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Four Arithmetic Operations Education Game using Merge Cube
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Abstract

Technological advances on the 4th industrial revolution are bringing about many changes in various fields. In
particular, in the field of education, it has had positive effects such as inducing students' interest in learning and
inducing creativity and active participation. In this paper, we propose an educational game for arithmetic operations
using augmented reality technology, one of these technologies. In the proposed educational game, 3D contents related
to 4 arithmetic operations using a display device are augmented, and physical interaction with learners using a merge
cube is provided. In addition, the continuous participation of the learner is induced through compensation according
to the result of the given problem. Lastly, we expect learners to directly manipulate the merge cube and play
educational games to provide interest in learning, enable long-term memory, and help improve learners' logical skills

through the correct combination of operators in a given expression.
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