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Applying AR Technologies to Learning
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Abstract: This article deals with the possible applicability of the AR technology to learning. The utility of visual
representations often helps someone understand mathematics more in deep. More concretely, it is considered that visualizing
graphs in three-dimension by way of AR technology provides an effective tool to facilitate one’s learning of higher

mathematics.

1. AR

AR (Augmented Reality) ££6ff & 1%, ADVERT 281
FEREA 2 Vo — XX VRS 2, BXLO=
VB a—HIC X VRS N BEREA R T EETH
L. DFEY bl LEBRBREOREN LZIT D MR
HIZ, arvbta—Z ko TEYHHEN-B#RErER
BhE 5 LIC Lo THEMROERZ ML HLIE)
THHEMTH .

WA, 2B o — X OULVBRRE s L L,
AAZEIZLHET D AR [T DT /31 AW G
filz72 5722 LT XV, AR B OBFFEDS L 0 IHFEIZ 78
S>TnAM

AR IZIE, T=—T1—] EMHINDIRE TR DOKIE
ERHT A LI X o TERERRT D [~— 2 —8
RN D EAT OB 5.

AWFFETIE, BHRMETS I 72K KL, 777
LML DL ENTE, BN O AES I
FHHR TR b ~—h—REH\ =,

X 11X, ARToolKit (V> 7 vE LThL UM
BEINTT 4 —Ry NERIIT v 7T 2280 i
SHLELDOTHD. ZO7T 4 —Ky MIRHEIND &
R Elfizd 5. £72, a7 T A TIREigRtTm (Z
Jima) AZHh A &V R I EER S TV D A, B
(X) = B (Y) FmZlalisd 2 2 & bIAREEHE D 128
MWTZEBAEETHD.

2. PEROTFIEE O
WERDBEBGIZB O CTITHEE A BRI S T 7 &4
TAEMRICHIAT S, b L ITHBEOME GRS
WAEL CTH DK E AW CTHAT 5 Z RS o7,
L22LZED KD 723005 Tl L B e nid7e
HREBROM ETY T 7 AT 5 2 L ANl R

RHEEZ NS, BIC=RTZEM ED ST 7 0RG
IEBAEZNENORERCERIC L > TEOHEES N
< Loy 7R 5 ) = )

xF

Figure 1 Example of an AR Graph (virtual Tea Pot)
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Figure 2 Example of an AR Graph
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Figure 3 Relationship between Metasequoia and
ARToolKit
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