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The Effectiveness of using a dramatized Content through
Augmented Reality to Improve English Language Fluency of High
School Students

Abstract

This research aimed to investigate the effectiveinésiramatized
content through augmented reality applications mproving English
Language Fluency of High School Students. The reeeaadopted the
guasi-experimental approach on a sample of 60 stadeom grade 10
in Mostafa Kamel Official Language School/Qaliobia
Governorate/Egypt, who were selected and dividedlomly into two
groups: an experimental group (n=30), and a corgroup (n=30) to

achieve the research airhibe researcher used these tools: 1)EFL

speaking fluency test developed by the researchdr implemented

before and after the application of dramatized eontthrough

Augmented Reality. 2)EFL speaking fluency scoringric developed

by the researcher to score students’ performandkeopre-and post-test
according to EFL Speaking Fluency Skills/Sub-skiB$ The speaking
fluency skills/subskills checklist developed by tiesearcher to identify
the skills that are required for High school tegthde students. The
results revealed that dramatized content througimfanted Reality was
effective in improving English language speakingeficy among high
school students in governorate schools.

KEY WORDS: Augmented Reality — Dramatized Content —
Fluency — Speaking skill — High School.
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Introduction :

English as a means of communication is currengyrntiost widely
spread language in the world. In today’s globalld,ono one can deny
or ignore the importance of English language siiticés the most
common language spoken everywhere. Learning isanmw concept,
but educational technology is. Few people had theefit of having
access to technology that could assist them le@gnaofew decades ago.
Technology, in general, and educational technolagparticular, is fast
expanding and being used in both official and imfak education today.
(Dror, 2008) mentioned that Computers, mobile plonateractive
whiteboards, videos, multimedia applications, etlonal games and
learning platforms, simulations, virtual realityatérnet and Web 2.0
applications are just some technology examples,clwtave been
effectively used by teachers and students in edun@tenvironments.

Technology's rapid progress has altered the facedaotation,
particularly when it is combined with sufficientgagogical foundations.
This pairing has opened up new possibilities foodtimg the quality of
teaching and learning. Until recently, Augmente@lIRg (AR) is one of
the latest technologies that offer a new way tocatki The widespread
use of augmented reality on mobile devices sucknaasrtphones and
tablets has become a growing phenomenon due tointreasing
popularity of mobile devices around the world.

The concept of augmented reality (AR) is not newany!
advantages in teaching and learning have beenifiddnin studies on
AR technology in educational contexts (Akcayr&Akga®017). One of
the reasons AR technology is so popular is becaus® longer
necessitates the purchase of pricey gear and equotpi@omputers and
mobile phones can also benefit from this technalbigg increase of
pupils' learning achievement is a significant b&nef adopting AR
technology in education (Chang, Hou, Pan, Sung, & Chang, 2015;
Ferrer-Torregrosa et al., 2015). It can also preserdents with instant
and relevant information, such as movies and 3Rums, to aid their
processing skills and boost their learning motaatnd comprehension.
(Chiang, Yang, & Hwang, 2014; Yoon, Elinich, Wang, Steinmeier, &

Ticker, 2012)

As Billinghurst (2002) points out, the educatior@tperience
provided by AR is unique for a variety of reasafspport for seamless



Journal of Faculty of Education No (126 ) April , part (3), 2021

interaction between actual and virtual environmefitsere are various
advantages of employing AR techniques for educati@pplications,

according to Cerqueira and Kirner (2012).BecauseefRbles for rich

visualization and object motion, it can help touegl misconceptions
that occur from students' incapacity to visual@@ds.AR also offers the
benefit of providing macro and micro visualizati@ objects and

concepts that are not visible to the human eye.shBws things and
concepts in a variety of ways and from various wgwangles, allowing

students to have a deeper understanding of the edsbj
(Cerqueira&Kirner, 2012).According to Geer and Smee(2012), using
a range of media applications to teach conceptsovaol understanding
and encouraged better collaboration among students.

