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ABSTRACT  

This study aims to recount the perceptions and experiences of students on integrating Augmented 
Reality (AR) in Learning English for Junior High School. This study is quantitative in nature by using 
32 seventh grade students as treatment through AR-based learning tools. The dimensions are based 
on the 1-5 Likert scale-based questionnaire of ease of use, learning usefulness, technological features, 
and learning outcomes. Data was analyzed descriptively to describe the pattern of students' 
experiences and perceptions of AR technology. The results showed that AR had a positive impact on 
student motivation, engagement, and understanding. 77% of the students were found to be in the 
medium learning experience category, and 17% were found in the high category, showing that AR 
managed to produce significant learning experience. AR interactive functions allow students to learn 
better complex concepts visually and interactively; that said, AR applications in mastering complex 
information is still in the process of development. A limitation in the present study includes limited 
coverage of the population, with most studies having used quantitative approaches that did not give 
in-depth insight into students' experiences. Day, future studies should include a broader population 
as well as applying qualitative approach to get a holistic understanding. This study argues that AR is 
more than a technological development, it is a pedagogical strategy that can enhance the quality of 
English learning. The results can play a crucial role for educators, curriculum developers and policy 
decision makers for preparing learning strategies suitable for the needs of students in the digital age”. 
Keywords: Augmented reality, student experience, student perception, English language learning, 
technological innovation. 

 

A. INTRODUCTION 
English education has started to face a radical change, especially in Augmented Reality (AR) 

usage in the classroom, With the advances of technology (Hasbi & Yunus, 2021). AR provides 
an interactive and immersive learning experience for students, enabling them to directly interact 
with the subject matter. AR has the potential to increase student motivation and engagement in 
the instructional process, with up to 70% more interest reported by students as students can see 
and experience concepts(Alptekin & Temmen, 2020). As a result, applying AR technology to 
English affairs is not only a breakthrough, but also an urgent necessity in promoting the 
effectiveness of teaching and learning in this exist digital age. 

In the last five years, numerous papers have been published on the effects of AR in the context 
of English as a second language. Research by Akçayır and Akçayır (2017) found that 30% of 
students' vocabulary comprehension was higher with AR than traditional methods. However, 
even with numerous studies emphasizing the positive impact most educators remain wary 
regarding understanding the applicability of AR in the already established curriculum(Voigt, n.d.). 
Therefore, the goal of this research is to fill this gap by offering valuable findings about the 
implementation of AR into English language learning. 

And although AR has a lot to offer, there are also certain hurdles that come up during learning. 
According to statistics from the International Society for Technology in Education (ISTE) 60% 
of teachers do not believe they have enough information to teach new technologies like AR (ISTE, 
2021). This inability leads to a decreased effectiveness of learning and engagement of the students 
which can adversely affect learning outcome(Tanuja Nair et al., 2024). However, if these issues 
remain unaddressed, there is a potential of these promising technological advancements serving 
sub-optimally and hindering the advancement of English education in future(Tesolin, 2020). 
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However, this gap in the literature is that there is a lack of literature on AR integration with 
the students 'social and emotional context during English language learning. Previous studies, 
including that of Huang et al. (2020) provide a limited perspective on the use of AR as they are 
highly technical and do not consider other factors affecting student engagement. Such a gap leaves 
a need to fill as a holistic understanding of AR's effectiveness in education hasn't been reached. 
Zheng et al. (2021) also found that AR can increase students' learning material understanding 
process and can also help them learn new vocabulary. By adopting a more interactive and 
engaging way of learning, the results are aligned with Kamaruzaman and Ahmad (2022), which 
indicate that AR can enhance the learning outcomes of a student by that way. On the other hand, 
Alfandi (2023) mentions that AR technology is an advantageous solution that leads to helping 
students comprehend complex English concepts using a clearer visual perspective. Moreover, Li 
& Ma (2024) demonstrated that the application of AR in English learning was significantly able to 
enhance mechanical memory and develop learning acceleration. Together, these findings 
substantiate that AR is more than an innovative technology, but also a pedagogical method that 
can transform how students acquire English in a more effective and efficient manner. 

