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« Superimposing of
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environment in real time »
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“the experience of learning through AR and 
interacting with such an environment” Chen & Wang, 2018: 696
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• “one of the fastest-growing sectors with an impact on Education” Belda-Medina & Calvo-Ferrer, 2022: 12124

Statements

• AR is only “timidly (…) introduced in the educational sphere as shown by the view
of the students” Marín-Díaz, 2017: 138

Research question
In a pro-digital educational setting like Luxembourg’s, do students perceive AR as 

an uncommon but effective learning tool? 

• “Although AR shows great potential (…), researchers should further address the
usefulness of AR from a psychological perspective.” Chen & Wang, 2018 : 705
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I have already heard of AR or used it before
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User acceptance 
& social presence

User acceptance 
& immersion

AR is beneficial in the language classroom

>>
Slow internet 

connexion

Incompatibility
with hardware

Enjoyable/ innovative
Immediately observable 

effect

More exchanges
Little knowledge of 

the smartphone
Imbalance

Novelty of AR  doubts
about its effectiveness

Lack of digital skills/ too
technical

AR’s perception as an effective tool 

GDPR rights
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• Influence of the pedagogical role 

magical

enjoyable
overreliance

difficult

inadequate
usefulness

In a pro-digital educational setting like Luxembourg’s, do students perceive
AR as an uncommon but effective learning tool? 

• Still uncommon educational technology
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Next steps

Teaching practices

Future pre-service teacher training
• introductory session 

+ technical

• 1. Assess the equipment available
• 2. Organize a short technical session focussing

on AR only test learner perception & address
technical issues 

• 3. Carry out the actual AR activity
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AR is a technology which efficiency is commonly accepted in education

Experiment with different
technologies 

to test and diversify teaching
tools, strategies and approaches

Create a satisfactory learner
perception

to produce more beneficial learning
outcomes



Villmools Merci!
Thank you!
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