The Egyptian Ministry of Education has developednew
educational system for high schools starting sid@&8/2019 and also
announced the provision of electronic service fodents through tablets
; the students can access the content of diffesebjects through the
learning management system located on the Egygianviedge Bank ,
and it is worth mentioning that the content in elifint materials
(chemistry, physics, biology, mathematics , ...) dhdre is nothing
about English Course for them. Hence, this encasdige researcher to
dramatize their English course content through ARhhology, which is
simple, attractive and easy to operate. The statability to access ,
develop relevant information and services make thertremely
important tools in teaching foreign languages. (Ka&s2000, P:4)
explained that “English is a universal languageamhmunication across
counties in the international world of trade, bess, communication, air
transportation and technology”. Furthermore, itused as a second
official language next to the mother language dmsl gives the English
language fluency its importance in the Arab woridgeneral and in
Egypt in particular. Fluency in English is essdrfoa a country wishing
to compete in the global business (EF/English Birficy Index, 2012).

The employment of theatre techniques and activitiesthe
classroom gives second language learners integesfiportunities to
practise their language in real-life situations.ddy (2009) indicates"
the aim of using drama is to bridge a gap betwdenctassroom and
outside world". In a communicative language classravhere the focus
is on the meaning of the language rather than ¢nen,fdrama is a
helpful medium.

———
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Nowadays, educators search for new educationaladstfor the
students to learn in a non-stressful, interactiay,wvhich demands an
efficient application of the theory and practice asquired learning
contexts, with a result to success in the futuee tl¥e researcher presents
a method that has been very effective in educdtorthe past three
decades, and that is, the application of drama,teshniques of
dramatization, in teaching English for high schetldents. Drama is,
indeed, a teaching methodology which is being userkasingly, both

in educational and professional fieldsama can also be used to help

pupils connect with books. It's more engaging tipdain text, and it

helps visual learners while also repurposing nennge While drama

does have a recreational element, the enjoymembrfatiould not be

overlooked.Students learn and let down their guatten they are

engaged in an activity that they enjoy. Shynessapmtehension about
using English might stymie learning. When kids aremersed in an

active, enjoyable activity, they are more receptoveew ideas and learn
more effectively.When students are having fun, tleéyheir guard down

and become less inhibited in their second langu&gm-interested

students will be drawn in by learning while having (Blatner, 1994).

Students learn how to list speech texts in thedagg they are
learning through theatre, how to employ expressiacsording to the
context, and how to express relationships. Studerlisbe able to
interpret particular idioms and learn how to payemtion to such
components as pronunciation, intonation, and baahguage if the
dialogues are read and played in class. Teachais ¢hat playing
various sections of the game in the classroom ingg@ommunication
and collaboration, according to Whiteson and Hamvyi998, p. 15).
Students' motivation rises as a result of theiivagbarticipation in the
learning process.Furthermore, mental and emotimicahtive is offered
when they examine a problem from real life. Thiewas students to
discuss their experiences and obtain sympathy &ibers.

The researcher sees that when we use dramatizatiotme
classroom, the students are not expected to magerfact dramatic
interpretation; rather, the goal is for them towacE specific knowledge
and skills that will be useful in real life, to dgap critical thinking, and
to gain confidence and independent access to \®poablem situations
through a series of short dramatic improvisationsniatization of the
curriculum encourages students to be creativergate, to communicate
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fluently, to exhibit their personalities, ingenyitgnd uniqueness in
problem-solving.

Allowing students to orally tell their ownosies is one of the
best ways to help them develop their imaginatipeaking fluency and
confidence. Using dramatized content through AR$istudents to hear
or read the dramatized content. Students and tesacla® create short
story scenes after watching AR content and disthus® together. This
Is great for foreign languages learning or to espla complex issue in
social sciences, for example.

The goal of this research is to demonstrate hownauged reality
technology could be used in the classroom to erdhdmamatic English
course content. It provides an alternate pedagbgp@oach to students'
learning with the goal of improving their learnirgxperience and
English language fluency through the efficient use augmented
multimedia.To superimpose digital contents into dstit learning
environments using AR application, a combinationseVeral types of
multimedia sources is employed, including 3D spatiadels, photos,
textual information, videos, animations, and soualthough only AR
video is highlighted in this study.Drama through ,A&cording to the
researcher, promotes critical thinking and cregtivallows students to
build and practice new linguistic and behaviorallskn a relatively
non-threatening environment, and can help studeygserate the
motivation and involvement required for learningaBra allows students
to participate actively in the process of learniBgglish because it
creates a rich communicative environment in whitldents actively
become a part of a real-world system and functiccomling to
predetermined roles as members of that group.Dreamaencourage
hesitant pupils gain self-confidence by giving thandifferent role and
responsibility in drama events.

