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Intelligent Vocabulary Recommendation Agent
for Educational Mobile Augmented Reality Games
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Abstract In this paper, we propose an intelligent vocabulary recommendation agent that automatically
provides vocabulary corresponding to game-based learners’ needs and requirements in the mobile education
augmented reality game environment. The proposed agent reflects the characteristics of mobile technology
and augmented reality technology as much as possible. In addition, this agent includes a vocabulary
reasoning module, a single game vocabulary recommendation module, a battle game vocabulary
recommendation module, a learning vocabulary list Module, and a thesaurus module. As a result,
game-based learners’ are generally satisfied. The precision of context vocabulary reasoning and thesaurus is
401 and 4.11, respectively, which shows that vocabulary related to situation of game-based learner is
extracted. However, In the case of satisfaction, battle game vocabulary(3.86) is relatively low compared to
single game vocabulary(3.94) because it recommends vocabulary that can be used jointly among
recommendation vocabulary of individual learners.

Key Words : Mobile-learning, Game-style Courseware, Situated Learning, Intelligent agent, Location-Based
Service
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Fig 1. Structure of Agent
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Table 1. Vocabulary sets(one part)

ask | friend |[Hamburger| need | school tell
doctor| game |homework| offer | Shoes Toy
Flower| get Internet | parent | sleep use
focus | gift light picture | subway | want
follow | give matter right take | woman
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Table 2. Precision and Satisfaction of recommended
vocabulary for each module

item module | AVG. S. D. MIN | MAX

CAVIM | 4.01 056 330 | 500

Precision
™ 4.1 042 322 | 500

SGVRM | 394 041 300 | 500

Satisfaction
BGVRM | 3.86 053 350 | 500
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