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Researches and Issues of Augmented Reality / Virtual Reality
for Learning Environment and Educational Support System

Sho YAMAMOTO*

This article describes an educational research using Augmented Reality (AR) and Virtual Reality (VR). First,

I clarify the definitions of AR and VR. After that, I introduce examples of research on learning environment and

educational support systems which are implemented by AR and VR. AR is classified based on the augmented

reality display in the real environment. VR is classified based on the degree of immersion. And I will discuss

how each technology is used in the context of education or learning. Later, as an example of industry, we will

introduce case studies focusing on automobile HUD. Finally, from the comparison with industrial cases, we will

summarize the issues of future learning environment and educational support system research using AR/VR.
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TIFRT B D & THBH. —FH VRIE, AIHHE
ATRE R (AR 2 SR T 2 Bl c & 20 9. Ko
TAR THNEAR = 7+ Vi ERFAWVT, AT
BLOBEZEMICID ATV b LT &9
75 H& b‘*ﬁxﬂ’]“( D, VR TN Head-mounted
Display (HMD) 7% &% H\W\ TR D 2RISR AT %
KOG ATLBNELHENTVS. 2h s OFfiE
BREOHKICE SbEnE 7Yy FREREZ(ED
MU, 2—FIRIETE 2 ERAERNTH 5.

TR, DS EREN S, AR/VR IZEE DY
BOUTEHAHINTWS. flZIE, Google #hikZH
ZHIIE LT, VRZEMTE £ I EaA (EOH
2Ix L) LT OHZIRMIT % [Expeditions V] %,

Z®D AR TH % [Google Expeditions AR tours pro-
gram | ZRAFE - FEER L THED, NASA FEEPKAEZ
IHRZEMICEE T 5 [SkyView) ZREL TS @,
F/z, AR'VRIA VT VKT 2Tcd DI E &
FITE L ORI - BEIN TS (ARToolkit,
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ARG TIE AR/VR ZHH L Tc&0E « 2EE AT
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Head-Up Display (HUD) ZHul& L7z AR DFIHIC
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2. Augmented Reality & Virtual Reality
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2.1 Real Environment & Virtual Environment

11C Milgram 5 D& LTz, A0 L HEDOEE
%Z3E# T % Virtuality Continuum #7573 @, 22T
W BIRERES & RIS 2 i & 0 & L TAERAINL
O, AREREE & BRBREINRE D &b o Tl &
Mixed Reality £ EFKL THD, ARIZI DEHNICAIE
DiFons. BHEEREE, BEDOF TV b (Rea
Objects) DHTHMEINZTRETH Y, (AR
8472 =2+ (Virtual Objects) DA TR S h
BEERY. FROF TV Y FOERGLITOL
BEHTHB.

“Real objects are any objects that have an actual
objective existence”.

“Virtual objects are objects that exist in essence or
effect, but not formally or actually”.

ZCT, AMTREIEREN Z Wi 8ET - %
BPIHRY AT L3t e LTWwWa 7o, ot formally
or actually)] %, I>Ea—RIcX>THEMREINSA
TMEAT7Tx2 7 e LTHRASCE LTS, &,
XERcBWTbarEa—2757 v 7 Az {84
727 FOflE LTHEF TS,

& o TARI, HERBRICKEDOL T s MR
BENDH LT, BHEED R ShiciELE
#IN 5. T LT VR Virtual Environment
(VE) BWEHEDLSICEULNEREEL 5.