Modern Technologies in Developing Speaking Skill

In this age of educational technology, English srenthan ever
considered the global language, and the talenpedch is the most vital
and the one that students must acquire the mostlywivbecause
communication is its primary goal. According to tlesearcher, teaching
this talent is critical, and new approaches andgxutares are used in this
process. Traditional techniques of capturing sttglerattention,
increasing motivation, and achieving learning otiyes are being
replaced by the use of technology and multimedisources. It is
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impossible to deny that multimedia has revolutiedizhe way teachers
teach and students learn. (Rossi et al., 2017).

Students' playfulness can be sparked by technolagich can
immerse them in a number of circumstances. Learocansengage in
self-directed actions, self-paced interactions,vgmy, and a safe
atmosphere in which errors are addressed and gpdedgdback is
supplied thanks to technology.The ability of a maehto identify
mistakes and link the student to activities thadrads specific issues
increases the value of machine feedback. Quaktafeedback in
software is becoming increasingly important, acowydo research. The
value of technology is increased when links to amptions, further
support, and references are offered.

In recent years, augmented reality has begun toudsd in
education (Kuctk, Kapakin, &G0kia2016). AR books, AR gaming,
discovery-based learning, object modelling, andliskiraining are
among the five important educational applicatioisA& technology
described by Yuen et al. (2011). AR is seen to ren@mous potential
and various advantages for improving teaching aadning.AR is seen
to have enormous potential and multiple benefitarfigproving teaching
and learning (Billinghurst, 2002; Cooperstock, 2001; Shelton & Hedley,
2002; Yuen et al., 2011).

Technology (particularly Augmented Reality), acdogdto the
study, is a potent instrument that can alter tewchind learning. It is a
valuable tool for instructors and students to gjtieen relationships; it
can promote new methods to collaboration and alteachers the
opportunity to adopt and customize learning expeas to meet the
needs of students.Augmented Reality's advancembeat® largely
incorporated its uses through mobile technologykingait possible for
just about anyone with a mobile device to use ARRewdenced by the
widespread popularity of online mobile games, andded that
Augmented Reality has been shown to be effectivdearning the
English language and could improve student motwatretention, and
understanding.Learning content in 3D perspectives; encouraging
ubiquitous, collaborative, and situational learnidglivering a sense of
presence, immediacy, and immersion for studentgtugng the
invisible; and integrating formal and informal Ilesrg are all
possibilities with AR.Teachers may use augmentedityeto construct
three-dimensional replicas of practically any obj&ecluding those that

S
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are impossible to bring into the classroom. Furtieee, models in
augmented reality can be dynamic and interactivee @&vailability,
sophistication, and use of these devices have obenpal to improve
teaching and learning efficiency and effectivenesswell as learning
outcomes and skills (Morris &Lambe, 2017). An augted reality app
can display a beating heart, the planets spinniogra the Sun, or a
hurricane spawning. Students may explore a galatiie palm of their
hand, examine fossils and ancient artefacts ligalaontologist, watch a
volcano erupt in front of their eyes, and creattual objects they can
carry and share.

Statement of the problem:

Due to the researcher’'s experience in teaching igéndgbr 20
years, she has observed that High School studems difficulties in
their English speaking fluency as they learn thioumid content —
ordinary textbook -which lacks taste and prevetudents' motivation to
learn. She noticed that when her students try tanconicate orally in
English; they feel awkward and frustrated.

The main question could be as follows:

“What is the effectiveness of using a dramatizedteat through
AR to improve English language fluency of high sastudents?”

This question could be subdivided into these sudstions:

1-What are the required English language fluendlysstor high

school students

2-What is the proposed design of dramatized contentigh AR

to improve English language fluency of high schetadents?

3-What is the effect of using a dramatized contdmwbugh
Augmented Reality to improve English language flyyeaf high school
students?

Design:

The research relied on the Quasi-experimergaigd, which
included the existence of an experimental group arwbntrol group,
randomly selected cluster among the tenth gradkests.

