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Abstract— Augmented reality is a blending of interactive 

digital elements like visual overlays and other sensory 

projections into our real-world environments. This is used in 

the education field to enhance and improve the learning 

standards for the students and makes learning interactive 

and fun. In this paper, we propose a system that uses this 

technology to improve the learning standard. This system 

uses a mobile intelligent terminal to take pictures of books 

to get the text, pictures, and other information related to 

books. Based on the existing system, this paper further 
explored the application of augmented reality technology 

and developing augmented reality applications to display 

information. This module can be used to scan a specific 

book and obtain its 3D model and text information in real-

time. Users can interact with the model by rotating and 

scaling, which enhances interest in learning. 
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I. INTRODUCTION 

Augmented reality technology is an interactive real-world 

experience where the virtual object is projected into the real 

world. This is applied in the field of education to make it fun 

and interactive. For more than 20 years of research in AR 

technology, many applications have been discovered for the 

education field using this tech. There are many types of 

research and project on augmented technology that help to 

improve the learning standards. For example, Gang Zhao's 

team from Central China Normal University developed an 

augmented reality application for plant learning. This 

application is used to learn about the plants in an interactive 
manner. This application makes plant learning interactive by 

projecting a 3-dimensional model of the plant on the user 

screen and also provides a textual description of the plants 

on the screen. The user can interact with the model by 

rotating and scaling the 3d model of the plant. By using this 

application the students can gain more plant knowledge. 

Mobile intelligent terminals are famous among people. 

These innovative inventions in the field of education using 

mobile intelligent terminals will improve the methods and 

standards of learning.    

Our main objective is to design and develop a book 
knowledge expansion learning system based on mobile 

visual search. This system used a mobile intelligent terminal 

to take pictures of books to get the text, pictures and other 

information related to books. Also to increase the occlusion 

and robustness management in the display module. Using 

this system the students can gain more knowledge about the 

textbooks they use. The system has improved object 

tracking feature thus the object can be tracked even if it's in 

long-distance and also the object is a blur. Also, the system 

can track multiple objects at the same time. These are some 

improvements that were made in the existing system.  The 

purpose of this study is to help learners to know the details 

about the textbook. AR technology is a new direction of 

modem educational technology. It is a long and arduous task 

to apply AR technology to teaching. Through this study, we 

hope that future research can integrate AR technology into 

teaching, and create a new learning environment for learners 

which are interactive, interesting, imaginative and 

intelligent. 

II. WORKING 

We use unity for developing augmented reality apps, which 

mainly works with the vuforia SDK. The vuforia SDK 

contains prefabs such as AR camera, Image Target, Cloud 

Recognition and more. The front cover of the books is 

recognized as an image-target and uploaded in the vuforia 

developer portal, and then the database is downloaded from 

it and imported in unity. The camera then only recognizes 

the book when scanned, to project an augmented plane. The 
plane incorporates the image we have developed using 

Adobe Photoshop for representing the information about the 

book. An asset called the Lean Touch is used to rotate and 

scale the object. The object can be positioned anywhere on 

the screen, for the convenience of the user. Extended 

Tracking Technique is introduced, to track the Image-target 

even when we introduce any disruption or even a portion of 

the target. The target could be scanned only once and the 

augmented plane could be retained even if the target is 

removed.  

The main interface of the app contains some 

instructions concerning the activities of the app. At the 
bottom end of the page, there will be a UI button that labels 

“Start”. By clicking on to that, the user can go to the AR 

Camera interface. Scan the book to augment a plane that 

contains pieces of information about the book. The 

information includes complete details about the book, 

author, recommendations, reviews, license, and finally the 

price of the book in various E-platforms. We set up three 

distinct UI buttons to analyse the information. The first 

button, Info contains some advanced details about the front 

cover of the book. The next button is the Description button 

which comprises details about the other details. The final 
button holds a list of various platforms where the books 

could be purchased, by clicking on the screen. When clicked 

on the respective E-platform, it would open the browser 

and it directly goes to the respective website to display the 

information about the book. 

III. LITERATURE SURVEY 

In 2018,[1] Luyu Lin and their team from National 

Engineering Research Center for E-Learning Central China 
Normal University developed an application to improve 

plant learning. They developed a system that helps the 
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students to learn about the plants in an interactive manner. 

This system can be used to scan a specific plant and project 

its 3D model and text information in real-time. 
In 2018,[2] Luke Benjamin Cassar, Frankie 

Inguanez from the Institute of Information & 

Communication Technology University developed an 

augmented reality application for catering. This system 

allowed the customer to know how the food looked in real-

time using the ar technology. The system is used by 

scanning an AR marker from the menu and it projects a 3D 

model of the food in real-time. 

In 2018,[3]  ShaunakShirishDeshmukh and the 

team from PadmabhushanVasantdadaPatil Institute of 

Technology developed an application for multiple object 

tracking and manipulation. The system is used to develop an 
AR video by adding photos of the object to vuforia and 

creating an AR marker. The markers, when scanned with a 

mobile device will display the 3D object on the real world. 

The purpose of the system is to make education interactive 

and interesting. 

In 2018, [4] N.S. Rigenkov, V.N. Tulsky, 

S.V.Borisova from National Research University developed 

an application for electrical engineering. This application 

uses modern AR technology to show the 3d objects of the 

transformer and also shows the working of the transformer. 

This helps the students to study the transformer's parts and 
working principles interactively. 

In 2019, [5] Malek El Kouzi and the team from 

Carleton university developed an application for elementary 

school focusing on the human skeletal system.  This system 

was useful for the students to learn about the important body 

parts that make the human skeletal system simply and 

interactively. The team conducted many surveys and they 

found that the students liked to learn using the application. 

In 2018,[6] K.ChalapathiRaju and team form 

S.R.K.R Engineering College developed a 3D based modern 

education system using AR technology. They made an 

application that creates 3D models of an object that are 
captured through the camera and project it in real-time. This 

application is useful for students to learn and understand 

concepts in an interactive way. 

In 2018, [7] EsronRikardoNainggolan and the team 

from STMIK Nusa Mandiri Jakarta developed an 

application to teach children about animals at an early age.  

They used AR technology so that the children could learn 

more about animals in a fun and interactive manner. They 

conducted a survey which made their idea true. The system 

works by pointing the camera on to a marker and the 

application projects a 3D object. The user interface of the 
application was made simple and understandable to the 

children. 

In 2018, [8] N.G. Babak, A.F. Kryukov from 

National Research University developed an application for 

visualizing the advertising booklet. This application projects 

a 3D model of the college logo when scanned. When the 

user clicks on the logo detailed description of the institution 

is displayed on the screen and also when the building of the 

institution is scanned appropriate audio is played. This 

application is very much useful in learning the details of the 

institution.   

IV. CONCLUSION 

Therefore Augmented Reality is becoming a trend in 

education, entertainment, and infotainment. The proposed 

system may be used to improve the standards of learning.  

Through this study, we hope that future research can 

integrate AR technology into teaching, and create a new 

learning environment for learners which are interactive, 

interesting, imaginative and intelligent.  Also, there will 

more applications that will be based on the AR technology 

that will change the future education standards. 
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