22 AR & VRO

Bimber 5 & AR fffiic DT, AT =7 b
DFAATLACHEIEELDTVE P (2. %
T, HEDA TV 27 bDH HZEMICT INA A%z
i#9" % Spatial Display T 5. Ul 3FEHH D,
Screen-Based Video See-Through Display I&, B{FE®D
ATV M EARATEETHELRY, A Ea—
ZEDRAD) = TRBA TV /7 MICEBRT 5.
Spatial Optical See-Through Display (&, FHEDA 7
VLY bOHDIREA T2 RGO
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HEN 5. ENCELTLHY—A)L—N2Y FNLFD &
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7z, ARFNE, BEMEFIEA 722y %
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2T, B LOMBEENMEAREZREL LT,
VR B 5 % Non-immersive VR, Semi-immersive VR,
Fully-immersive VR @ 3 I pf L T s © @,
Non-immersive VR & FEESIVNEID T+ X T LA LT
R OMENZ I N EDTHSD. IV ARF—
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Semi-immersive VR Tl&, 7/83A4 RAEY a4 X7 1 v
URAR—AR—)L, T—27a—7k%¥ 3 Rmx
HEH#LIzb0IKEs. RTA AT A8, AOKFE
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BEIGED I e b DIT b, HdRid HMD %> CAVE %
FIHL THE IR T2 ARIREETE S LD Th 5. &
DERZEHL TV E 2004 FF & H0EDIC
BoTWAHD, VRIZNEREZBHEE LTHAS T
EDTEZRIBETH S L VI AT, RABKDIEE T
Y2 LW FhIEBEICTL L EDNS.

23 HCIEHF3 AR & VR
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Ca—2DA2Z25 7 aiE, 2—LBRHEMRE
DAVEZTITIUDBIENHEINT NS, DED,
arbEa—iFar¥a—~%, BIHEEITTEERET
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3 A comparison of HCl styles
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HY, INLOMIEF Yy THTES. UKL
T, (b)Augmented Interaction (AR System % FIJf L
JeEEE) Tk, 2o —ZICk > THES NS IR
ZRALT, 2P LBHERRTODOED 249 K—
F9%. %L T(c)Virtual Reality Tl&, 2> Ea—%
BL—PZRBICHDENTED, 21— LHFEMH
L OB OHAEIERIEE Y. Ko Twed LE CAVED &
S I JE Pz 9N RARER S T S #2137 <, HMD
THABRTISRASYE, TORBREELDHRA 22T
72arEWMBHEL VRICES EEALNS.

24 AKTBITHIFS AR & VR

AT, 1 &K 3 &0, BIEEREICAEL T
V7 MMEET HREICE VT, HEMR L ERE,
HHEVIBERE B CAZT 7Y a RIS
LDEARLT S, TLTR2 &H, 2—F DI
EE L CRAEA 7Y = 7 e &S % Head-attached
Display, L—H Ofi>#ar%zH W THEET % Hand-
held Display, Z L THHEDOF 77 bbb L
TT 4 AT LA 7%[EET % Spatial Display © 3 %
T ARBREZ DT 5.

VRIE, M1 &X3 &0, REREZFLEL, K
MEREDHA ATk BEEETS. £
LT228i&KY, BFEEMEEA 2T arre
575 WNBIRZEM 2 Tk & LT W % Non-immersive
VR, RIBZEHENHEF D% < % 58 2 & D DB F2M
& F 721F1E 9 % Semi-immersive VR, % LT HMD %
BT A AT LA LD R T XT 2 RIEEREE THE
bz Fully-immersive VR O =2DIC7HT 5. 7538,
NS DHFICEVT B IR OBRIETEE T8 X
DOFRICE W B h 2 5728, CZ TIEHCIDE
B E A, 1z EOREREREICEDN S D
(CORERBEEREICIENTVE LKL S D)
Ik >THET 5.

3. BB - FEXZEIATLICHITS AR/NVR
3.1 AROFHM
3.1.1 AR OFIHH

Head-attached Display % > 7zl & LC, HMD %
FIW T a2 % #3895 Construct3D BRI N T
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W3O CDVATFLTREEA TV FTHB
BN %, IO Ix ETEIE LS #s
DOHREZHEDZ L VI EDTH S, EHNICEH, TFET
&, Lumilo ® X 9 7%, #EE THAEIA HMD % #459
BT ET, FED LK) TILEA LTEERN 2 ES
TEBYATLLHFEEIATVS 10, iz, EBED
HBlcy—h—%=N5L, N—Fyxz7arR—x>

