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ABSTRACT

Currently, vocational high schools are trying to learn through project learning and
similar courses. This is to nurture talented students who can be directly involved in
the industrial field. In this study, we modified the existing ADDIE model, designed the
model for the class, and operated the actual augmented reality programming class to
verify the wvalidity. As a result of the operation, the learners’ satisfaction and
achievement were high, and the ability to solve the problem was improved as it was
developed in the actual field. In this study, it is meaningful to develop a teaching
model closely related to the field through the project learning using the augmented
reality programming.
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H 1, Learning Plan

Instruction .
Level Learning Plan
number
16 ARToolKit  Setting, Install
Basic Tool, etc.
7-15 OpenGL Basic, 3D Modeling
by Metasequoia
16-25 3D Modeling by GMLetaseq,
VRML
26-40 Advanc|Image Processing Library
ed OpenGL, MQO
Action Game Prototype
41-50
product
51-120 |Project | Create a product
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