Significance of the study:

This research could:

* Benefit English teachers improve their perfornearnhen it
comes to employing technology in the classroom, tidarly
Augmented Reality.
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*Address an important topic in the academic communit
"Augmented Reality technology" presenting dramatizentent for high
school students

*Highlight the importance of mobile learning apptioas, which
are considered the most prominent and easiest astiwmidespread

*Being a catalyst for further studies and researithinvthe Arab
environment to enrich the educational field

*This study sets the path for future research ime tse of

technology, especially Augmented Reality, in thealepment of other
abilities such as listening, reading, and writing.

*Emphasized the effectiveness of Augmented Reaitihriology
in education as follows
- Developed the ability of learnersritagine
- Developed the skills of self-educatamong learners
- Made education meaningful; helped learnearrie new
vocabulary
- Helped to keep learning longer

-Helped learners to create direct educatierperience through
3D objects

-Individual differences were considered as a fofrself-learning

—Made the learning process enjoyable and interesting

Purposes of the study:

1-Investigate the most appropriate fluency skillsshiils to be tested in
pre/posttests.

2-Determine which Augmented Reality applications admamatize
content in an attractive way according to theiratalities.

3-Create new dramatized lessons with motions anddsimuAR mood.



Journal of Faculty of Education No (126 ) April , part (3), 2021

4-Familiarize teacherswith methods of implemen#ugmented Reality
applications that can help facilitate students’ Ii&hg fluency

improvement

5- Investigate the effectiveness of dramatized exarthrough ARonhigh
school students’ fluency level.
Hypotheses of the study:
Hypothesesl1: There is a statistically significaiftedence at the
level (@ < 0.05) between the mean scores of the experimanthtontrol
groups in the post application of the test as alevfar the benefit of the

experimental group students

Hypotheses2: There is a statistically significaiftedence at the
level @ < 0.05) between the mean scores of the experimegntaip
students in the pre and post applications of theas a whole in favor of
the post application scores.

Sample of the Study:

Two classes were selected randomly from 3 classé&®nith
gradeHigh School students - 30 students in eachks.cl&ahey were
divided as follows:

* Experimental group applies the research / i.be use of
dramatized content through augmented reality ofliElndanguage to
show its effect on students' fluency in Englishglaage.

*Control group to which normal education (the phéag method)

applies.
Table (1 ) Shows the number of study groups
Groups Experimental Control Total
Pre 30 30 60
Post 30 30 60

Limitations of the Study:

Spatial Limits: Arab Republic of Egypt / Qalobia ¥&onorate /
New Benha City / Mostafa Kamel Official Languagén&al.

Time Limits: The academic year 2020/2021

Human Limits: High school Students — 10th grade.

Reference limits: The Internet /Digital libraries.

Objective Limits: Augmented Reality Technology AEnglish
Language Curriculum “New Hello”.
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Instruments of the study:
The following tools have been used in the prestertys
1. An EFL speaking fluency skills/subskills checkligquired for
high school tenth-grade students.

2. An EFL speaking fluency test used as a pre-andtpest

3.An EFL speaking fluency scoring rubric to score dstus’
performance.

EFL speaking fluency skills/subskills checklist:

An augmented reality app can display a beatingthtesr planets
spinning around the Sun, or a hurricane spawnihgledits may explore
a galaxy in the palm of their hand, examine fossild ancient artefacts
like a paleontologist, watch a volcano erupt imfrof their eyes, and
create virtual objects they can carry and share.sKills had to be rated
by jury members to identify their level of importanand suitability on a
three-point scale: extremely important, importaamd less important.
The researcher is provided an estimated value &mh edegree of
importance.The first level, very important = 3, tlsecond level,
important = 2, and the third level, less importarit.

The researcher considered the factors thatibate to quality
and results oriented checklist. First, She deteznhithe precise learning
outcome she wanted to investigate. She wantedue tlaareducational
outcomes from both the experimental and controlugso in this
circumstance. As a result, she reviewed SecondageS(Grade 10)
‘The National Curriculum Framework for English as Foreign
Language' EFL requirements and learning outcomes sjpgaking
domain.