What is novel about this research is the integration of AR technology within the students' 
social and emotional world. Understanding how these factors work together, this research could 
provide practitioners with actionable insights for how educators can improve student engagement 
with the use of AR. Therefore, the findings of this research are expected to greatly contribute to 
the advancement of more effective and engaging methods of teaching English. 

This qualitative study aims to elucidate how social and emotional contexts shape the role of 
Augmented Reality in English language learning, and to identify implications for practitioners 
toward enhancing student participation in classroom learning activities. This knowledge would 
help educators with developing better teaching strategies that are suitable for students delving 

further into knowledge gained (Cubukcu & Üniversitesi, n.d.). 
This study will answer research questions on how AR can aid in English language acquisition 

and the effect of AR on students' motivation and engagement in the learning process. We hope 
that by addressing these questions this research can offer useful information to instructional 
designers and curriculum visionaries on how to exploit new technologies in improving teaching 
and learning processes. 

The hypothesis by this research is to investigate whether using Augmented Reality in English 
language learning can enhance the engagement and learning outcomes of students, particularly 
when students' social and emotional factors are incorporated into the design of learning. In this 
research, we attempt to collect data from different classes that use AR as teaching approach to 
test this hypothesis. 

 

B. REVIEW OF LITERATURE 
Augmented Reality in Education 

Augmented Reality (AR) is a technology which merges with the real world with the virtual 
organisms in a significant interaction thus enhances the item through the utilization of data tags 

(Karacan & Akoğlu, 2021). According to the Academic journal of Humanities and social Sciences 
(2023), an AR system should meet needs three criteria: real and virtual world integration, real-time 
interaction, and 3D registration (“Effects of Student-Centered Philosophy on Teaching Resources 
and Teaching Methods in Vocational Education in Singapore,” 2023). In education, AR has the 
potential for providing richer and more interactive visualizations that prompt better student 
learning and engagement(Janardhana et al., n.d.). 

The field of AR in education is a rapidly growing area of research, with several studies 
demonstrating its efficacy across disciplines, including science, math, and language (Verma, n.d.). 
For instance, Wu et al. Explain AR Resources in Science Learning in Table format248 For 
English language learning, AR can make learning materials more interactive and engage students 
with materials directly(Mukhopadhyay Scholar et al., n.d.). 
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AR, as a visual and interactive tool, enables students to visualize and interact with learning 
material in ways that cannot be done with traditional methods. On the other hand, augmented 
reality (AR) applications like "Google Expeditions" enable students to walk through history or 
learn about natural events, enhancing their educational experience and fostering curiosity. This is 
consistent with research conducted by Kamaruzaman & Ahmad (2022) stated that AR in the 
classroom can increase the motivation and student engagement in learning 
English .(Kamaruzaman et al., 2022) 

Stats on AR in education indicate that AR use can enhance student learning outcomes. 
Into the classroom, AR technology has also been able to achieve certainty (Hafiza Hamzah et al., 
2021) in a report by New Media Consortium (2021) estimate that 70% of educators experiencing 
increased student engagement due to the integration of AR technology in classroom. AR-based 
learning also showed a 65% increase among students' motivation to learn versus conventional 

learning(Bonner & Reinders, n.d.). This example illustrates that AR can be more than a method 
of engagement; it has a tangible opportunity to facilitate a richer learning experience. 

Thus, AR has great potential to change the way we teach and learn, especially with regard 
to English language learning (Roland, 2021) Augmented reality can assist students in 
comprehending challenging material more intuitively and in a more fun manner, by merging the 
virtual and real worlds throughout their learning experience. Thus, it is necessary to investigate 
how the application of AR can be effectively implemented in the context to promote English 
language learning. 
Technology-Based English Learning 

Technology has brought about changes in the way English is learnt (Datu et al., n.d.). 
Over the past ten years, many digital tools and platforms have appeared that provide fresh ways 
to learn languages. According to a British Council (2020) report, more than 1.5 billion people 
globally are learning English, and technology is an integral part of this process. This is because 
technology integrated learning not only allows for better availability but also enables more 
customized experience and engagement in learning. 

