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Abstract: Physical-world is three-dimensional and mostly we prefer to use two-dimensional media in education. The mixture of 
AR technology with the tutorial content creates new quite automated applications and acts to strengthen the effectiveness and 
attractiveness of teaching and learning for college kids in real-world scenarios. Augmented Reality (AR) could also be a 
technology field that involves the seamless overlay of a computer generates virtual images on the important world, in such how 
that the virtual content is aligned with world objects, and may be viewed and interacted with in real-time. 
Technology in education can influence students to seek out activities and should motivate them, leading to an efficient process of 
learning. The review of the results of research shows that, overall, AR technologies have positive potential and advantages which 
may be adopted in education. 
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I. INRODUCTION 
 Immersing learners in the world and interact with them thereupon world mostly can't be convenient. Although the natural world is 
three-dimensional then also we prefer to use two-dimensional media in education which is very convenient, familiar, flexible, 
portable, and inexpensive. But it's static and doesn't offer dynamic content, alternatively, the computer-generated three-dimensional 
virtual environment is often used but these scenes require high-performance special effects which is more expensive than others. 
The use of augmented reality (AR) in education is a crucial topic of research. AR includes the addition of virtual objects into real 
environments to facilitate real-time interaction. Research on AR applications in education remains in an early stage, and there's a 
scarcity of research on the consequences and implications of AR within the field of education. The use of AR can increase student 
learning motivation and contribute to improved academic achievement. There is insufficient research on the impact of using mobile 
AR in education, and there's room to explore the potential of AR to enhance student learning motivation and after using the AR 
mobile application? 

II. OBJECTIVES 
1) To understand that How Augumented reality can improve the education. 
2) To analyse that how augumented reality can get interest of student in education. 
We can attain these objectives by checking through survey analysis. Therefore, we propose the following hypothesis as under:  
a) Hypothesis: “Students attitude towards the usage of mastering gadgets in AR can undoubtedly and extensively increase their 

belief of enjoyment”. 
III. LITERATURE REVIEW 

The basic aspects of augumented reality was introduced by Silva et al. [8] the article conclude that in future we will make use of 
some devices which can make education also as another fields easier. The article explaining the concept of Augumented reality in 
education was introduced by Kesim et al. [1]. The article explained that mostly we like better to use two-dimensional media in 
education. the mixture of AR technology and academic content creates new sort of automated applications and acts to reinforce the 
effectiveness and attractiveness of teaching and learning for college kids in real world scenarios. the ultimate conclusion of this text 
was How education by using AR we will make interesting with the assistance of machines like Head Mounted Displays, Handheld 
displays and Pinch Gloves. the utilization of Augmented Reality to realize educational inclusion has been not deeply explored was 
given by Quintero et al. [2] From this text it's said that, the 2030 agenda for sustainable development, focused on ensuring that 
nobody is left behind, provides a singular opportunity to make more inclusive and equitable societies. this could start with inclusive 
education systems. The author Khan et al. [3] also similarly explained that there's a scarcity of research on the consequences and 
implications of augmented reality within the field of education. the aim of this research was to live and understand the impact of an 
augmented reality mobile application on the training motivation of scholars.  
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The author indicated that there's room to explore the potential of AR to enhance student learning motivation and contribute to 
improved academic achievement. The author Saidin et al. [4] says that the merging of AR with education has recently attracted 
research attention due to its ability to permit students to be immersed in realistic experiences. Therefore, this idea paper reviews the 
research that has been conducted on AR. this text gives information about the benefits and beneficial uses of AR features are ready 
to engage students in learning processes and help improve their visualization skills. Chen et al. [6] in article says that, within the 
next few years, the appliance of augmented reality technology, especially within the application of mobile intelligent terminals, will 
emerge during a sizable amount. Azuma et al. [9] surveys the sector of AR, during which 3D virtual objects are integrated into 3D 
real environment in real time. From this text we conclude that in future we will make use of AR in some physical training like 
machine repair, teaching some techniques and etc. According to j.hull et al. [10] image recognition is mostly used to derive link 
information from real world to digital world, From this research paper we conclude that a special purpose device, such as a pen with 
a camera in it, These states all the use of augmented reality with paper documents. Kohn et al. [11] explains that digital revolution 
has blurred or even entirely eliminated former industry boundaries, the new digital world comprises neither predefined boundaries 
nor industry-based limitations and is hence spreading everywhere and shows the future of manufacturing processes This paper 
systematically analysed existing literature and use cases to determine, which role AR currently plays in transforming manufacturing 
processes and what possible potentials for future work exist with augumented reality. 

IV. METHODOLOGY 
An online survey was held using Google Form. The link of the form was circulated in social media platform. The questionnaires in 
the form were designed to test the proposed hypothesis which verified certain parameters.  

A. Participants 
To test the proposed hypothesis, this study used two conditions i.e. 
1) Augumented reality will capture student interest of learning. 
2) Augumented reality will awkward for students and teachers.  
Total of 62 participants data was collected from different states of India. Among the 62 participants 79% were students and 
remaining 21% were Teachers. 

B. Measures 
Participants were asked to indicate their agreement on a two scale (1= YES, 0= NO). 

Students reply on Can Augumented reality make study interesting or Awkward? 

 

STUDENTS 

YES NO
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Students reply on Can Augumented reality make study interesting or Awkward? 

 
 

V. EXPERIMENT  
A. The outcome of survey analysis calculated by Chi-Square test with two scales (YES/NO). 
B. After performing the chi-square test got x2 tabulated=0.004 and x2 calculated= 0.103 at the significant level of 95%. 
C. Here x2 tabulated< x2 calculated therefore we accept the hypothesis i.e. Students are interested to learn with Augumented reality 

that will positively increase their number. 
VI. RESULT 

The test scores of paired samples rendered through survey analysis calculated using Chi-square test which is resulted in stating that 
the participants are interesting in study through augumented reality. The result also explains that there is vast difference between 
number of students before and after use of augumented reality. Therefore, the hypothesis is accepted. 
The survey included some outcomes to support hypothesis. The participants were asked few questions to mainly focus on the 
students and teachers’ interest in augumented reality. It will be positively result in growth of augumented reality in education. 

VII. CONCLUSION   
Cost-effective Augumented reality technologies provided by AR devices, smartphones, Head Mounted Displays, Handheld displays 
and Pinch Gloves can provide better way of interactive and immersive education. This study has proved that concept od augumented 
reality would increase the potential and understanding ability in student as well as it would revolutionize the teaching learning 
process.  In the end augumented reality provides students with exciting and adventurous educational environment. However, all the 
teachers and current technologies have their own set of strength and weakness that should be considered while integrating these in 
education. 
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