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AUGMENTED REALITY

AR in Education

INTRODUCTION

Our world has been developing rapidly for
the last hundred years and this process has
been increased by the spreading of Personal
Computers.

The domination of Information Technology
influences everyoness life. A school of today
has to coach their students for a society that
not yet exists. That is how the surrounding
world becomes more and more complex .

No wonder, keeping education up to date is
vital. For the last ten years, many educational
institutions have sought to acquire modern
technical tools or as they are commonly
called: Informational and Communicational
Technologies (ICT) which still needs more
effort to increase it's impact. Modern
experiments aim at proving ICT's efficiency,
though there are a few skeptics who doubt
the need of these techniques, basing their
argument on the fact that the traditional
methods of education including the books,

wooden board and

chalks have proved their
effectiveness, believing
that these tools are enough
bu itself to manage the
education process with
individual and societal
differences being taken into
consideration.

On the contrary, the latest
generation (generation-Z
born in the prosperity of
the Internet) has to face a
completely different reality
when finishing social
studies as the ones before.
Itis highly recommended to
make use of ICTs benefits
like AR in order to raise and
maintain their attention
throughout a class.
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WHO 1S?
2D LIFE

In 2D Life institustion we believe that
knowledge is a Human Right, and it's

our goal to make knowledge available,
affordable, and accessible for every human
on the planet. And to do this, we strive hard
to create a new education tools supported
with Augmented Reality that would increase
students knowledge and share capabilities.

We also create a connection closing the gap
between the virtual and physical words,
which would set ones imagination free, make
the vision clearer and thus learning about all
what goes around us becomes much easier.
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WHAT IS
AUGMENTED
REALITY(AR)?
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Augmented reality generally means a
modern computer-assisted learning -
environment that combines the observed
real world phenomena with graphically
added information or images, even spatially
positioned sounds can be used. The meaning
of augmented information is to enrich the
original phenomenon by information that

is useful in many kinds of revolutionary
applications in education, including the study
of architecture, art, anatomy, languages,
decoration, or any other subject in which

a graphic, simulation or 3D model could
improve comprehension.
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Our goal s to put students at the center of the
educational environment so they are more
engaged, motivated and organized.
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1. Maintain Focus (Distraction) ( gguulig gglll) juspill Lle Blaadl .1
Loss of focus can be mainly due to two sets of wOluw Il g0 gricgano Gl oliill Ciidi gap
reasons; firstly: factors related to inappropriate anll éU.on asilall a5 Jol gs_lb Y (_.,Jg.jJ.I.
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the classrooms. The increased levels of anxiety and bl ..”“‘03 claf odfa (_JLo.bE'] il
stress within the classrooms distinctly weakens the . .[l qbupa s awilil] dear L élsi Lous
children's ability to concentrate hence disrupts their PRI 80 % Lg_w 1530 S

performance and limits achievements.
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related with the children themselves, amongst J-'—“J-‘J |_ ?Jb-'-'*” Uino
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e "Daydreaming”;loss of attention, the
children becomes almost unaware to
what goes around in the classroom.
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2. Lack of educational videos

Video may be the best way to improve
learning styles, especially when it comes to
remembering key facts and figures. Forrester
Research estimates one minute of online video
equates to approximately 1.8 million written
words. In addition, 90 percent of information
transmitted to the brain is visual, and visuals
are processed 60,000 times faster in the
brain than text. This indicates visual education
aids like video can improve learning styles
and increase the rate at which we retain
information.
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3. Autism & Video Modeling

There are several key characteristics of children
with autism that favor the use of video modeling
over other learning techniques. A study entitled
Video Modeling: "Why Does It Work for Children
with Autism?" has shown some of these
characteristics including:

« over-selective attention (making them very
prone to distraction)

« restricted field of focus

« preference for visual stimuli and visually
cued instruction

« avoidance of face-to-face interactions

« ability to process visual information more
readily than verbal information.
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4. Student Organizational Problems wibll o dis sa) pubiill J5Lio .4

A disorganized student is often described as Lang Lo 8ale (sall g pbiall pé wilbll
forgetful and messy. they have a hard time Langll guéi C1ai deo u—O g .09lgiall g (sgBgall
keeping track of their materials and using their slgoll dsylio g p.gJ'LBgT oubii 0 a__,gsio 09224
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paper and having problems getting started @ligdl o ogall dayii lo ggpital gl culilhiol
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unorganized notes, papers, worksheets, and
visual materials such as (videos, diagrams and
powerpoint slides).




