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Abstract

This paper aims to see the students' responses toward the use of Augmented Reality in English learning as the application has been used
in some courses in some levels of students in UWKS. The study implemented the quasi-experimental methodology by applying for the

program to two groups, controlled and experimental.

Survey method along with the use of questionnaire was used for data collection.

The finding and discussion showed that Augmented Reality was well -utilized in the activity of English language teaching. However, the
utilization needed to be more optimized and explored due to most of them were first time users.
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1. Introduction

The Augmented Reality (AR) in this study is defined operationally
as making integration between the virtual reality through images,
shapes with the actual fact for the learners in a way that enables
them to gain the subject competences more efficient. AR related
to the perception of the user in arguing or modifying the real
world. According to Azuma [1], AR includes three elements,
namely how real and virtual objects join the real world; runs inter-
actively in real time; aligning real objectives with virtual.

In this digital era, the range of technologies is available for use in
language learning and teaching. They are being used in classrooms
all over the world to make language learning and teaching more
challenging and exciting. The desired learning outcome has long
been examined. Overviewing the postulation by Banados[2],
Beauvois[3], and Nuning Kurniasih et.al. [4], [5] which premise
that technology plays an essential role in creating new learning
media to produce an excellent learning environment, where learn-
ing is not only one way communication, but also can run interac-
tively, lead me into an implementation of media development in
teaching

Some research findings present a massive improvement in the
evolution of teaching and learning activities. English teaching in
Indonesia has many challenges since English, as a foreign lan-
guage, requires innovative teaching strategies, tools, and media. It

is applied in an Extensive Reading class where students present.
Each student was assigned to read a book, report it orally, and,
while the other students listen and leave a comment on it. There-
fore, it created fun learning and encouraged students to learn how
to communicate review orally and look well to other student's
evaluation.

In teaching extensive reading, this study focused on investigating
the efficiency of using Augmented Reality for Extensive Reading
compared to conventional corrective feedback methods. To exam-
ine if AR form of corrective feedback could be introduced, an
experimental design is created wherein the fourth-semester stu-
dents are placed in a large reading room. They were divided into
two groups, namely the control group and the experimental group.
The results show that AR feedback should be integrated into ex-
tensive reading on teaching and learning to be more efficient.

This paper aims to see the students' responses toward the use of
Augmented Reality in English learning as the application has been
used in some courses in some levels of students in UWKS. Or to
see the impact of it. Elaborated qualitatively, this paper shows
you how much students get into the learning. It is shown that even
though self-effort to internet access was the main obstacle in the
teaching, their reading is found improved. This result in the future
is expected to be able to make other faculties realize that AR ap-
plication can enhance the learning environment and outcome.
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2. Method

The study implemented the quasi-experimental methodology by
applying for the program on two groups, controlled and experi-
mental. The data analysis revealed an improvement of students'
performance in learning English in the experimental group than
their peers in the controlled group, which indicates the effective-
ness of designed program (1) offer a teaching program that is
based on Augmented Reality to teach the learning competencies of
English as a foreign language; (2) determine the effectiveness of
the Augmented Reality program in teaching English; (3) recom-
mend ways to improve the utilization of computer in the teaching-
learning process when teaching English as a foreign language.
Most of the researches prove that this method is a feasible method
to improve the students' extensive reading. Liaw [6] investigated
the use of online task-based activities in a process-oriented exten-
sive reading class. The results showed that students were able to
produce more complex syntax and lexical essays.

Survey method along with the use of questionnaire was used for
data collection. The questionnaire was administered using Aug-
mented Reality. The population was 100 students who were taught
using AR. Based on Cohen et al., [7 ]Jthe more significant the
sample out of the population, the better it is, and yet the minimum
size must not be less than 30 sample. In harmony with that, Gay in
Nagel [8] declared that the minimum sample size for research is:
a. Descriptive method, minimum 10% out of the population. For a
relatively small community, 20% sample is the least; b. Correla-
tional descriptive method, minimum of 30 subjects. ¢. Ex post
facto method, minimum of 15 subjects per group d. Experimental
method minimum 15 subjects per group. To improve the extensive
reading by using AR, the first thing to do is to design an interest-
ing, meaningful and effective task. This study conducted a learn-
ing performance analysis, correlation analysis, and qualitative
content analysis of the learning process of 30 participants who are
enrolled in an extensive reading course. The results indicate that
the learners improved their extensive reading and. through role-
playing activities and the learning tools.

