MRS E

NEW TECHNOLOGY AND EDUCATION

M

ARSI

dl

— ARZEK- 128 B RILERFIZ =

[ ZIAREBHELLEEMEART EFMERN
RRES 2RSSR ERIERE M. SZEM A%, /D
FRRIREER, XENABTEAIMNE R LHALLIE
SRR ARG, FFEN A TIERIPERE

“VR/AR+H B LTWERIT—RE TEFEEHF
R LE B SRR B THSCUR R, SE0T S
R LR AIE S 2R PR B E ImARIE)

[ 18RS B85, 1B XER

[FEES] G434 [CARIRIE] A

(37452 ] 16717384 (2018) 01-0074-03

R RGESFS

AR((Z35 I 9o Augmented Reality ) FRLE S =4
AR, T B RIEE IR, SRR ZHIRERFRON,
MARZHENFIRMTFE. 1BERAMIBEI
MNEETE, RABRNEZSN, MALSER
RIENETEFR IBENFIRFTILERKNE L
2, MEAXFNESEIRESHFEHEEARFE
HEZOFNTE ", ETARBARFTIESH I
NAMEMIRFEEZ T, EBLIUERGHEHRA, AR
HEHNES S F A EERTRIAERY, B
SNBSS RIS, WS EISEPRY B, B
TR AR E, FIBsE. FE. XFEZEER
HMERERESDNEY), Bl LENFSGR,

AREAFNZFIEAK, BEALEHMRNFEIN

74 FNEEERAKE 2018-1

B—#  fTRA

BN TERAL; 2352 MR TR,
SEIFIENFAR ERMTIE; 4EHAR
FRAZEFINE; SBEXFISEEXF IR
ERERY, MRS E IS ERTHE I E CIRFES
B BENE. ETER T BRI LE ARG ENL
TERTAULESR. AREFNIRS BN IES 3 5]
PHERRIER.

ARFI R TEIE & F R IR 5651

¥, AEFE, MARESLCEBFGF, EEHNE
THIEEERTHRZR.

(—)ESMARELARTEIE = K F R PRI A 2651

# % ZFJodo BarreiraIBA & T—FME TSR
EHES XFHIARIEXL, WP EIERTE RIS
HEE, FREREE N FEIIMCI TR BRI E
M, R RRE, FHARER AL th s kS
FEANFERFEGNSEIH S, TERERAIKIRFE
LR PEAREHTZEIMRE,

EE L F T A 51EFR Bernadette Perry™' ]
PAE T Quest-based A= SIFNARF A G138 7 =4 )45 4
Explorez, % E 2 57— M REHIAAIB SR, F4E
MEANY . Y EERER), REAER I T M
ERE,



HENE, HEAIES YIRS EER TN
&, Prema Meda' FIBAR W R 56 3 A9 FI FHAREL
RANEEFNAV RGN . BRI BRA RS
teluguiB 5., BahR e FaE B M Ik SR P RIS,

S FREFE LA SRR FE Al teluguiE =, B
2T RRE LB, WA 1, B IERARZEIECN
BEFEEA R telugwiE S # S A HEB IR,

What are you doing.

Q0 DA TP D

B A RARSE B 45 355 &0 1% A teluguid

(D)EINARK RTEIE S KRR A =6

JERIB R R AR EAS T LER R RS
FINFRFHITRITEFFLR, HLIETFARE A
FFRLERTRA, REES)IHER thRE
AMRFER , TWERKFRTARNIRF R A
R LERIRFEENFIEFHNCIZHR, BSER
FRLEHFRRARETENE,

ERIDERZRERFAN, BAREABAHKE
WK, WA T— R IBSE ST ——am 25k,
LR IBEBRNSEE R ERANEIE, M
SEBEHI BRI AR S E
ZUiRe, EHURET R BIRER A NERER2
WA PESA R, BB R EX AT AN
S SEIE R,

RS RFRIR TR T3 E T WindowsF
ARGRI SRR A B,

“VR/AR+HE" LU EIEHARFFRFIRHEIR
ERF LI R ZEA

2014 FEDERS “VR/ARTHE” L EE

MRBREHEE

NEW TECHNOLOGY AND EDUCATION

X BT LEAVAREF SA DIBRF R AR T—7E
BEFRATLEIIE LT I N AR — “RK

08", g ESLAEEER AT B
fRAFAIET", LRI FR AL EFTEEREN
SHUDCHIER T, EEAREARGRSTREN A5
BENZHDE ERNRAZTRAGEINESES, G
AP R EB ARG LRI O ERSE S,

