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Abstract

Augmented Reality (AR) technology has been used in variety of industries such as manufacturing,
tourism, transportation and education. AR can combine real world objects with three- dimensional computer
generated. Using a camera and display screen users can see the relationship between objects and are
able to manipulate and respond to the object. In addition, they can use collaborative mode to change

perspective. Therefore, AR technology can help support teaching abstract and complicated processes.

Keyword: Augmented Reality, Collaborative, Routing Table, Real world, Three-dimensional
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AN 3 NMANENIANeNUYTEAE Augmented Reality

Note. from “Collaborative Augmented Reality for
Inorganic Chemistry Education” by Camahort,
Valencia: International Conference on Engineering

Education
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