The topic was about personal reading, and it took three of fourteen
meetings in one semester. The following are the detail activity.
According to Yeh & Lo [9]
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Meanwhile, to monitor students' activity, lecturer's evaluation
sheet was used. There were some points, which were noted, i.e.,
students' oral review posted in Augmented Reality, the number of
comments left by other students and how the comments were gone.
The number of comment referred to how each student was

3. Result And Discussion

According to the result of the questionnaire, it was seen that 40,5%
of students agreed that learning English using Augmented Reality
was exciting and challenging. Meanwhile, 37,8% of students
slightly decided that it was easy for them to use it. Since it was
their first time using Augmented Reality, they needed to adjust
how to create an account and explore its functions. 59,9% of stu-
dents agreed that posting an oral book review on their Augmented
Reality account was helpful. It helped them to communicate and
share the story. When they were assigned to listen to another
friend review, 62,2% of students agreed that the review was un-
derstandable and 40,5% of students came to an agreement that
listens to oral book review through Augmented Reality was so fun.
It can be seen from the way they left a comment and the content.
Leaving a comment on friends' review did not make any problem,
37.8% of students slightly agreed that it was not difficult for them
to post comments. Meanwhile, 35,1% of students agreed that they
could read English book better by preparing a book review. Also,
the students admit that they did not have any problem when they
came to communicate the review. 59,5% of students agreed with
that. Last but not least, 45,9% of students agreed on getting an
opportunity to learn how to respond well when they listened to
their friend oral book review. However, the number of participants
who get involved in the discussion was less than the total number
of student.

Based on the finding, the result of questionnaire revealed students'
perspective on using AR; the result showed that this new platform
attracted and challenged 19 of 30 students. It derived from 40,5%
students who agreed and 24,3% who strongly agreed on these
points. While the other 11 students were less attracted and chal-
lenged. 14 students, who agreed and strongly agreed that AR was
easy, supported this condition. 16 students did not admit yet that
AR was easy. They need time to get to know better and explore
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more on the features and functions. In this case, the lecturer
should spend the specific time to guide, discuss, and give enough
time for students to explore.

Meanwhile, according to the result of the second section and the
lecturer evaluation sheet, the implementation of AR as a platform
especially for communicating the oral book review showed posi-
tive advantages. The students who posted the review got a positive
opportunity in conveying obtained information about interesting
the curiosity came up among them. Therefore, this activity can
enable to improve students' reading habit

By implementing ICT in the classroom, the process of teaching
and learning becomes more alive and interactive. It motivates
students during the activities and stimulates students to be creative
by doing computer-based activities[10] . The massive use of inter-
net in our society gives us the opportunity to develop the strategy
of teaching and learning. Teachers or lecturers do not depend on
old method anymore while the technology is overgrowing. They
create a virtual environment, which enlarges the networking and
encourages the creativity.

Based on the above, it can be concluded that Augmented Reality
concept consists of individual elements, such as the virtual reality
that is linked to the actual fact of the learner, and technological
devices that facilitate the existence of images and interaction in a
3D model. To conclude, conducting lessons by using technology
is believed to add more interaction and fun to the learning process
for these young learners, especially those who study English as a
foreign language as learners in this regard will need to get exposed
to new teaching styles, new devices, and facilities that match with
their characteristics, especially that most families today own smart
devices, such as mobile phones. This study aims to find a correla-
tion between academic achievement with the level of motivation
in Language class by using AR. The results of the study show that
AR technology provides a significant positive relationship be-
tween academic performance and motivation of undergraduate
students in Language classes, especially in vocabulary learning.

4. Conclusion

The finding and discussion showed that Augmented Reality was
well -utilized in the activity of English language teaching. The
students were able to access although not all students could do that
well due to their familiarity towards that platform. Whereas, the
operation of AR is easily accessible and they do not need to pay
for the access since it is free. However, the utilization needed to be
more optimized and explored due to most of them were first time
users. It was seen from the result of the questionnaire where 37,8%
or 11 students slightly agree towards the access of Augmented
Reality. According to the result of the discussion, some recom-
mendations are proposed. First, lecturer-students should set a cer-
tain time to get to know what AR is and exploring its features and
functions better. Second, prepare well the lesson plan and scruti-
nize the activities, which enable to optimize more the operation of
AR. Last but not least, creating AR group is prominent to maintain
the activity, observe and evaluate the activity of English language
teaching

Based on the results obtained in this study, it can be concluded
that using Augmented Reality in designing program for learning
English for cycle one students in the elementary stage can facili-
tate their learning more and assist those students to gain the re-
quired learning competencies in this regard more easily and quick-
ly. Also, the experimental group shows how Augmented Reality
supported those students to be active participants in the class and
get engaged when learning the foreign language.

(1) Encourage the learning institutes and teachers of English to
apply the Augmented Reality in designing and presenting their
lessons for students in the elementary stage as it helps in engaging
students and raise their motivation towards learning the target
language and encourage the government based on their APBD to
empower the education[11], [12]; (2) Conduct workshops and
training sessions for teachers to train them on how to use Aug-

mented Reality in designing and presenting their lessons; (3) Re-
consider the currently used learning materials and substitute them
with others that are designed according to Augmented Reality
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