Secondly, she needed the checklist to conta@mehts that
would indicate the effect of dramatized contenotiyh AR to learners.
In creating her checklist, elements of free speaglinency were found
as being crucial. She also added grammar and viaogio the list of
criteria that will be used to evaluate both thetomnand experimental
groups. Specific language elements were incorporate the checklist
deliverables in accordance with the learning ougam

To test the validity of the checklist such dance might be
obtained from literature, from representatives oflavant population, or
from content experts who are asked to judge thenéxd which items on
the instrument represent the defined content, &od, tto ensure the
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validity of the speaking fluency checklist; In wsiginal version, it was
presented to nine jury members who were expertshen fields of
curriculum and English language training. The nimembers were
tasked with determining the importance and suitgbaf the checklist's
sub-skills. In response to their feedback, cerii@ms were changed in
the first draught. The modifications suggested bg jury were as
follows:

e Omitting some sub-skills that go beyond the stuslelainguage
level at their respective age.

eReducing the number of sub-skills to be developgmar@oriately
by the researcher in the allotted time of the expent.

¢ Adding the skill ‘Non-Verbal content’.

e Adding the sub-skills ‘Using facial expressions agpiately’ &
‘Using eye contact appropriately’.

eAdding the sub-skill ‘Pronouncing consonants andwels
correctly with emphasis on problematic sounds sagHp/ and /b/, /f/
and /v/, TH sound$/ and /d/'.

The rate of agreement between the judges abousuheskills
ranged between (77.8% - 100%), which is a highllevagreement, and
therefore all sub-skills were retained except dhlge subskills ranged
(22.2%- 33.3%) and the researcher omitted them.

EFL speaking fluency test used as a pre-and postsie

The test aimed at measuring students’ speakirendy before
and after the treatment. It was designed by tlseareher where the
students were asked to watch the dramatized cowmtested by the
researcher on different topics through AR then theye asked to:

e Complete a story.
Complete a situation.
Describe a scene.
Give their opinion.
Suggest a solution.
Tell what they know about different topics.
Summarize and choose a suitable title.
Compare.
Express the mood/intentions of characters.
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EFL speaking test scoring rubric:

The stability of the Rubric was calculated by ttnethod of
multiple observers through the researcher corrgdhia test according to
the prepared rubric, then another colleague cange¢he same test of
the survey sample of (30) students according tesémee rubric, then the
stability of the rubric was calculated using theo@er equation through
The number of agreement and disagreement times ebatwihe
researcher and the colleague. The percentageiabitigy coefficient in
each of the skills ranged between (86.7% - 100%)ichv are high
stability coefficients, and therefore the rubri@ de trusted to correct
the test.

Test validity:
The test validity was calculated by the followimgthods:

The method of validity of arbitrators:

The validity of the judges was used to detaarihe validity of
the test. By presenting the test to a group ofgsdtp take their opinions
regarding:

*Adequacy of the instructions provided to studewtanswer the
test correctly.

*Validity of vocabulary scientifically and linguistally.

*Suitable vocabulary for sample students.

*The suitability of each question to the skill te measured.

*Each question achieves its objective.

* Any other amendments that the arbitrators see.

The arbitrators agreed on:

* Validity of vocabulary, relevance, and test viid

*Suitability of vocabulary for sample students.

*Suitability of each question to the skill to be asered.

Internal consistency validity:

The researcher used the SPSS V.18 programaltolate the
validity of the test internal consistency by ca#tirlg the correlation
coefficient between the students’ score in eachahkd the total score of
the test, and the following table shows the tesiisskalidity coefficients:
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Table (2)
The correlation coefficient between the degree ofeh skill and the
total score of the test (N = 30)
No Skill Correlation
1 Producing correct spoken language. 0.486**
2 Pronouncing consonants and vowels correctly witl$65**
emphasis on problematic sounds such as /p/ ant//b/,
and /v/, TH sound®/ and /&/
3 Using word and sentence stress, intonation properlyo.519**
4 Using grammatical (tenses, nouns and adjectivéss r@.632**
correctly.
5 Using connectors like "and”, “but" and "becauset, 0.384*
the other hand.... etc.

