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Review on Augmented Reality in Education

Cai Su'?, Wang Peiwen?, Yang Yang?& Liu Enrui?

(1. Beijing Advanced Innovation Center for Future Education, Beijing Normal University;

2.School of Educational Technology, Faculty of Education, Beijing Normal University, Beijing 100875)

[Abstract] Augmented Reality (AR) is an extend of Virtual Reality. The presentation of AR, which is based on real world

scenes and enhanced by virtual data, provides a more intuitive and natural way to teach and interact with information, and creates a

powerful space for exploration. The features of AR, as well as the potential in education are: (1) visualizing abstract learning content;

(2) supporting contextual learning in ubiquitous environment; (3) enhancing learners’ immersion, intuition and concentration; (4) interacting

learning objects in a natural way; (5)combining traditional and new learning style. There are many case studies of AR application from

discipline classification and informal learning, in which the instructional approaches can be classified into three major categories:

role —based, locations —based and tasks —based. Of course, the application of AR technology in education is facing a number of

challenges and opportunities.

[Keywords] Augmented reality; AR; Virtual reality; VR; Learning environment; Informal learning ; Game—based learning.
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