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Abstract

This paper explores the innovative use of interactive storytelling enhanced by Augmented
Reality (AR) as a dynamic pedagogical tool in English language teaching. The approach
integrates immersive AR elements into narrative-based instruction to improve student
engagement, contextual understanding, and language acquisition. Using an AR-supported
mobile application, learners interact with virtual characters, scenes, and objects embedded
within a traditional story framework. This multi-sensory learning experience not only captures

students' attention but also supports various learning styles, particularly visual and kinesthetic.

The methodology involves careful story selection aligned with students’ language proficiency,
integration of relevant vocabulary and grammar, and the creation or adaptation of AR assets
that visually represent key story elements. Through role-playing, descriptive exercises,
vocabulary matching, and grammar-based tasks, learners actively construct and use language
in meaningful contexts. Assessment strategies include observation of participation,

comprehension tasks, and language performance in interactive exercises.

Despite challenges such as technical requirements, content development, and teacher training,
the outcomes demonstrate significant pedagogical value. Students exhibit increased
motivation, improved comprehension of abstract language concepts, and enhanced retention
due to the engaging and memorable nature of AR interactions. The study concludes that AR-
based storytelling represents a transformative shift in language instruction, offering educators
a powerful tool to modernize classroom practices and promote deeper language learning

through interactive, technology-driven experiences.

This paper aims to inspire educators and researchers to adopt and further investigate AR-
integrated strategies, particularly in ESL/EFL contexts, as part of a broader movement toward

experiential and technology-enhanced education.
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Introduction

Traditional story creation tools currently lack effectiveness in fostering creative thought and
expanding beyond-textual-narration, offering limited user experiences, functionality,
interactivity, and system compatibility, thus failing to meet diverse needs in creative
expression, education, and entertainment. IMARISS, presented by us, is an interdisciplinary
approach combining technology, design, art, and user experience design, focusing on user
interface, backend logic, and data processing for enhanced user experience. This paper shows
innovative narrative theories and creative writing applications in construction of stories,
augmented reality's role in enhancing story element ideation, participatory design's
significance, and the integration of gamified system design, while also discussing
methodologies in creative writing, pedagogy, and user research for understanding and assessing

user needs in story creation. [1]

To improve the student's ability in recalling difficult concepts and materials, it is necessary to
introduce a change in the education system. Augmented reality is a technology that is still
developing. It is crucial to comprehend its development and the true impact it has on education.
Exploring how to make use of augmented reality in the development of student-focused
learning experiences is important. The AR Based Education System overcomes the problems
in the conventional education system by developing an engaging and interactive study tool
which aims in changing the education system. This AR Based Education System will provide
a dynamic learning experience that combines different learning methods such as visualization,
interactivity and flexibility. By letting students learn as they see fit, it is ensured that they
remain attentive throughout the learning process and facilitate a much simpler understanding

of subjects. This demonstrates how much more efficient and enjoyable learning can be made.

This study aims to compare the retelling performance of two groups that engaged in reading
activities with virtual reality and augmented reality texts. Furthermore, the results of the
interventions using these technologies were compared with the results of the printed text
reading activity. The study participants comprised 100 students aged 12—13 years studying in
a secondary school. The researchers evaluated the students’ story-retelling performance
through a rubric in the study. In the pre-test stage, the students performed a paper-based reading

activity on the texts in the coursebook and their retelling performance was evaluated. In the
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post-test stage, the reading activities of the two groups were carried out with the intervention
of virtual reality and augmented reality. While the pre-test results showed no significant
difference between the groups, the post-test results indicated that the augmented reality
intervention better supported the students’ retelling performance than virtual reality. However,
there was no significant difference between the two groups in the sub-categories of setting and
characters. Additionally, the virtual reality intervention did not create a significant difference
in the sub-categories of characters, event/plot, problem, solution, and total score compared to
the printed text reading activity. However, it produced better results in the setting sub-category
than the printed text. A positive difference was observed in all subcategories when the
augmented reality intervention was compared to the printed text reading activity. AR showed
greater benefits for retelling performance in this study, but further research is needed on long-

term retention.