6 Using appropriate Correct vocabulary. 0.435*

7 Using varied appropriate vocabulary 0.678**
8 Knowing synonyms & antonyms of most vocabulary0.633**
9 Using dictionary to look up the pronunciations 0.484**

10 Communicating appropriately in different contexts. 0.631%*
11  Speaking continuously without unneeded pauses0®89**

hesitations
12 Speaking smoothly and spontaneously. 0.624**
13 Using gap fillers appropriately. 0.661**
14  Emphasizing meaning in real environment. 0579**
15  Conveying message in an understandable way 0.709**
16  Using facial expressions appropriately. 0.534**
17  Using eye contact appropriately. 0.709**

It is clear from the previous table that all coatan coefficients
function at 0.05 and 0.01, indicating the validdl the test's internal
consistency.

Test Reliability:
The test reliability was calculated in two waysfatwing:

Test- Retest:

The test was applied to the students of thet ptudy, then it
was re-applied to the same sample with a timevatef two weeks, and
the Pearson correlation coefficient was calculdtedveen the scores of
the pupils in the two applications using the SP&®@am (V. 18), and
the value of the correlation coefficient betweea tivo applications in
each main and Sub skill, as well as the test alsaew
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| Pre-Application | ‘ Two Study Groups | Experimental |Post Application ‘
Treatments
EFL #| Experimental ‘HExperunental —
. treatment EFL

Speaking N .
Fluency Speaking

Test - Fluency Test
Table (4)

The coefficients for the stability of the sub-skjlthe main and the

test as a whole

Correlation
0.841**

0.693**

0.725**

0.624**
0.757**

0.860**
0.867**
0.792**
0.784**
0.793**
0.671**

(92%*
0.843**

0.793**
0.627**

0.737**
0.749**

SKILL

Producing correct spokenPronunciation

language.

Pronouncing consonants and
vowels correctly with emphasis on
problematic sounds such as /p/
and /b/, /f/ and v/, TH sound8//
and /0/

Using word and sentence stress,
intonation properly

ALL Pronunciation

Using grammatical (tenses, noun&rammar
and adjectives) rules correctly.
Using connectors like "and”,
“but” and "because”, on the other
hand.... etc.

All Grammar

Using appropriate CorrectVocabulary
vocabulary.

Using varied appropriate
vocabulary

Knowing synonyms & antonyms
of most vocabulary.

Using dictionary to look up the
pronunciations

All Vocabulary

Communicating appropriately inFluency
different contexts.

Speaking continuously without
unneeded pauses or hesitations
Speaking smoothly and
spontaneously.

Using gap fillers appropriately.
Emphasizing meaning in real
environment.

EFL Speaking Fluency Test
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0.659** All Fluency

0.709** Conveying message in arComprehensibility
understandable way

0.709** All Comprehensibility

0.693** Using facial expressionsNon-Verbal
appropriately. content

0.558** Using eye contact appropriately.

0.730** All Non-Verbal content

0.757** EFL Speaking Fluency TestALL

It is clear from the previous table thae thalues of the
correlation coefficients are all significant atQD) level, which indicates
the stability of the test.

Cronbach's Alpha:

The Cronbach alpha coefficient was calculatedtlier test as a
whole and the value of the Cronbach alpha coefficigas (0.876),
which is a high value and therefore the test resiah be trusted.

Treatment

1)Selecting AR Platform to dramatize English conten
The researcher selected CoSpacg
Edu with Merge Cube Add on after testing
a variety of AR platforms as the platfor
that would better suit the needs for he
analysis. In choosing CoSpaces Edu as
forum for dramatizing English content,
number of factors contributed to the
researcher's decision as this platform
allows users to:
- Easily build in 3D with kid-friendly creation tools
- Add interactions with block-based coding or advanseripting.
- Explore creations in Virtual Reality or AugmenteddRty.
- Manage classes, let students collaborate and \new work in real-
time.
- Use this platform in schools or in camps & workshop
- Make kids future-ready with 21st Century skills @hd 4 C's.
(Four C’s are Critical thinking, Collaboration, @munication
and Creativity)
- Let students become creators (Enable studentsilth dnd code their
own experiences, not just consume them).
- Use one tool for all (Use CoSpaces Edu acrossgallevels, subject
areas and multiple devices).
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- Bring the Wow! into the classroom (Engage and eapdi your
students to enhance their digital literacy skills).

- Work on any device! (Create anywhere, anytime andry device).

