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Development of Mobile AR Contents for Infant English Cognitive Training
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ABSTRACT

Importance and necessity is enlarged due to globalization. So, English education is diverse and recently applies AR(Augmented
Reality) technology to offer immersion and interest. Contents in this paper are Mobile AR contents for training infant English
cognition. Our system displays teaching aid objects into 3D models, lets infants listen to English conversation and teaches them
everyday English like a play. Considering infants that like games, this system adds an English game about each object of teach
aids. To attract infants and parents interest persistingly, We give them immersion and interest by suggesting a different event at
each step.
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