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A Study on Using Augmented Reality English Learning System for Sixth
Graders in English Learning.

Wi E ! gl
LIN, | HSUAN' LIU, YUAN CHEN?

'R FART A FBRERFIHFBFLT AL
'National Taipei University of Education Graduate School of Curriculum and
Instructional Communications Technology Student
E-mail : sweetbee0821@hotmail.com
PR A KT A E BB RS G HT T T R
National Taipei University of Education Graduate School of Curriculum and
Instructional Communications Technology Professor
E-mail : liu@tea.nrtue.edu.tw

i#F &

AFEY g BT BHIBHFZE FAHF KL XD - 2 2 5 Rolling
Alphabet — AR System mﬁ%iﬂ‘? REEEY A AFTEHR ] A EE 4
BEEY A2 G M FEY ERCBED A 2 SRR 2P
Bk o RAEGFRBPRATL 2 > UATAD 123 i EBEA LT HE 0 A
R skEB e de o Ak eg 4 # % Rolling Alphabet -AR i g2 5 Y >
Filepie* FF 2R FEEFEY - RREZFH ey T HKET R wE
EXiE K SR "’“%? ¥ ER B P AT 2 SRR PR o AT
TRFASH-FTE T £ 2800482 FHKE - AT BI04 hiy
S%Si?@@ZM)ﬁsitlﬁv@%&ﬁﬁiTﬁggﬁPf%%Aﬁo

g

Migs  EFHFZREV o ER A FEEVEA S FH A AR BRB
:\T‘.b" ‘%iﬁ??

Abstract
The aim of this study is to use augmented reality and Phonics cubes to create an
Augmented Reality English Learning System, named Rolling Alphabet — AR system
to investigate its impact on English learning, flow experience, foreign language
learning anxiety, English self-efficacy, and metacognition for sixth graders. This study
adapts the method of quasi-experimental research on 123 sixth graders from New
Taipei City which comprise of experimental and control groups. The experimental
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group uses Rolling Alphabet - AR System to learn, and the control group uses flash
cards and picture cards to learn. Before and after the experiment, these two groups
take the Phonics vocabulary, flow experience, foreign language learning anxiety,
English self-efficacy, and metacognition scales as pre- and post- tests. The study will
be conducted for 7 times in 7 weeks, 280 minutes in total. The quantitative data will
be analyzed by Independent Sample T test in SPSS 20.0.

Keywords: Phonics vocabulary learning, flow experience, foreign language
learning anxiety, English self-efficacy, metacognition, Augmented Reality
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