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ABSTRACT

Recently, realistic contents using virtual reality and augmented reality are attracting attention as learning aids.
3D-based contents have the advantage of being able to observe and experience objects from various angles than
2D-based contents shown on a flat surface. In this paper, we propose a content design based on 3D model for Arduino
learning in a virtual environment. The Arduino board and sensor were implemented using Blender, and a 3D-based
simulator environment was constructed using the Unity engine. The proposed content uses the Arduino board and sensor
implemented in 3D so that learners can easily experience the working principle of Arduino and the coding process.
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