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[Abstract]

Augmented reality (AR) technology can inspire fun and interest in users. If applied to the educational field, it can give joy to
learners, thereby maximizing the efficiency of education. Based on this augmented reality technology, we develop English word and
sentence structure education contents using AR cards. The content may proceed with English learning by selecting one of the
learning modes and an evaluation mode. When learning mode is selected, the animal card is recognized first to reinforce the animal.
Augmented animals allow learners to choose English words. If an English word is selected, the augmented animal changes to match
the word. When all choices are completed, an augmented animal animation is presented, combining and transforming words to match
the sentence structure to create and read the right sentence. In the evaluation mode, the learner looks at the augmented animal in
the background and makes it the same as the augmented animal specified in the English word, using methods such as the learning

mode. Through this process, we intend to create English sentence learning content that combines visual and auditory elements.
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AR Marker Color Size Action
Dog
Cat RunS,tJucrjnp,
Red, Blue, | gy small, an
Lion Green, Normal
Yellow
) Fly, Jump,
Bird Stand
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