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Abstract

To solve the problem of insufficient learning effect caused by the intervention of augmented real-
ity technology in educational games, the article briefly analyzes the characteristics and shortcom-
ings of the current three types of augmented reality educational games, introduces the possibility
of balancing gameplay and education through digital scaffolding, and analyzes the game characte-
ristics under existing digital scaffolding. Specific ways of integrating scaffolding and gaming are
identified, and design strategies for augmented reality educational games that comply with scaf-
folding principles are proposed.
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Figure 1. Natural science curriculum games
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Figure 2. Use and interface of EARLS
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Table 1. Types and forms of learning scaffolds in educational games
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Figure 3. Professor Sudoku’s tool interface. A. Display the number of remaining cells for each number; B. Provide location
selection; C. Offer alternative; D. Check for error; E. Next step prompt; F. Detailed prompts for the next step; G. Position
contrast; H. Highlight specific numbers
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Figure 4. Professor Sudoku’s three scaffold types of games
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Figure 5. Shakshouka Restaurant’s game interface
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Figure 6. Online learning platform
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Figure 7. The interface of the TANK-Q game
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Figure 8. The prompt screen of TANK-Q
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Figure 9. Fire safety education game design strategy model based on augmented reality
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Figure 10. Design framework for educational games
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