Adopting technology into English language education had positive effects on student 
speaking and listening skills(Mónica Anjo Câmara Olim, n.d.). Those using AR-based language 
learning applications had a considerable increase in speaking ability, in contrast to students who 
learned via traditional means. It shows that technology is not only enriching the learning 
experience but also produces better results in language skills.  

When comparing conventional methods to AR-based learning, the contrast in student 
engagement and motivation is unmistakable. Students under this program also expressed greater 
satisfaction toward the subject of AR learning based on studies conducted by (Alfandi et al., 2023). 
AR-based learning appears to be a more effective alternative since the students also improved their 

language skills during the process(Hasbi & Yunus, 2021). 
Moreover, the use of technology in learning English also enables the students to remove 

the barriers they often face like speaking anxiety and practice opportunities ((Latifa & Hum, n.d.). 
AR allows students to practice speaking in a safe and supportive environment, caregiving them 
the opportunity to engage with virtual content without fear of being judged. This constructs a 
theory of student engagement that highlights positive and supportive learning experiences 
(Syarifuddin, n.d.)). 

Therefore, technological English learning is played as an important and promising role to 
enhance students' language ability, especially AR (Huang et al., 2021a). Thanks to the creative 
application of technology, not only are students learning English in a funner way, but they are 
also able to reach better learning results. Because of this, educators should be thinking about 
incorporating technology into their English learning curriculum. 

 
Theory of Engagement and Learning Experience 
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Student engagement theory refers to the depth of a student in the learning process in terms 
of cognitive, emotional, and social aspects. Shaji & Nagaraj identify student engagement as a child’s 
investment of cognitive, emotional, and behavioral resources(Huang et al., 2021). According to 
Fredricks et al., there are three dimensions of student engagement; cognitive engagement includes 
the student’s thinking and understanding. Learning experiences with social and emotional 
characteristics are most significant in the language learning experience. Skinner & Belmont’s 
research indicates that students who feel emotionally and socially attached tend to be highly 
motivated to learn. The students can interact with the learning content and interact with the peers 
and foster satisfaction the learning process . Learning experiences, where students can effectively 
interact with each other, become satisfying and exciting, making AR a useful learning theory to 
implement. The teacher also should consider other variables or key influences on a student’s 
perception. Therefore, the engagement and the experiential learning theory is the best strategy to 
implement AR in the English learning process. The AR can improve student engagement resulting 
in exciting learning experiences. Therefore, the study is still significant in enhancing the 
implementation of theory. 
Previous Research 

A number of relevant studies have been done to investigate the application of AR for the 
purpose of English language acquisition. Results indicated that students exposed to AR based 
learning content somewhere more motivated and exhibited a high level of improvement in 
language skills(Johri, n.d.). 

Another study by Kamaruzaman & Ahmad (2022) also supports the findings of 
motivation and learning outcomes of students using AR. They reported that some speaking and 
listening skills improved significantly among students who approached learning English using AR. 
The recent work demonstrated that AR increases motivation, in addition to enhancing student 
learning outcomes (Pan, 2022). 

But, while there have been numerous studies showing positive outcomes, there is still a 
gap in studies that respond to the holistic student experience. A few studies mainly examine the 
cognitive and learning outcomes, but few pay attention to the emotional and social aspects of 

students' learning experience (Feyza & Seyda, 2023).This indicates that additional research is 
needed to better understand how AR has an impact on all aspects of students' learning experience. 

Furthermore, this study should also investigate the contexts and factors influencing the 
extent to which AR is accepted and used in learning the English language. Research by Zheng et 
al. While the effectiveness of AR in learning seems promising, it should be noted that different 
variables such as technology readiness, teacher support, and school infrastructure can impact the 
effectiveness of AR use (Punar Özçelik et al., 2022). Hence, in designing and implementing AR 
learning, educators and researchers should take these into consideration. 