NPT AR, I Ea—20O<F—KR—F [
IKIHEHIERZ T 52 LT, TO¥EZ BT HI AT
LBEEEh T3 4D,

RIC Hand-held Display l&, # 7L v F$®X<—h
TAVHNER LT EDNDE, ZLOEIEEINTY
%. EcoMOBILE 7z 7 b T, MDKEX Eic
DV, EEORERZBH LSS EE TS 12
CDVATLTRFHEIAT— N7+ %L, §F
EDHMABET S & T, GPSICK h ZDIFATIC
BOEREEARNMEE I NS, Fi, BIEREICR
MERBIZEET AL T, HERBEAO—LT L1
Dr—LE L TR LENS, REAZEM ETHEPR
)T —OMEERL, F—LOKIGE &b
FPEED BV AT LEEEEIA TS 19 @3hic
b, TR Ial—rab LT, Y A—PHEET
LICELIEOE ARG, e BEEREE TH
FINLTHTET, 7Ly b ETZOMERLZEEKD
P32l —varhTESARSBEr D& S ET AT
LEREENTVS W, Fk, EBELFOROKIS
T EDEBREITAD VAT LB INTED, v—
H—72HNTHIGT 28828 FT 252 LT, TD#H
TRICHES Ve EBmA Y IaL— hahs 19,

ERDETIE, ~—Hh—Z2HVTIREDEZ NDHL
IFRT 52T, KVBIFROHZEENTEEHY
AFLMERENTVS 19k, (HOBE, B
FHLEMER—RELE LTETHI LT, WOEERE S
FESIBVATFLBEREIA TN S 17,

Explorez &5 Y 7 bw = 7 Tl&, GPSZFIAL
TRENERICHTIDY —> L EET S LT, FHE
EF v D SANDRFEDHAITF Y I/ 24— a3 a
S —RMLEODXERGFAED LT, 75 AFEDA
FLEMALEEELEENTES 19, T, EEIB
TXZ 7L kPCEHAV, REREITAEDOETRE
BEOMFZEEIY, X0V 7V TazmLETE5
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YAFLBHFEENTVS 19 7, BEHIF AR
HW\Wac & T, HERETIER L ZREEFHAED,
BEiDRb DIl RKIRETIRRT AL DTE
BIERIEE RS AT LRBIFEL TV 5 @0,

Spatial Display Ofil& LT, ~—A—Z2FHL T,
N7 bOX S HEREGKIMOMLEZ, REOE
mmEMRL LAEDLEENLHAETEHI IR AT LD
REINTWS @V &z, WEOEPHLLT, v—
H—%IERd B e, TICEBINNEL T2y
M RTHREEEBENIEE INE VAT LEREEI N T
% @D ZHELRIEBTO-FIEEDOHTuI Y
ZERHANTVS.

3.1.2 ARFIHADOERE

AR ZRIHT B EFHICIE, T X NI, G
197 DB EHARTENE T EARH 5D, Th
SIMRAEIRIE CRIAT S LICLBEETH D, AR
LW, BB (HBRRZ T 2 C LICK BB
HTHHLEEON. COEEREZLE, S0
FE L HETE 213, ARFIHOEZIRD =2
Wl TEk., @QEEDOLTI 2T FOEIEICK 58
HIEROERE, OHEOF T2 s FOEEHDH
DIEHIEEE, (Ou—IL 7 LA > TIcBlr 5HERD
i, Thsd. iz, 3TLZEMTRHRIET L LICK
D, BHNILNRA TI 2l N EERTE 5,
BHFEHICBOTEHTH S L VI FELIERTZ %
A, CTHEARZAVENS ZZDEFELIFL TV
AN

(@) 1 BRI O TN YT 5. & LK
IR 2 JorOAHEREE T, U AL EZHNT
F2IE, E95LTERY ALV TINA ADIAEFRR
LW, IHOFEREREIIC B ZHAEOMIRE W IR
DIEFRHAMSMEA T L E S, HIAE, BHEICEZAT
Vxy NEREATEBET AN, YVADRT v
& Py FICBEEHRDEEETHS. ThHHED
T H—EOMFIC X W ERENEH LT, ¥HH
KO ERBND, EEOFERIREICH L /2228 HM T
AB. FTr, FERGEZRIDAATERET 2LV
EL, EMOBE L IZIFEREITES.

i, BT 7 4 — L R — 27 ¥ OBIEDEH
BR—R LG HHE - FEIXLT S, 2hicik2
DD, —DOHBHEOMIFESHOERZIEIRT



2 &S mHMEPENEDIR R TH S, P —FKR—F
DB E UKL T . SO, HEOIHEHER
gL, ZOMKZRRTSLDTHH, Lumilo
PAEREE OFERER ORI BT 5N 5.

