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Abstract 

This research aims to investigate the effect of teaching 

English vocabulary to young learners via Augmented 

Reality learning media. The subject of this research was 12 

students of grade 1 elementary school. Due to strict health 

protocols during COVID-19 outbreak, the testing phase 

was done in students' respective homes accompanied by 

their parents using cell phones. Vocabulary illustrated in 30 

three-dimensional objects and their written form were 

generated through cell phone’s scanning. A quiz consisted 

of 54 multiple choice questions was provided after the 

interactive learning experience. Both the vocabulary and 

quiz were refer to Thematic English Exploration for Grade 

1 book. The results showed that learning vocabulary using 

AR application was able to increase the mean evaluation 

score by 0.77%. This application is effective in helping 

students improve their English language skills as approved 

by 76% of parents. The AR application was also approved 

by 59% of parents that it was easy to use. The AR 

application is proven to be convenience for students to 

learn English vocabulary interactively and feasible to be 

used as learning media. 

 

Introduction 

Since Corona Virus Disease 2019 

(COVID-19) was declared a pandemic by 

the World Health Organization (WHO) as of 

March 11, 2020, there are many habits that 

have to be changed worldwide. WHO and 

local government started to establish strict 

health protocols, limit the number of 

activities that involve large numbers of 

people, apply social distancing and physical 

distancing as well as establish policy to 
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learn from home. The Indonesian 

government through the Ministry of 

Education and Culture has established the 

Decree of The Minister of Education And 

Culture of The Republic of Indonesia 

Number 719/P/ 2020 about Guidelines for 

Implementing The Curriculum in Education 

Units in Special Conditions which set the 

rules of online learning system from home 

during COVID-19 outbreak in Indonesia 

published on March 2020. 

Implementing learn from home (LFH) 

requires extra cooperation and attention 

from the school and parents. Especially 

LFH for young learners. Bruner (1996) 

reported the hierarchy of children's learning 

modes; the first is Enactive which means 

depending on physical activity, the second 

is Iconic which represents residual mental 

images resulting from the contacts with 

material entities, and the third is Symbolic 

which is obtained through symbolic 

medium, one of them is language learning. 

In order to facilitate young learners 

learning from home, an interactive learning 

media has to be provided. 

The term "young learner" covers a 

large age span from 3 years old to 15 

(Nunan, 2010). This wide age range made 

the researchers set limits to only focus on 

young learners at the early elementary 

school age, six to eight years old. Learning 

English for young learners in elementary 

schools in Indonesia is basically just an 

introduction to English. The material taught 

is in accordance with the 2013 curriculum. 

The development of the English curriculum 

can be prepared by the students and the 

school's environment.  

Pinter (2017) wrote about the 

characteristics of young learners in learning 

English as a Second Language. Students 

considered as young learners if they are in 

the first year of preschool or primary 

school, they have not mastered the ability 

to write and read, and better learning using 

fantasy, imagination and movement. One 

way to create interactive learning 

experiences for young learners is by using 

the Augmented Reality (AR) technology 

system. AR is a technology that combines 

two-dimensional or three-dimensional 

virtual objects with the real world in real 

time (Indriani, et. al., 2016). In contrast to 

VR (Virtual Reality) which completely 

replaces a reality, AR simply adds an object 

to a real state. Various fields have 

implemented AR to facilitate the work, 

including the fields of medical, military 

training, entertainment, machine design, as 

well as education. 

AR in education has the advantage of 

stimulating students' interaction and 

making it easier for students to learn 

foreign languages (Vate-U-Lan, 2012). 

This is because AR is applied to an 

application that provides many options for 

students compared to those who use only 

passive way to learn. AR is a technology 

that can be applied to computers and 

mobile devices, so that it can be accessed 

anywhere and at anytime. AR has been 

implemented to improve language skills, 

such as learning English in the form of 

three-dimensional pop-up books (Vate-U-

Lan, 2012), vocabulary learning, and as a 

storytelling medium through the Pokemon 

GO application (Godwin -Jones, 2016). 