Therefore, prior research can offer us useful information about the usage of AR in the area 
of learning English as a second language. Despite promising findings, further investigation remains 
to be done in terms of the holistic student experience, and the dynamics that drive the acceptance 
of this technology within educational settings. Hence, there is a need for more holistic 
understanding of the potential and issues concerning AR use in language learning. 

 

C. METHOD 
Research Design 

This form of qualitative analysis using quantitative method examines students' perceptions 
and experiences about Augmented Reality (AR) technology for English Language learning. A 
quantitative approach was selected as it provides a means to measure and analyze data 
quantitatively, thus most likely offering a better overview of AR impact in an educational setting. 
The present study seeks to investigate the effectiveness of AR, used in class, on students' 
motivation and understanding of content. The adoption of a standardized instrument is significant 
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towards the development of developing new and enhanced quality learning methods and may aid 
for technology-based pedagogy (Chang et al., 2020) 
Population 

The population in this study consisted of 32 seventh grade students in the 2024/2025 
academic year at Wahdah Islamiyah IT Junior High School. Seventh grade students were chosen 
because they are in the early stages of learning a foreign language, so they are more open to new 
and innovative learning methods. This research focuses on collecting data from respondents to 
gain deep insights into their experiences of using AR as a learning tool (Johnson & Christensen, 
2017). 

 
Instrument 

Data on students’ experience in using AR was collected using a questionnaire. This is a 26 
question multi-dimensional questionnaire. To specificity, the questionnaire questions using the 
Likert scale of 1-5, where 1 indicates that students disagree about their experience while 5 indicates 
that they agree. The questionnaire not only is a tool for data collection but also serves as a metric 
to measure the effectiveness of AR usage in the context of English language learning. Therefore, 
this instrument is anticipated to elicit complete and pertinent data for subsequent investigation 
(Dillman et al., 2014). 
Data Collection Procedures 

The data collection procedure was carried out through distributing questionnaires using 
Google Forms, which made it easy for students to fill out questionnaires online. After the students 
received the treatment of using AR in English learning, they were asked to fill out a questionnaire 
containing 26 questions. Each question was designed with a Likert scale, where students could 
give a rating from 1 (strongly disagree) to 5 (strongly agree).  
Data analysis techniques 

This data collection process was conducted within one week to ensure all students had an equal 
opportunity to respond. With this approach, it is expected that the data obtained will be accurate, 
relevant, and representative of students' experiences in using AR in learning (Fowler, 2014). Data 
analysis in this study used descriptive statistical analysis techniques. Descriptive analysis is carried 
out to describe and communicate raw data in the form of percentage tables and statistical 
summaries accompanied by scientific comments / opinions from the author(Sudarmilah et al., 
2020). From the processing of raw data, the percentage of each variable can be known, then 
proceed with categorization. The descriptive analysis used is quantitative descriptive analysis 
 

D. FINDINGS AND DISCUSSION 
Findings  
Based on data regarding student experience obtained through distributing questionnaires to 
students of SMP IT Wahdah Islamiyah with a total of 32 validated data. Then this data can then 
be processed using descriptive statistical analysis through Microsoft Excel. 

Table 1. Descriptive Statistical analysis by Microsoft Excel 
Year No 

Mean 6,4 

Standard Error 0,2 

Median 6,4 

Mode 6 

Standard Deviation 1,2 

Sample Variance 2,1 

Kurtosis 0 

Skewness -0,2 

Range 4,6 

Minimum 4,1 
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Maximum 8,7 

Sum 205 

Count 32 

 

Furthermore, it is categorized in the following table: 
Table 2. the Result and categories 

 
 
 
 
 
 
 
 

As mentioned in the descriptive data presented earlier, the learning outcomes of students 
after using AR indicate constructive and normally distributed outcomes with a mean and median 
of 6.4. Thus, since the mode = 6 this means, most of the students have their learning experience 
at this level. This signifies a variance in students' learning experience but within suitable reach, as 
represented via; A maximum value of8.7 and an amazing high-quality of 4.1 resulting in a variety 
of values (range) of 4.6. The small standard deviation of 1.2 suggests the data is normal, meaning 
students have a reasonable consistency in their learning experience (that's a good thing). 