What is the future of
augmented reality in
education?!
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we found the answer about this important question on:
e agall JIgull 13g) ilo] liang 24
www.focusit.ca
website from Canada. Augmented Reality (AR): The Future of Education - March 1,2016
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Augmented Reality (AR) is quickly becoming
the digital economy’s latest trend. It can

be defined as enhancing the real world by
overlaying digital information and media,
such as sound, video, graphics or GPS data,
in real-time. In simple terms AR is making
something “come to life.” Essentially,

a mobile device is held up to an image,
referred to as a trigger image, and it creates
an alternative virtual reality on the device.

AR is being implemented into various
different sectors of Canada’s economy.
Subsequently, bringing it into the education
system is important. With AR's consistent
progression, students currently attending
secondary school may come into contact
with it by the time they reach post-secondary
education, and/or their careers.

Furthermore, we are overcome with a
culture of digital natives who are fully
submerged in modern technologies. Smart
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phones, tablets, laptops, and web browsing s Gl Lo 6obj o aisill 03a jga Al g
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Augmented reality technology is constantly
evolving, and new ways to use it are being
created every day. The content can be fixed - -w >
by a person or company who creates the
app and targets, like Elements 4D. Or an
application can offer a creation platform that
allows teachers and students to make their
own custom content. You are only limited by
your imagination.
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Conclusions

We live in a fast-paced society, with constant
changes and modifications affecting
technology and information management
systems. Teachers are bound to take
advantage of the benefits of ICT and rely

on efficient methodologies to try to meet

the demands of the global era. The use

of mobile devices can be regarded as a
useful tool as they are an attractive and
widespread resource that guarantees access
to information from any place and at any
time. As for the educational application of
mobile phones, the content of activities
involving these devices necessarily relies

on a strong audiovisual component, since an
efficient and appealing narrative can have a
positive influence on the learning process.
and what mainly distinguishes this technique
,is providing a proper selection of the
content to be displayed for the student, so
that it's determined according to appropriate
academic and moral standards . And that
makes the student unable of accessing the
search engines in the vast "ocean” of the
Internet alone by himself\herself , which
might get him\her exposed to what's bad
and harmful just as well as what's good

and useful ! So through this (AR) technology
the student will only gain access and view
the good and useful part of the content
according to the vision and standards of the
educational institution.
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Links

This is a collection of studies and scientific
research from different universities around

the world that discuss the use of augmented

reality technology in education.

Augmented reality in education
http://bit.ly/2uMgqgD2

Advantages and challenges associated
with augmented reality for education: A
systematic review of the literature

http://bit.ly/2uMefzv

An Augmented Reality System for Biology
Science Education in Malaysia

http://bit.ly/2uU1SCq

A review of using Augmented Reality in
Education from 2011 to 2016

http://bit.ly/2vwf5yc

Augmented Reality in Education: An
Exploration and Analysis of Currently
Available Educational Apps
http://bit.ly/2uMp58B

Augmented Reality in the Classroom
http://bit.ly/2gT9COR

The educational possibilities of Augmented
Reality

http://bit.ly/2vLXFgw
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Augmented Reality and Education Current
Projects and the Potential for Classroom
Learning

http://bit.ly/2tQlxhu

Augmented reality in education and training
http://bit.ly/2uKW4L6

Collaborative augmented reality in
education

http://bit.ly/25K7b3A

Mathematics and geometry education with
collaborative augmented reality

http://bit.ly/2un8ia7

Augmented Reality in K-12 Education
http://bit.ly/2uMd2lv

Augmented reality in education and
training: pedagogical approaches and
illustrative case studies

http://bit.ly/2eEogZn
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