The recent integration of educational technologies and emerging learning approaches into
education systems has been driven largely by the pandemic. This paper conducts a systematic
review and delves into the new wave of research on serious games designed for innovative
learning using augmented reality (AR), virtual reality (VR), and mixed reality (MR). The
review was referenced to the review protocol, PRISMA 2020. Using the Scopus Database with
a time filter from 2007 to 2023 (27 July), we searched 329 articles and shortlisted 273 relevant
studies. Notably, European countries contributed the most (62.9%) to this research area. Among
the most frequent keywords, VR (90.9%) was commonly used in AR/VR/MR, while e-learning
(95.3%) was among the popular innovative learning approaches. Further research studies are
needed to employ AR and MR technologies, as well as other innovative learning approaches,
to enable performance evaluation and comparison of various educational technologies and
learning approaches. We conducted an in-depth analysis of the relevant studies and their basic
characteristics. Additionally, we introduced 15 essential and recently published AR/VR/MR
standards to ensure better reliability, quality, and safety of architectures, systems, products,
services, and processes. To facilitate performance evaluation and analysis, we surveyed 15
recently published benchmark education datasets. This review suggested four future research
directions, including multisensory experiences, generative artificial intelligence,

personalization and customization, and real-time interaction.
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Objective

1. Enhance language learning through immersive and interactive storytelling using AR

technology.

2. The overall objective of this work is to assess how DS and AR can contribute to the
enhancement of children’s vocabulary in the FL (Foreign Language) through a number

of gamified activities
Tools Needed:

1. Augmented Reality App: Choose an AR application suitable for educational purposes.
Examples include ARK it for Android devices. Apps for augmented reality (AR) improve a
user's perspective of their environment by superimposing digital data over the physical world.
These applications provide immersive and interactive experiences by utilizing the camera and
sensors of a smartphone. They can be utilized for a number of things, such as marketing,

teaching, product visualization, and gaming.

2. Smartphones/Tablets: Each student will need a smartphone or tablet with the AR app
installed. Touch is the main input method for smartphones, with voice commands and virtual
assistants coming in second and third. For jobs requiring greater precision, some models
additionally allow stylus input. Although tablets also primarily use touchscreens, their bigger

size makes using a stylus more convenient.
Methodology:
1. Selecting Stories:

Choose a short story for the students’ language proficiency level and interests. When choosing
stories for innovative teaching, teachers should take into account elements like engagement,
critical thinking and creative opportunities, and connection to learning objectives.[5]
Additionally, stories should be chosen to encourage empathy, support a range of viewpoints,
and possibly act as role models for virtues and good deeds. The story should have clear

characters, settings, and a plot that can be visually enhanced through AR.
The important factors as follows:
< Alignment with Learning Objectives

+ Engagement and Relevance
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2. Preparation:

Create or download AR elements that correspond to key parts of the story (characters, objects,
scenes). Integrate vocabulary and grammar points relevant to the story into the lesson plan.
Teachers should set learning objectives, select the appropriate augmented reality (AR) tool, set
up the classroom, provide context for the AR experience, lead the AR activity, reflect and
debrief, and evaluate student learning in order to be ready to use AR in creative teaching
methods. AR has the potential to tailor learning experiences, offer experiential learning, and

enhance classroom interaction.
Testimonies on AR and innovative teaching

The connection between learning and research-action, where the objective is to solve an
immediate problem, is one of the benefits of augmented reality, according to Aglio.[6] a method

of instruction that actively involves the student and engages them in an engaging way.
3. Implementation:

Introduce the story and its main components to the students through traditional storytelling
methods to establish context. Use the AR app to overlay characters and scenes onto the
classroom environment. Storytelling and augmented reality (AR) can be combined to produce
creative and captivating educational strategies. By superimposing digital content on the
physical world, augmented reality (AR) improves learning by giving ideas a more tactile and
engaging feel. Through augmented reality, storytelling may turn abstract ideas into relatable

tales that promote greater comprehension and involvement.[7]
4. Interactive Learning:

Allow students to interact with AR elements. For example, they can move characters around,

explore scenes from different angles, or manipulate objects related to the story. Encourage
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students to verbally describe what they see, incorporating new vocabulary and grammatical

structures they encounter.

Innovative approaches to interactive learning are provided by augmented reality and narrative,
which help students visualize abstract ideas and find them interesting. AR can improve learning
experiences by superimposing digital content on the physical world. Students can develop and
explore narratives in immersive, interactive worlds when storytelling and augmented reality

are combined.