Most of the students (77%) were in the medium category in terms of their learning 
experience of students, a subcategory of students learning experience that was classified into three 
groups-low, medium, high. This means that utilization of AR in learning has given most of the 
students a relatively big experience. The highest category was 17% of students, which indicates 
that AR technology is a great learning opportunity for them. But there are 5% of students still in 
the low category, which still signals that some students can not enjoy the maximal benefits from 
the AR technology. In summary, these data indicated that the implementation of AR has a positive 
impact on students' English learning experience, whereas still there remains a lot of potential 
towards an equitable experience across students. 

 
                                                                Figure 1. The Ease of Use aspect 

 
According to the graph of the usage experience of the AR app, this app usage experience 

is good. The score for visualization part of the app which is simple to understand is pretty good 
but still needs to be improved, average score was 3.22. In addition, the indication of the app's easy 
and user-friendly navigation got average score 3.44 only the orientation and use of features were 
perceived as easier-related aspects. Users were also comfortable using the app without extra 
instructions, with an average score of 4.03, indicating a degree of independence in the app use. 
The app's responsiveness to user needs scored the highest at 4.41, showing that the app was 
capable of meeting user expectations quite well. Overall, the AR app has offered a fair amount of 

Category Interval Frequency Percentage 

Low X <1,93 3 5% 

Medium 1,93 ≤ X < 3,37 42 77% 

High 3,37 ≤ X 9 17% 
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continuity even with potential for improvement in visualization and navigation to increase the 
usability. 
 

 
                                     Figure 2. the Learning Usefulness Aspect 

 
Learning Usefulness, because this app has made several contributions to students' learning 

based on the use of AR apps. As for the app suitability on English learning materials, the mean 
score of 3.91 shows that the majority of the students strongly agree that the app is suitable for 
their English learning materials. The aspect in which the app is most effective is improving the 
understanding of English materials, with the highest mean score of 4.03, indicating that the 
applications are very helpful for students to understand the material better. On the item asking 
whether the app helped them remember things they had learned, however, the mean score dropped 
to 3.72. Thus, although the app is a positive addition to one's grasp of the material, the extent to 
which app usage triggers retention, or the ability to remember the material needs some work. In 
general, the AR app offers improvements to facilitate the learning process, optimally in the aspect 
of better understanding of students, yet it requires enhancement in the aspect of student memory 
on the learned material. 
 

 
Figure 3. then Technology Features and Engagement 

 
It is understood from the "Technology Features and Engagement" diagram that 

demonstrating better AR technology features in the learning process based on AR technology will 
also have a positive impact on students' learning experience. On the supportive role of interactive 
features to the learning experience, the average score of 3.94 means that most students think that 
this feature contributes well to the supportive aspect of their learning process. The findings on 
the attractiveness of the interactive features for learning got the highest average score of 4.09, 
indicating the features can develop a challenging and fun learning process for students. 
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Nonetheless, the average score reduced to 3.22 according to the students' interest to learn English 
through AR apps. This means that while the interactive features do contribute to higher 
involvement in students, their effect on the native will of students to learn English still needs 
improvement. The overall benefits that these AR technology features provide in the context of 
creating an engaging learning environment is evident, although they need some further 
optimization to elevate students' overall interest in learning. 
 

 
Figure 4. Achievement of English Learning Outcomes aspect 

 
The positive impact of the application is obtained, as evidenced by the graph of 

Achievement of English Learning Outcomes after the use of the AR application, which indicates 
the average increase in each aspect, with the research results being significant in some respects 
rather than others. In terms of improving general academic ability, the average score is 3.66 which 
indicates a good contribution. AR's support for students' English proficiency had a mean score 
of 3.94, indicating very positive contributions to improving English skills. The item on relevance 
of app content to students' learning needs scored 3.91, which verifies that the app's content was 
appropriate to their needs. However, in terms of AR's facilitation in specific comprehension, the 
scores dropped from 3.06 to 2.06, suggesting difficulties in the app's ability to assist students in 
their understanding of higher-level content. However, the app once again demonstrated a positive 
effect on overall learning ability (3.69 vs. 3.40). Overall, it was determined that the AR app was 
relevant and useful in promoting the learning of the English language in the context of the 
constraints applied, while still needing considerable work to be more effective in teaching more 
in-depth or complex materials. 