Dolkar, et. al. (2016) reported that a 

learning media has to meet some 

requirements: (1) the ability to make 

students focus on the material being 

studied, (2) interesting content, (3) features 

that can facilitate the learning process, and 

(4) other additional options to facilitate 

underachieving students. The learning 
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media created in this research is named 

"Learning English with AR for Grade 1". 

The main reference in making the learning 

media is Thematic English Exploration 

Book 1 which is containing English 

material for grade 1 elementary school 

written by Djoko Semedi and refers to the 

2013 Curriculum (K-13). "Learning 

English with AR for Grade 1" is an 

Android application made by utilizing AR 

technology.  This study focuses on 

analyzing the results of the application of 

"Learning English with AR for Grade 1" 

for young learners. 

 

Research Question 

The purpose of this research is to 

investigate the effect of teaching English 

vocabulary to young learners by using 

Augmented Reality learning media. The 

interactive English learning media with 

Augmented Reality (Learning English with 

AR for Grade 1) has been created on the 

Android platform (Agata, et.al. 2020), and  

 

the current research is focusing on the 

analysis of the effects of teaching English 

vocabulary to young learners using 

Augmented Reality learning media. In 

accordance with the purpose of the study, 

the following research question was 

formulated: How is the effect of teaching 

English vocabulary to young learners using 

Augmented Reality learning media? 

 

Literature Review 

Young Learners 

Young learners are children who learn 

with age span from 3 to 15 years old 

(Nunan, 2010). They have a distinctive 

characteristic in learning. When they learn a 

language, they can understand the meaning 

of the message but cannot analyze the 

language. They are very limited in terms of 

reading and writing skills. They are also still 

in the stage of caring more about themselves 

than their environment and in the learning 

process, they will prefer movement, fantasy 

and imagination (Pinter, 2017). There are 

five major challenges teacher of young 

learners encounter: cognitive development, 

motivation, attention span, multilevel groups 

and assessment (Nunan, 2010). To 

overcome the challenges, teacher's role is 

needed to clarify learning objectives, 

selectively choose content that facilitate 

young learners to learn, encourage 

collaborative learning, vary learning 

activities and comprehend the special needs 

of young learners.  

Young Learner’s Vocabulary Size 

Vocabulary is one of the most essential 

components of competence in foreign 

language learning (Nikolov, 2009). The 

result of research conducted by Orozs in 

Hungary (2003) quoted by Nikolov (2009) 

shows that after four years of English 

language learning, young learners have an 

active knowledge of 600, and an additional 

passive knowledge of 250 vocabulary items. 

The development of young learners in 

learning second language involves three 

dynamic processes: cognitive development, 

ongoing development of the first language, 

and a relatively new process related to the 

second language acquisition. 

Augmented Reality 

Augmented Reality (AR) is a 

technology that combines the real and 

artificial worlds using a computer. Artificial 

objects that are combined into the real world 



94                                                         AUGMENTED REALITY FOR YOUNG LEARNERS 

 

can be two-dimensional or three-

dimensional objects (Indriani, et. al., 2016). 

The architecture of AR according to 

Indriani, et.al. (2016) includes: (1) Input in 

the form of images, the magnitude of the 

vibration sensor, the magnitude of the 

location sensor, and the magnitude of the 

vibration sensor. (2) A camera or other 

sensor that functions as a receiving device 

and makes it an information which will be 

processed by the processor. (3) A processor 

that functions to process information 

received by cameras and sensors to make it 

as output (4) Output that displays the results 

of information that has been processed from 

the processor section. Results can be seen on 

monitors, cellphone screens, and so on. 