The researcher delivered different topics vierbsoft Teams

as a credited LMS from the Egyptian Ministry of Edtion. All students

already have accounts to be in touch with theircliess. So, the

researcher benefited from this opportunity to owere the lockdown

resulted from Covid-19 and presented the dramatcedent made in

CoSpaces Edu in Microsoft Teams Class. Every weekrésearcher

sends a new assignment for students. They watctirtmeatized lesson,

then upload their responses in a video type anadirét to the researcher

to grade it according to the research tools.

2)Student preparation:

» Students needed access to a mobile device (withcéwRpatibility)
with the CoSpaces Edu app installed.

= Students needed access to a MERGE Cube.

= Students needed the QR code/Shared Link/Shared @wdehe
CoSpace that teacher have created.

» Students joined Microsoft Teams — The class crehyethe teacher-
to follow up the dramatized content.

» Students checked their assignments regularly antched the
dramatized content.

» Students recorded their responses according tcassgnment and
returned them to the teacher.

» Students attended online meetings via Microsoftmfi®#o check their
speaking fluency.

Teacher preparation:

» Teacher needed a CoSpaces Edu Pro account. (Fraenfonth then
can renew with a different email).

» Teacher needed either a tablet device with the Go&p Edu app
installed or a computer with access to the inteft@tpaces.io).

» Teacher created the dramatized content accordiskjlts/subskills.

» Teacher needed a MERGE Cube to test out lessoraedreby
CoSpace Edu.

» Teacher created Microsoft Teams class and add rdsideom the
experimental group.

» Teacher assigned new assignments regularly tehieeskills/subskills
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» Teacher listened to students’ responses and grtheadreturned the
result to students.

» Teacher created new online meetings regularly teckhstudents’
speaking fluency.

So, for the researcher, Cospaces is a web-ha@addrm that
makes creating AR content simple for users. It Alps users, using an
internet connection, to create 3D spaces. Thetlagrsion of MAKER
Is available free of charge and makes it possibleuild AR material of
decent quality. In addition, its easy access makgsssible for users to
produce simple AR content by providing brief tragiisessions where
beginners or even elementary school students @an,lés easy access
enables users to create simple AR content. It affers more
sophisticated feature block coding and can be wedn authoring
platform for advanced computational thought.

Microsoft Teams givesone place for classes, mg®tin
assignments, files, and collaboration. Users cailyeind, share, and
edit files in real time using familiar apps like VYdo PowerPoint, and
Excel in Microsoft Teams.

Results of the Study:

The researcher interprets the results of thpoteses as
follows:
Interpretation of the results of the first hypothess:

The researcher tested the first hypothesis whiglp@sed that
there was a statistically significant differencetla¢ level ¢ < 0.05)
between the mean scores of the experimental anlotgnoups in the
post application of the test as a whole for theefienf the experimental
group students.The value of “T” was calculated tioe independent
samples (Independent- Samples T Test) for the fgignce of the
differences between the mean scores of the tworiexgetal and control
groups in the post application of the test as aleyhend for measuring
the size of the experimental treatment effect m tist as a whole, the
effect size (8) was calculated, and the following table shows.tha

Table (5)

Results of the T-test between the mean scores ef tto
experimental and control groups in the post appboaof the test as a
whole, and for measuring the size of the experialdntatment effect in
the test as a whole.
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Skills Group No. Mean Std. T-value DF o n2
Deviation Sig

EFL Experimental 30 55.03 2.13 54.41 58 0.01 0.98

Speaking Control 30 21.50 2.62 1

Fluency

Test

It is clear from the previous table:

- There was a statistically significant differenae @ < 0.01)
between the mean scores of the experimental anmdot@mnoups in the
post application of the test as a whole for theefienf the experimental
group students, and this indicated acceptanceeofitst hypothesis of
the research hypothesis. Additionally, the researébund that the size
of the effect of the experimental treatmentdh the test as a whole was
0.981, which was a large value, that indicatesdfiectiveness of the
experimental treatment in the test as a whole.

The following graph shows the differences betwelea mean
scores of the two groups' students in the postiGgifmn of the test as a
whole.

