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Abstract: 
One of the most important modern trends that rely on technology in 

education is what is known as "augmented reality technologies", where augmented 

reality is one of the contemporary and important concepts added by Information 

Technology, which refers to the integration of the real environment with virtual 
reality within the real environment. 

The aim of the research is to identify the augmented reality technology, 

identify the most important uses of augmented reality in the educational process, 

take advantage of augmented reality technology to develop a proposed concept for 
teaching the art education curriculum through that technology to middle-school 

students in the state of Kuwait, the research problem was identified from the need 

to conduct a scientific study dealing with that technology and take advantage of it 
to develop a proposed concept for teaching the art education curriculum to develop 

the creative aspect through that technology to middle-school students in the state of 

Kuwait, the researcher adopted the descriptive curriculum, dealt with the concept 
of augmented reality, the history of augmented reality, types of augmented reality, 

and design and production stages Augmented reality, the mechanism of work of 

augmented reality, the devices used in augmented reality, Android applications for 

augmented reality technology, the stages of the work of augmented reality 
technology with a tracking system through a smart device, dealt with the 

application framework how to take advantage of augmented reality applications to 

build a proposed concept for teaching the art education curriculum to develop the 
creative side: To get acquainted with some Western pioneers of contemporary art, 

symbols and forms used in their works, to taste aesthetic values in folk and Islamic 

arts, to learn about the importance of the role of nature in the formation of elements 
or forms of artistic paintings, the scientific material from the course book was 

limited to the personality prescribed by the curriculum: Kuwaiti artist "Sami 

Mohammed", the researcher equipped the site Deepbrain Aistudio to prepare the 

scientific material by entering the official website, choosing a new Project New 
Project, preparing the scientific material prescribed for the character and inserting 

it on the site, the video was executed from the Export button, the site implemented 

the video using augmented reality technology according to the personality 
prescribed by the curriculum.
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