Learning English with Augmented 

Reality for Grade 1 

This study will investigate the effect of 

interactive learning media named “Learning 

English with Augmented Reality for Grade 

1” which is the product of a result conducted 

by Agata, et.al (2020) on improving the 

English ability of grade 1 elementary school 

students. Teaching materials and exercises 

or evaluations adopted for interactive 

learning media come from a book used by 

grade 1 elementary school students entitled 

Thematic English Exploration 1 compiled 

by Djoko Semedi which refers to K-13.  

This interactive learning media can be 

accessed using an android phone. Before 

this learning media is used, students need to 

prepare an android phone with the 

application "Learning English with 

Augmented Reality for Grade 1" which has 

been uploaded to the cellphone. Then 

students can start scanning the pictures in 

the module book whose contents match the 

material from the reference book. As the 

result as shown in Fig.1., students will get a 

scanned object image in the form of a three-

dimensional object and the name of the 

object written. The results of this study have 

been able to generate 23 three-dimensional 

AR objects and 7 two-dimensional AR 

objects. 

  
Fig.1. Three-dimensional objects as the    

results of scanning  

After learning vocabulary using 

interactive learning media "Learning 

English with Augmented Reality for Grade 

1", students can also test their 

comprehension independently by taking the 

evaluation provided in the application. 

Evaluation aims to measure students' 

understanding of learning vocabulary that 

has been done before. The evaluation was 

adjusted to the contents of the reference 

book, which contains 54 questions. The 

evaluation display was designed 

interactively as shown in Fig. 2 and Fig.3. 

There will be notification for correct answer 

(happy smiley) and notification for incorrect 

answer (sad smiley). 

 
Fig.2. Notification for correct answer 

 
Fig.3. Notification for incorrect answer 
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A measured investigation is needed to 

determine the impact of using this 

application (Agata, et.al., 2020) on 

improving young learners' English skills. 

Likert Scale 

Likert scale is a scale that aims to 

measure opinions, attitudes, and the level of 

satisfaction of a person or group of people 

and is commonly used for scales in 

questionnaires. The levels on the Likert 

scale are a gradation from negative to 

positive answers (Budiaji, 2013). This study 

uses a Likert scale which has a gradation of 

5 levels, which at each level of gradation 

there are values 1 to 5. Value 1 for "strongly 

disagree" response, value 2 for "disagree" 

response, value 3 for "neutral" response, 

value 4 for "agree" response, and value 5 for 

"strongly agree" response. 

 

Method 

The testing phase began by distributing 

a digital version of manual book containing 

the steps before installing the Learning 

English With AR application and 

procedures after the application was 

installed on the cellphone. This is necessary 

because during the trial process, researchers 

could not meet with the respondents 

(students) and their parents due to health 

protocols related to the COVID-19 

outbreak. The test implementation stage is 

depicted in Fig.4 below. 

As illustrated in Fig. 4, the 

implementation phase was first carried out on 

12 students with qualification of first grade 

in elementary school. The implementation 

was done in their respective homes 

accompanied by their parents using cell 

phones. The AR application is uploaded to 

Google Drive and then the link from the AR 

application is shared with the parents along 

with the manual and module in digital form. 

In the second stage, students were learning 

English vocabulary with the AR application 

which contains 30 three-dimensional objects 

and their written form that can be scanned 

using cell phones. Then, after studying the 

English vocabulary via the AR application, 

students were doing a quiz for evaluation. 

The quiz consists of 54 multiple choice 

questions adopted from Thematic English 

Exploration for Grade 1 book. After a series 

of interactive learning processes using the 

AR application and the quiz had been 

completed by the students, parents filled out 

a questionnaire with a Likert scale prepared 

to measure the following points: (1) The 

relevance of manuals and modules with AR 

applications, (2) The effectiveness of AR 

application in improving students' English 

proficiency (especially vocabulary), (3) The 

convenience of using AR application by 

students.
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Results and Analysis 

Before implementing the application in 

students' learning activity, previously 

students were asked to learn vocabulary in 

course book conventionally and worked on 

questions on quizzes in course book without 

using the AR application as a learning 

media. The quiz scores obtained by the 

students before using AR were then 

compared with the students' scores after 

learning vocabulary using AR application 

and doing quizzes with the AR application. 

