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Abstract: Augmented Realityis changing education in a very amazing way and it brings a new technical 

dimension to teaching and learning practices through amazing visualization of the real world in an 

interactive environment made out of technology. We know that Visualization is very much needed in present 

times of education but many students are lacking it. So, to improve visualization, augmented reality (AR) is 

used.AR is helping us to change the present way of learning in the classroom in more fun yet technical way 

with a great boost to imagination and visualization. In this project, we are proposing a new project in unity 

in which we have to import the Vuforia unity interfacing package into the unity setup. On importing this we 

get assets from Vuforia to unity which contain the AR components which are used to develop AR 

applications. Compared to 2D applications we will have a better experience using AR applications which 

will include 3D modules and, in this application, all the teaching topics can observe in the 3D graphical 

images. Augmented reality is not limited there is still more to this, we can combine AR with other realities 

and even artificial intelligence to make it more reliable and efficient. The future of technology is going to 

specially emphasize AR and its other dimensions, it's going to be all about technology sooner or later so it's 

our general approach to make education more fun and effective for our present and future generations. 
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I. INTRODUCTION 

Augmented reality does not create artificial environment, but it can play with the existing environment and also 

overlays feature on it. Likewise, VR, AR also found applications in various fields. AR design and development of a 

three-dimensional physical model has typically been viewed as a critical part of the design process. Augmented Reality 

software for design, we’d already been discussing internally how the advanced visualization technologies of Virtual 

Reality and Augmented Reality would be implemented across our design ecosystem. The Augmented reality is additive, 

overlaying digital content on to the real world. The user is aware of and can still interact with his environment.  

Designers of AR software and apps will findmany of the traditional tools still very useful: e.g., paper and video 

prototyping, understanding existing mental models, etc. It is an AR model of the featured components that can be 

viewed through IOS devices. 

Augmented reality (AR) is a field of computer research that deals with the combination of real-world and computer-

generated data. Augmented reality is a technology that allows virtual objects to be placed in the real world. In real-time, 

Enhancing our information about the world around us. Another aim of augmented reality is to blend all parts seamlessly 

together so that the user is made to believe that the whole environment is real. In other words, there shouldn’t be any 

conflicts and discrepancies between the augmented environment and the rules by which the user normally senses the 

real world. An augmented reality App is a software application that merges digital visual content into the user’s real-

world environment. We have made an android application that will help to engineer students better understand various 

concepts regarding their subjects 

 

II. LITERATURE REVIEW 

1] Zhu et al.  address the use of augmented reality for healthcare teaching. The augmented reality approaches developed 

did not have an explicit pedagogical framework. 
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2] Diegmann et al. describe as the results of their review that the specific directions of augmented reality approaches are 

more likely to lead to certain benefits, such as increased motivation. 

3] Akçayir and Akçayir emphasize the results obtained with the literature analysis, that augmented reality approaches 

promote a better learning performance, in which the problem most identified in the analyzed researches is centered in 

the difficulty of students to use this type of application in a better form to promote learning. 

4] O’Shea and Elliott  conducted an exploratory analysis of available mobile augmented reality approaches for 

educational purposes, with the intention of evaluating themfor their potential and affordances to transform the way 

education can occur with the use of augmented reality and not just how content can be presented to students that 

interact with these types of technologies. The rationale presented by the authors consists in the fact that AR has 

achieved great advances in the robustness of technology, aspect that also converged with the wide dissemination in the 

use of mobile devices, but emphasize that the practical improvements to the use of these resources in education are still 

being defined and redefined. So, it is necessary to deepen the affordances that AR has to offer, seeking to highlight the 

added value that these applications can offer and how best to take advantage of its distinct characteristics to improve 

learning. 

5] Saidin et al.  describe a review of augmented reality in education, focusing on demonstrating the advantages and 

resources with potential to transform educational environments. Considering that in the perspective of AR technology, 

since its conception, seeks to promote a more active, effective and meaningful learning process, unlike other 

technologies that have emerged for educational purposes, but have created a passive learning process that does not use 

its resources to promote critical thinking and creation of meaning or metacognition. 

6] Becker et al.  highlight technologies and practices likely to come into use in their sectors over the next five years 

(2017-2021). An emphasis is the intensification of the development of augmented reality technologies in 2016, 

accompanied by the use of mobile learning in the educational contexts for the year 2017, an issue already noted in the 

2012 report. 

7] Chatzopoulos et al., A variant of augmented reality technology is the Mobile Augmented Reality (MAR) technology 

It has been making inroads in the training and learning domain, as learning approaches can be virtually accessed using 

the ubiquitous mobile devices, in which, learners can access learning materials and contents anywhere, anytime on their 

mobile devices . 

8] Azuma, R., Baillot, Y., Behringer, R., Feiner, S., Julier, S., & Macintyre, B. Augmented reality is the integration of 

the virtual with the real world, in which computer-based graphic elements are displayed on the screens of the users’ 

technological devices, simultaneously with the elements of the actual environment, in which, the users are In addition, 

the term “augmented reality” is used in situations where the real scenery is “augmented” through virtual elements. 

 

III. METHODOLOGY 

We are going to make an android application in which we will include various concepts of different subjects related to 

engineering for better understanding and visualizing the actual practical approach. The 3D model will be animated and 

will be superimposed on the specific page of the book where a specific topic is explained. The approach is to bring 

practical visualization using 3D models related to each concept to reduce the theoretical complexity. The intention is to 

solve the problem definitions with the above single approach. 

 

3.1 Block diagram 
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IV. SYSTEM REQUIREMENT 

Technology  

1. AUGMENTED REALITY: A technology that superimposes a computer-generated image on a user's view of 

the real world, thus providing a composite view. 

2. 3D MODELING SOFTWARE: In 3D computer graphics, 3D modeling is the process of developing a 

mathematical representation of any surface of an object (either inanimate or living) in three dimensions via 

specialized software. 

3. VUFORIA BY GOOGLE: Vuforia Engine is a software platform for creating Augmented Reality apps. 

4. ANDROID SDK: The Android SDK (software development kit) is a set of development tools used to develop 

applications for Android platform. 

5. PLATFORM (SOFTWARES): Unity Game engine v2018.3. 14f.Vuforia engine. Blender v 2.79/ MAYA. 

Android Device 

 

V. RESULT 

In this proposed system we develop an android application using Augmented Reality Technology (AR) for education. 

 

VI. CONCLUSION 

Augmented reality is an old idea that is right now on the verge of success. This is due to the fact that until lately there 

have not been advanced enough technologies to make feasible AR applications. They have been lacking either in 

computing power, user tracking accuracy or ease Of use and comfortableness, which all are necessary to produce a 

satisfying AR experience. We can conclude that Augmented reality is one of the most emerging computer technologies 

and has become an exciting rage for the upcoming generations as a field of futuristic technology. Due to the ability of 

having several advantages which are involved in the making, designing, coding of the screen less, this needs plenty of 

knowledge and process for the development is still under improvement.  
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