(—) Rz A&/

“RIRICEIE” FEF IR GE Flava BE.
Android SDK Wikitude SDK & 11774 . FIH RN FAFE
F, /i “FHEEUE" #25, RGO BERSL, IR
B R RN ERIE, HEUARNY, BRESERNR
MR ZENE, DERES R RT RS L
&y BREEN, WRELERE, At SEE" 4
RITE B FHA R E

B2 FHEBHAR AT Y R ik Ei518 5] B
Android | P 1248 = 2 A1 56 2 “HA IR AT, ®A “AR
%37, FTHapk, X G AT #4248 B2 “Dog” & Cat”
(Z) BRI

LU AL B E U R 7y i 4 ) LEI40 2456
LA, HEHD ARB—ERHEA (HSH
A) MR HALE (S H B) , FEE20ZHA4HIT
—IREEIE S, P RIESER SRV, WA~
FESLRBTHRE AR EIRE S, BAKREMITE
72833,

(Z)LHidEE

KBS FH4RRT, FARRAVEE XN PIEFAEHEITRTN,
AAXBEFEINBEE A, BIEImEE BARIIA S
TR, FEBERIFEIMCIZ, E9E XN AR
SYIE . BEARIIES T, £/ “RIRC 8 34

75

www.itedu.org.cn



MRS E

NEW TECHNOLOGY AND EDUCATION

TS, BIARSIE B SE R IR, 5547,
B, TR S MSRTUAERNEE, #st
S R BT AR ISR,

() SEBE 4R

B R G AANSEIG A RTINS IERBERAIL A,
RIVEGHFHIEFHEIGKT2.50%; KIHFAEIE
TEIEICT50%, KRG RSP AE T #I23.125 12
FHEI773.125, SLERHARSE SRS T AR B EHE
FIEN RS IREGHF T ARREL,

KB EERIG, TSI RANR AR, 340
R A AEANBIMRTT T 0. BUB R F BARK
B S IR RIR R IEEIF RN, LA
FHAERERS I FETES], IMBFHFRASEES
INEEHEH .

SEXM

Bk

ARFAEES X B AT NBTHELRHE
B, X L2 BBt EERR ETESNE
BAREHYFIEFS], LI LRI AT

CE ST BEARRANELR, BHEE
AREGARN B TIESRENFRBF MK ELE
JTH,

HARITTPMLEL RN TEFARER, HAE
EAISENEZHFRBMEERNFIE, K
BEETEFRBOERFRETE, BFEHES
FESKER T LA AN . BEEBERABEIF, &KX
[REMNZIFEAREARRMLE, REXMF, A eledtih
BASHBHRERS, BAERESHFAT TR
RE AN AL S BISEBRIE)E

[ #HEE FGZRINESF3): = TR [l mRHE RS, 201, 29(4): 77-81.

RS

— = =
N
o

Bojorquez E M, Villegas O O V, Sanchez V G C, et al. Study on Mobile Augmented Reality
Adoption for Mayo Language Learning [J]. Mobile Information Systems, 2016, 2016.

7%, B3, #7508, et al. IBRBMSL(AR)BIRBIH BN AL [J]. iImi28EHR»E, 2016(5): 27-40.
BARREIRA J, BESSA M, PEREIRA L C, et al. MOW: Augmented reality game to learn words in
different languages — Case study: Learning English names of animals in elementary school [J].
2012, 52(11): 1-6.

PERRY B. Gamifying French Language Learning: A Case Study Examining a Quest-based,
Augmented Reality Mobile LLearning—tool s [J]. Procedia — Social and Behavioral Sciences,
2015, 174: 2308—15.

MEDA P, KUMAR M, PARUPALLI R. Mobile augmented reality application for Telugu language
learning; proceedings of the IEEE International Conference on Mooc, Innovation and Technology
in Education, F, 2015 [Cl.

Z¥K8R, N, B3E, et al. EFIE8ISLHIFR1) LBIRFHE R FLLWHT U] R, 2015, 36(4): 44-9.
PROZR, A, IEseISLH E RSN A—IL “eia28” Al [J]. dEBEE, 2017(3): 24-30.
IR, sKk&F7, sk® T, et al IBRIMEHEBONS AT SFRSCE]. ML ERIK, 2014, 24(9): 107-13.
HE J, REN J, ZHU G, et al. Mobile-Based AR Application Helps to Promote EFL Children's
Vocabulary Study; proceedings of the Advanced Learning Technologies (ICALT), 2014 IEEE
14th International Conference on, F, 2014 [C]. IEEE.

fek Bli: RFIFEXFRTFRRTRRER RFFERSF BAHED RA NP A AREELE

76

AFTIFERSE VR/AR+HF ™ RBE

FNEEERAHE 2018-1