Table 1 below shows the results of student 

scores before and after using the AR 

application. 

The results of the comparisons in Table 

1 depicted that there are 7 students or 58% 

of the total respondents whose scores are 

remaining, both before and after using the 

AR application. 1 student or 9% of the total 

respondents got lower score after using the 

AR application and 4 students or 33% of the 

total respondents got higher scores after 

learning and filling out quizzes using the 

AR application. This is consistent with what 

Pinter (2017) reports that young learners 

enjoy a learning atmosphere that involves 

fantasy, which in the AR application, this 

fantasy can be represented by three-

dimensional objects generated by the AR 

application.  

There is a mean increase of 0.77% from 

the score before and after using AR. The 

increase is insignificant, but it is enough to 

prove that AR in education has the 

advantage of stimulating students' interact-

ion and making it easier for students to learn 

foreign languages (Vate-U-Lan, 2012). 

There were three statements that 12 

parents from 12 students need to respond to 

on a Likert scale (strongly agree to strongly 

disagree) in the questionnaire. The 

statements are: (1) manuals and modules are 

relevant to AR applications, (2) AR 

applications are effective in helping 

improve students' English proficiency, (3) 

AR applications are easy for students to use. 

Table 2 summarizes the results of the 

parents' responses to the questionnaire. 

Table 1.  

Score comparison before and after using AR application  
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Table 2   

Questionnaire responses from parents 

Statement 

Number of responses 

Strongly 

Disagree 
Disagree Neutral Agree 

Strongly 

Agree 

(1) 0 2 3 2 5 

(2) 0 1 2 5 4 

(3) 0 3 2 5 2 

 

Table 2 illustrates that of all the 

statements in the questionnaire, no one 

responded to strongly disagree. 59% of 

parents agree and strongly agree that 

manuals and modules are relevant to AR 

applications, meanwhile 25% of parents say 

they are neutral and 16% or as many as 2 

parents disagree with this statement.  

Seventy-six% of parents agree and 

strongly agree that AR applications are 

effective in helping improve students' 

English proficiency, some parents admitted 

that the AR application was helpful to 

become a learning medium at home because 

it can facilitate their children who are not 

adept yet at writing and reading. This 

corresponds to Pinter (2017) statement that 

one of the characteristics of young learners 

is that they are not yet proficient in reading 

and writing so they require interactive 

learning media. 

More than half of respondents or 

parents (59%) agree and strongly agree that 

AR applications are easy for students to use. 

Parents can easily facilitate children to use 

AR applications on cellphones. Parents also 

gave suggestions to add a feature to spell the 

names of the objects displayed in the AR 

application to enrich students' understanding 

of vocabulary. The constructive input can be 

considered for the application development 

in further research. 

The overall positive responses obtained 

from parents make it all clear that this AR 

application is a feasible application to be 

used in the interactive learning process as 

one solutions of learning media during LFH 

period.

 

Conclusion 

The effect of teaching English 

vocabulary to young learners using 

Augmented Reality learning media is the 

increase in the average score of 0.77% from 

the score before and after using the AR 

application. It was enough to prove that AR 

in education has the advantage of 

stimulating students' interaction and making 

it easier for students to learn foreign 

languages.  

Based on the responses of parents who 

assist students in learning using the AR 

application, it was revealed that 59% of 

parents agree that manuals and modules are 

relevant to AR applications. 76% parents 

also agree that AR applications are effective 

in helping improve students' English 

proficiency, and 59% of parents agree that 

the AR application was easy to use. These 

positive responses support that the AR 

application was evidently feasible to be used 

as one of learning media for young learners. 
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