Chart (1)

The differences between the mean scores
of the two groups' students in the post
application of the test as a whole

. iy

0

EFLSpeaking Fluency Test

m Experimental m Control

Interpretation of the results of the second hypothsis:
The researcher tested the second hypothdsch wsupposed
that there was a statistically significant diffezerat the levelo( < 0.05)
between the mean scores of the experimental grugersts in the pre
and post applications of the test as a whole irorfaef the post
application scores. The value of “T” was calculated the correlated
samples (Paired- Samples T-Test) for the signiGeanf the differences
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between the mean scores of the experimental grugersts in the pre-
and post-applications in the test as a whole, anth¢asure the size of
the effect of the experimental treatment in the &ssa whole, the effect
size (&) was calculated, and the following table shows.tha

Table (6)

Results of the t-test between the mean scoreseoéxtperimental
group students in the pre- and post-applicatiortb®test as a whole.

Skills Tes No. Mean Std. T-value DF « n2
t Deviation Sig
EFL Speaking Pre 30 22.10 2.31 59.13 29 0.01 0.992

Fluency Test Post 30 55.03 2.13

It is clear from the previous table:

- There was a statisticallysignificant difference (a < 0.01)
between the mean scores of the experimental grugersts in the pre
and post applications in the test as a whole imorfaef the post
application scores, and this indicates acceptancé the
secondhypothesis. Additionally, the researcher dainat that the size of
the effect of the experimental treatmemt @ the test as a whole was
(0.992), which was a large value, and this indgateat a large
proportion of the differences are attributed tod¢lkperimental treatment,
which indicates the effectiveness of the experigetreatment in the
test as a whole.

The following graph shows the differences betwelea mean
scores of the experimental group students in the @nd post-
applications of the test as a whole.

Chart (2)

The differences between the mean scores of the
experimental group students in the pre- and post-
applications of the test as a whole
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Pedagogical implication:
The following recommendations are made in lighthed study's
findings:
1 - Using dramatized content through AR in impragvignglish fluency
encourages the students and engages them to spsslg &nd

confidently.

2 - Employing augmented reality applications tophtie teaching of
English skills using various technologies to creatbetter learning
environment.

3 - The dramatized content through AR applicatibaekp to reduce the
gap between teachers and students when interdotgether.

4 -Students can improve their English fluency whilaving fun and
enjoying themselves by using dramatized contewouthin AR.

5 - Using dramatized content through AR develops esttsl
vocabulary.

6 -The dramatized content through AR is suitablevweak and for all
ages.

7 -Students receive immediate feedback and differsotts of
reinforcement from the dramatized content via A&rinctions.

8 - The use of AR to implement dramatic content aiowachers to
improve their teaching abilities and discover n&sources for their
professional development.

9 - Students' prior knowledge is activated by usingnthtized content
through AR, which operates their thinking and reasv their
experience with various topics.

10- Depending on dramatized content through AR irl@rmg different
English lessons.

11- Enriching textbooks with relevant content in arde promote
English fluency among secondary school students.

English language teachers are recommended to:

- In this modern age, consider using various teclgioéd programs and
AR applications to improve pupils' fluency.

- Adopt a more current strategy, such as using autpdereality to
dramatize content and create a new learning envieon

- Choose effective methods and techniques to enceustaigdents to
participate in class.
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Use AR to teach all English skills, including listeg, speaking,
reading, and writing, using dramatized content.

Attend training courses that enable them to applytirggy-edge
teaching methods such as integrating technologyticpkarly AR
applications.

It's critical to employ tools like AR to help stutds create English
speeches and conversations.

To enhance English fluency, English teachers nmtsgrate various
language skills such as listening, speaking, readind writing.
Teachers should dramatize content in an engaging esed on
learning outcomes.

Use augmented reality (AR) to improve the currioulu

Recommendations for further studies
- This study was limited to improve the students’ Esig speaking

fluency. The dramatized content through AR showddapplied with
other English skills and sub-skills

Conducting studies to explore the effectivenesdramatized content
through AR on developing the reading comprehension.
Conducting research into the impact of dramatisettent delivered
via AR on the development of students' English lexgp listening and
writing skills.

- Researching the impact of dramatised contenveled via AR on the

development of tenth-grade students' oral commtinitakills.

- Researching the impact of dramatised contenveled via AR on the

development of various English abilities in studenitvarious grades.
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