Students may bring stories to life by creating 3D pop-up books with text, graphics, and audio

using interactive storytelling platforms like ZooBurst. [8]

Visualizing Difficult Concepts: AR can be used to make difficult theoretical ideas more
approachable and interesting. For instance, when students scan their textbooks, augmented

reality apps can show visual representations of abstract ideas.

Personalized Learning: By customizing content according to each student's requirements and

preferences, AR may make learning experiences more responsive and adaptive.
5. Language Activities:

Design language exercises based on the story and AR interactions.

These can include:

Vocabulary Expansion: Matching AR objects with their names in English.

Grammar Practice: Constructing sentences describing scenes or actions using appropriate

grammar. [9]
Speaking Practice: Role-playing characters or situations depicted in the AR environment.
6. Assessment:

Evaluate students based on their participation in AR activities, comprehension of the story

elements, and language use during exercises.
Rationale:

Engagement: AR enhances engagement by bringing static elements of a story to life, making
learning more interactive and captivating for students. This immersive experience helps

maintain student interest and attention throughout the lesson.

53



Reimagining ELT: Innovations, Inclusivity, and Al-Driven Classrooms
ISBN - 978-81-989755-2-2 | https://rchubpublisher.com/re-elt-21/

Contextual Learning: Visualizing characters, settings, and actions in a story through AR
provides a richer context for language acquisition. Students can see and interact with story

elements in a way that reinforces comprehension and retention of vocabulary and grammar.

Multi-sensory Experience: AR appeals to visual and kinesthetic learners by allowing them to

manipulate virtual objects and explore scenes, thus catering to diverse learning styles. [10]
Process:

1. Story Selection and Preparation:

Choose a suitable story with clear characters, settings, and a plot that can be enhanced
through AR.

Identify key scenes and elements that can be visualized using AR technology.

Create or obtain AR assets (3D models, animations, etc.) that correspond to these story

elements.
2. Integration of AR Technology:

Use an AR development platform or application to integrate the prepared assets into the

storytelling experience.
Test the AR elements to ensure they align with the narrative and educational objectives.
3. Classroom Implementation:

Introduce the story to students through traditional storytelling methods, establishing context

and familiarity.

Activate the AR experience during specific parts of the story where visual enhancement can

deepen understanding or engagement.
4. Interactive Learning Activities:

Encourage students to interact with AR elements by manipulating characters, exploring scenes,

or completing language tasks related to the story.

Design language exercises that prompt students to describe what they see, discuss character

motivations, or predict story outcomes using target vocabulary and grammar.
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5. Assessment and Feedback:
Evaluate student participation and language use during AR activities.

Provide feedback on language proficiency demonstrated through spoken interactions, written

responses, or collaborative tasks involving AR elements.
Challenges:

Technical Requirements: AR technology requires compatible devices (smartphones, tablets)

and stable internet connectivity, which may pose challenges in some educational settings.

Content Creation: Developing or sourcing high-quality AR content that aligns with

educational goals and curriculum standards can be time-consuming and resource-intensive.

Training and Support: Educators may require training to effectively integrate AR into their

teaching practices and troubleshoot technical issues that arise during implementation. [11]

Enhanced Engagement: AR enriches the learning experience by making abstract concepts

tangible and fostering active participation among students.

Improved Comprehension: Visualizing story elements through AR aids in comprehension,

especially for visual learners or those struggling with abstract concepts.

Language Acquisition: AR facilitates contextual learning of vocabulary and grammar in

meaningful contexts, leading to improved language proficiency.

Memorable Learning Experiences: The immersive nature of AR storytelling creates
memorable learning experiences that students are likely to retain and recall beyond the

classroom.
Conclusion

In conclusion, using AR and interactive storytelling in English language instruction makes use
of state-of-the-art technology to create immersive, multisensory experiences that improve
engagement, deepen comprehension, and speed up language acquisition. Even if there are
difficulties, the potential gains in student learning outcomes make it an appealing tool for
contemporary teachers looking to develop novel teaching strategies.Top of Form Personalized
Learning: By customizing content according to each student's requirements and preferences,

AR may make learning experiences more responsive and adaptive.
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