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Implementation and evaluation of mathematics and scientific teaching material
using mobile virtual reality
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As a result of this research, two VR educational material applications have
been released. One is an application that allows high school students to experience oblique
projection, and the other is an application that allows students to draw two-variable functions with

voice input.In the paper evaluating the former application, we proposed a framework for utilizing
VR applications in secondary education and demonstrated its usefulness through an evaluation
experiment at a high school.

There are two papers on the latter app. One evaluated an app for head-mounted displays, and the
other evaluated an app for Android phones. Both apps use voice input to input mathematical
expressions and draw two-variable functions. Both evaluations for voice input were not positive, and
further research is needed.
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(3) "Development and Evaluation of VVRPlot, a Smart Phone Application for Drawing Two-
Variable Functions in VR Space Using Speech Recognition™(2022)
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