 
Figure 5. Student Experience and perception of AR Use 
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One observation from the graph "Student Experience and Perception of AR Use" is that 
students generally have positive experiences and perceptions of their experience with AR 
applications. The average score for student satisfaction with the AR application was 3.91, which 
means most students were satisfied with the application performance. In terms of student 
engagement in the use of AR, a lower score of 3.78 was obtained indicating that the level of active 
participation is still good enough, yet it can be enhanced even further. The application of AR as a 
learning motivation tool was shown to increase perception with a score of 4.09, which is strong 
enough to indicate that this application works very well in increasing student interest and 
motivation. Meanwhile, the average perception in terms of 'Using AR experience' was 4.03, 
signifying that most students believed the app provided a valuable and effective learning 
experience. In essence, the AR app was able to build conducive experience overall and had 
potential of heightening student motivation, yet possibly a greater impact could have been 
observed out on the active facet with the edge of optimization. 
 

 
Figure 6. Result of all aspects 

 
In the graph in question that illustrates the overall aspects following the use of the AR 

application, the positive influence of this application on the use of English can be deduced. The 
perception and experience of students' use of AR has the highest score, an average of 3.89, which 
means that students are satisfied and have good experience while using the application. At 3.77 
and 3.88 respectively, the scores for ease of use and learning benefits were also high, indicating 
that the app has an intuitive interface and is relevant to learning needs. The only exception on this 
regard was on the technology and engagement features aspect with a lower score of 3.75, but still 
with a fairly good acceptance of the interactive features. The app's support in the learning process 
is high, but the improvement of learning outcomes still can be optimized, as the item showed the 
lowest score of 3.44. In general, the AR app was rated as effective in providing a positive learning 
experience, but further development on certain aspects of the app would enhance the overall 
learning impact. 
Discussion 

By demonstrating the effective use of Augmented Reality (AR) technology in English 
language learning, this research contributes towards creating impactful learning experiences that 
facilitate improved learning outcomes for students, using interaction and visualization to promote 
active learning, engagement, motivation, and better understanding of English language learning 
material. While generally, students are positive and satisfied with their experience of using AR, 
what proved to have potential for help is mentioned as (learning portions of complex materials) 
that need to refocus necessary further studies. The greatest issue is the lack of teachers with the 
know-how of making the best out of this technology, thus training, both technical and 
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pedagogical, is therefore necessary to ensure the effective integration of AR education (Ah Nur, 
2021).  

Moreover, there is a need to support students in fully exploring AR features, especially in 
overcoming learning barriers like anxiety and low confidence. AR cannot replace the need for 
inspiring and skilled teachers but combined with the careful and thought-out learning design 
involving collaboration and consideration of students social and emotional needs, it could change 
the social norms of English learning (Nikou et al., 2024) 

Insights into students' experiences and perceptions regarding Augmented Reality (AR) 
technology use in English language learning are vital for teachers, students, and other stakeholders 
(Chang et al., 2020). This finding highlights the importance of sufficient technology mastery for 
teachers for AR to be incorporated in the learning experience for students. Training in the 
implementation of Augmented Reality features is required if we want to maximize its utility, and 
this training should include its technical and pedagogical aspects. Teachers Should Use AR in the 
Classroom Teachers must also create learning strategies that address the social and emotional 
needs of students such as using AR to provide more consistent student engagement via a project-
based task or collaborative actions. Therefore, AR is not just a learning tool, but also a medium 
to make significant and in-depth learning experiences for students (Voigt, n.d.) 

