Advances in Education #H3E/E, 2025, 15(2), 1163-1169 Hans X
Published Online February 2025 in Hans. https://www.hanspub.org/journal/ae
https://doi.org/10.12677/ae.2025.152359

EEEL [ bET&* %u'l'/\ﬁ“ ﬂi*ﬁ_t*w?

— & T MIRIRENE

RAAE
BUPHITE R 222 F R e, Wil i

ks H . 20254F1H22H; FAHBEM: 20254F2H21H; kA HM: 202542 428H

H E

BIAEFIRREUZEIZ L, BFREIME. SRk, R—MEUkFEQNEIKRERR, M
W RREL ST B W] DU AP R B AR R AR . N TGRSR SE R A BV B, AT TSR BT
R FERRUE. ARBFHFEFRTE=AER, MIRAERIGER K DTN 7B AR RAT. RPAR
JEEART, JER T WEISHE T KA B ARGAEESK, JFET “AEshPIEAR” APPRAT RIS
fl. ETHEX, FENMPEERETEESR.

XA
WERELSE, MIREIAE, BE¥EHEFE, AEHFE

Exploration of the Generation Mode of
Mathematical Knowledge in the Context
of Augmented Reality

—Based on the Curriculum Orientation of Generative Knowledge

Mingian Zhao

Jing Hengyi College of Education, Hangzhou Normal University, Hangzhou Zhejiang

Received: Jan. 22", 2025; accepted: Feb. 21%, 2025; published: Feb. 28%", 2025

Abstract

The curriculum orientation of generative knowledge is learner-centered, featuring authenticity, so-
ciality, and openness. It is a curriculum orientation that stimulates students’ creativity, and augmented
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reality-assisted teaching can better help students generate knowledge. In order to promote the better
application of augmented reality in teaching, this research focuses on three elements: teachers’ wis-
dom, students’ knowledge generation, and the AR mathematics teaching resource library, as well as
the four fields of the knowledge-generation spiral model and the three stages of pre-class, in-class,
and after-class. An augmented-reality-assisted junior high school mathematics knowledge-genera-
tion model has been developed, and a design case has been carried out based on the “Vivid Science
AR” APP. Based on this model, it is hoped that it can provide some inspiration for junior high school
mathematics education.
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Figure 1. Teaching model for junior high school mathematics knowledge generation with AR assistance
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Table 1. Teaching content design for “solid figures and plane figures”
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