@Ea—NLT LA TSR THY, Bk
A DH O 2T, BKEIFICBNTIE, ERO[ER
MZEHET 59 ATHIREOHRERLEETH 5.
LNMLZTLy FETDYIaL—2 a3kl Tfro
TLES &, COBGFENEN, FEORERIENK L
DH. L LBHEEMER-ZAETEHILET, O
Mz ERTE S, Fie, HFEPME L TIRBIF4ER
EN—AL LU ONGEEZ M LT, & HIE
DANEFELTLV B LV IREZB{ONLLEALN
5.

%I, Construct3D ® & 91T, 3 RyC2EM THY
WG WIIN TR Pt 2 & ¢, 2 RoTZEfi & 0 1315
PR DR TN E NS HB IR TE 5.

LTeD > THFREZBEATHE LD, EROE
RNz 7TaY sy a ey I TRERD,
DRET — LR TV 2 7 S OREGEA R
i, RERETHLICEOEMAEEHSEDD, AR
THHHHIFAETIEEWEFTA 5.

7 AR Z HBIT BB OFHIC OV TR S.
Head-attached Display (&, WFZMHW\z#8 %29 %
BUcHTH 5. Hand-held Display i, ZO#sE
"B, 74— FT =2 ERBIEHS EBICBEWT
FIA L9V, §A&IC Spatial Display &, # L v
T rOESICBEHLTWAHEDA 7Y 2y MET
holeh, BESNIED LTWA X FIEAICHHAT
THLEVWAS.

32 VROBERAM

3.2.1 VR OFIHH

Non-immersive VR Offil& LT, EAENGORZ
TR I 2 L—2a YAAREG Y AT LDMEREINT
WE P ZOYRATFLTET 4+ A7 L A1 VR EEh
ZefiiZ 2R L, Wii Remote Z W THMET 5. 1Eh
IC% Second Life JREE T, HEROLZLHBE T —)L S
LA TEBHEDEHZ Y.

Semi-immersive VR Tl&, EAKGT 1+ A7 LA &+
I MK BT AF ¥ ZHNT, RAZERTr—)L
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TLATTICE D NEGFEOR L SHELHIASELZ
BTEBYRATLNHS @ 1Ehicd, HMD &/
REoHEHAVESC LT, HERE KBGO OE O
YIal—YarNTEEVATLEREEINTY
% (26).

Fully-immersive VR i&, % <4 CAVE RX—ZXD ¥ X
TLTHB. £9, CAVEZH5Z & T, PDD-NOS
(BIED DSM-5 TIEHBEARY b F LEE) Oli#E
L RIREWASEZ I B Hl 7z I B 7c DT AT LR
ERINTWVS @0 3hcs, wiEEEOIRZ I
LT 570, RIEEHNTERRIEZHEE S L
DTEBVATLEH D, MECROHTEM AL L R T
WEDH % T L AT N TS @,

CAVE LI#} Cl&, HMD % i\ 7z the design of archi-
tectural spatial experiences DZ 3 ZE> X7 L& 12
FENTED, LOEEERLPHHRANICEZ L0
ERAMESN TS @, £, HMDRE— 3
CF YT F v L TNN—F v )LZEMTT 7)) hD
Djembe /N> K K5 LOEREAEHE O Lih, £—
var b vh—& HMD ZHW 5 C & TR
BEOHIfE TE BEBELIEEI ATV S O
322 VRAMHDEHE

VR OEFEIE, RKMEEEEDOA> 2502 3 0hRE
Thdlh, TBHERETIIEHEOHE LV, S{ATEH)
ZPESEEOERE »EFENS. flAE) ) D
BITE AR, FHNTHIB C EDHELWEEEED, ZTDR%
MW ERRMEZ LD BROTORIET, SHCWERITIETF
RWEEEFRBTES. Fi, BEEYOT 1Dk
1T, 3TUTDYHADHEEIC & B3 NHETH D
MOZTOYAEBIFERE FICEET 5 C LW (R
BOMEE L) HHFEICBYTEEHTHS.