For education policy makers and other educational actors, these findings help ground the 
justification for promoting the production of policies to support and integrate technology into 
the educational processes. Building sufficient technological infrastructure, offering regular training 
for teachers, and developing new curricula that are going to integrate improvements like that of 
AR is one of the strategic steps that need to be taken as well (Tesolin, 2020). Moreover, ensuring 
equitable access to this technology, for students in areas or regions with limited facilities, should 
be our top priority. Or, to the point, AR will only work when there — in addition to technical 
support — are policies to support it that are built on sustainability and equity. AR will be an 
innovation that can improve the quality of English learning, and the impact can be long term in 
improving students' competencies in the digital era, with the synergy of teachers, students, and 
education actors (Perdana et al., 2021). 

The results of this significant study have a theoretical effect on the English language 
teaching and learning on its own field of science, especially in the field of Augmented Reality (AR) 
technology (Johri, n.d.) It in particular underlines a technology-based approach to teaching and 
the need for combination of visual elements, interaction and the emotional involvement of 
students in the learning process. AR in education, in general, has provided a new theoretical ground 
considering how technology can act as a tool to promote active learning, increase motivation and 
challenge dynamic interpretation of language structures and turn it to teachable concepts among 
students in schools. Moreover, the results confirm the value of student engagement theory which 
emphasizes the role of cognitive, emotional and social components to reach the most beneficial 
outcomes in the learning process. This study, therefore, contributed towards the theoretical 

frameworks understanding on digital learning era (Feyza & Seyda, 2023). 
At the junior high school level, the theoretical impact of this research contributes to the 

development of English learning methods that are more relevant to the needs of early learners in 
learning a foreign language(Lee et al., 2022). With an approach that focuses on students' interaction 
with learning materials through AR technology, this research broadens the horizons of how 
technology can be used to improve information retention, enrich learning experiences, and support 
the development of students' communication skills. In general, the findings provide a foundation 
for the development of theories that support personalized learning, where AR technology can be 
tailored to the individual needs of students to support better learning outcomes. In addition, this 
research opens opportunities for further exploration of the integration of AR in the junior high 
school English education curriculum, which can serve as a reference for the development of 
technology-based education policies in the future (Kamal et al., 2021). 
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E. CONCLUSION 
Overall, students' experiences and perceptions of AR in the learning of English were positive. 

Students reported boosted motivation, engagement and understanding of concepts and students 
generally liked the AR. AR provides an enhanced and easier to understand experience that 
traditional puzzles do not provide. Moreover, students reported that AR enabled a more dynamic 
and immersive learning experience, yet the effectiveness of AR in inducing learning to be more 
complex content remained in need of further development. AR allows to evoke student interest 
and engagement, making it a valuable addition to the development of English learning at the 
junior high school level, which in turn greatly improves the quality of learning. 

There are several limitations to this study that warrant discussion. First, the study was only a 
small population, seventh grade students from one school, so the findings are not generalizable 
beyond the specific context. Moreover, this study employed more quantifying methodologies 
because the data were collected through questionnaires and did not qualitatively examine students' 
experiences in depth by interviews or field observation. This constraint might limit a more nuanced 
perspective of how AR impacts learning as a whole, and particularly from the learners’ standpoint. 

To address the study limitations, future studies can be carried out by including a broader 
population and including schools from diverse regions with various backgrounds. Moreover, 
qualitative methods such as interviews or case studies can add depth and nuance to our 
understanding of students' experience. Consequently, future research which combines quantitative 
and qualitative data can present a well-rounded picture on the effect of AR in general on English 
language learning, from both the academic, social, and emotional perspectives. 

This suggests that future studies should place more emphasis on the combination of AR 
with collaborative learning and personalized learning. According to a review, much more needs to 
be researched on how AR can serve students with different learning styles and those who require 
unique learning aids, such as students with learning disabilities. Moreover, future studies can 
explore the effect of AR on enhancing certain language skills, such as speaking and writing, and 
assess the long-lasting effects of AR usage on students' success in learning (Akçayır, 2017). 
Hopefully with a more comprehensive and original way, upcoming studies will contribute even 
further to the expansion of educational technology as well as the quality of learning of the English 
language. 
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