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Abstract

Graphics is a basic course in vocational high
school for students to acquire skills in machinery,
architecture or design. In most graphics-related
courses, orthographic projection is an important prior
knowledge for the development of spatial concepts.

As rapid improvement in computer graphics
technology, the approaches for the application of
computer-aided instruction have been more versatile.
With the development of animation and 3D-based
graphics and interactive techniques, learning is no
longer based only on traditional teaching. This study
designs a Computer-Aided Instruction (CAl)
prototype for teaching and learning orthographic
projection. The prototype integrates the 3D-based
interaction with visualization tools to help students
understand orthographic projection. This paper
focuses on the description of the design rationale and
the development of the CAI prototype.
Keywords: orthographic  projection,
interaction, computer-aided instruction
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