly one element y such that the ordered pair 

(x, y) is contained in the subset defining the function f. This 

formal definition is a precise rendition of the idea that to 

each x is associated an element y of Y, namely the uniquely 

specified element y with the property just mentioned. 

V. CONCLUSION 

The different modules of the paper is complete enough to 

manage and handle the overall process of mathematics  
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authoring with the most sophisticated tool anywhere on the 

web.  

Currently the paper is partially Implemented and 

tested for the partial completeness. Currently this paper is 

still under development. When all the phase will be 

implemented it will be deployed on the internet and we sure 

that the results will be satisfactory. 

The paper focuses on the practical learning of any 

mathematical queries and algorithms. It is made to 

implement the algorithms in objects and animate them 

according to the desired paper. This helps them to learn 

those difficult algorithms easily and make them interesting 

with the help of layers, graphs and animations. So the main 

focus of this paper is to make such a system which helps the 

end users and Online. 
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