—75, KEGEHEROENZE L Ld, AHERE
TIRIFTUIARATEET H B D, 79 L& ERENMHER
BEICH DA E N AR EMEZ R, N R RS L0
i, BAOHUIEDSRETH S0, FT Lz HE
ORIEELEB T ET, N7+ = VADEND L
WORERBHT WA DY, ZHUEHB ORI 2 A4
TV ML Th &0, BT LE VR THHL
FPEE 7R, GRESIRIBEEE IS D W T R e R IRARER
BNTH 2R M2 5T 5 C LI3EEL L.

% 7z, Non-immersive VR 1, VR & L TOEEN
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HBELEFEVDTV. FIUIERAED NP AU, )
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4. BHEIEEHREIMNTICHITS AR DFIA

BB ERZIC B 1T % AR OFIF IE HUD D F%ER
FTH%5. HUD EHEHEO 71> by o > Ry
WA 7Y " e ERTHEDTH D, BIEEE
T EZ T REERORERZ LTS, £oT, &
C Tl& HUD w57z I 4. Plavsic 51&
HUD O % RAFIE, FE57— 3>, EREGEE
HWoOTER, BRI, BT, BRo%E
AFENEELTVS O flzigresr—2ax
W&, EESICAN L TR KHI Z IR 2 2 LA TE,
Pk H—F = 3 > &b HHEFTITIOZREES
AL TV 5. SEBIC LEXUS @ Advanced Display
TIXBHAEDIEE P01 /7 Hli & TOMEEE, AMao<
LIC K B EROEGER ETEEDLIER Y, »W<D2ED
HEAE SNELIEE IR RN

Fle, TOEIEVATLE, EBICHETE SN
EIMICELRFHE BV THEN ZEIN TV RIEE1Z
V. LA S HE ORI A R N0 RE ED, R
TACY TV I a b= 2Tl Z1T\»DoD, HRRIC
H#H0 HUD ICISHT 5 T L #E 2 T, (FEAMK
EORERTT> T 5 O,

5. AR/VR ¥FiiFIAIC&E\T 5 5RE

AR BB ICB WA 72 2 7 M2 fRT
52l VRIEIHERBEICADAD 5 & DR L
BoTED, ThEE) LIEE - PHEEIZN
AR/NR ZFIHT 2 Z#ENH S, L LWL DO
TN, NERBI THE A EHT 5 ERLERL T
& 9ICHAZIT S NIz, EBRIC, AR/VR ZH W
T, TERIBREIN TV ARE - 8%z, [RAEE
KX BT HE NS FROEDETFET 5.

F iz, BEEHGEREATICE T S AR FI & 138 D,
AR/VR Z HH W12 BE - FRIAESY AT LOBUGAD
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EERNTH E D AR STV, BEICBT HHEMI
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& > T AR/VR HHiffi# W 2B ic BV T, TAR/VR
ZHVENSZZTELHE - PHIBEI AT LICD
WTDELR], [ZOY AT LAOBBEBRGAOEA] B
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6. HBbYIc

AR TIEAR/VR BV & X BHE - ¥8%
By AT LIS OWT, FOERZRIES A
THFH LTz, FDleslc, £ AR/VR O—i A7
HZPFAEL, ThZTNOME D DREZ L %
IS, TOBBICHEDSE, ZNFNOWRICBIT% AR/
VR Z W05 EEIC OV TR LTz

4%, AR/VR Hiffiz W e BB G KE LR > T
WS T EDIEFENS. SEITEHBBELEIAT
LOBFSHAARR VRICEH L Ta >y 7Y 2 F
BMLTWBZEehbd, COMAIALGHTHSS. &
7z, AR/VR Hiffia{ks, FREFRFRBORMOS %
B tH o, 3HOeT+ AT LA ENL W HlicED
ns.

D& ICH T HEHAMZRE D ANSDTHNL, K
DTHERABICOVWTHROOET LN, HE - %
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