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ABSTRACT  
 
This study investigated the effectiveness of integrating Acehnese folklore Amat 
Rahmanyang into an Augmented Reality (AR) based learning environment to enhance 
English as a foreign language (EFL) learners’ speaking skills. Despite growing 
evidence supporting AR in language learning, Indonesia has explored the 
pedagogical integration of culturally grounded content, particularly local folklore 
from underrepresented communities like Aceh. This mixed methods study involved 
25 first-grade students at SMA IT Al-Uswah, Sigli, Indonesia. It employed a one-group 
quasi-experimental design, combining pre-test and post-test assessments with 
thematic analysis of student interviews. The intervention utilized an AR application 
featuring the Acehnese tale of Amat Rahmanyang, delivered through interactive 3D 
animations, audio narration, and visual storytelling tasks. Speaking performance was 
evaluated using a CEFR-based analytic rubric. Quantitative findings indicated a 
significant improvement in students’ speaking scores, with mean scores rising from 
10.24 (A2 level) to 17.00 (B1 level), confirmed by a paired sample t-test (t = 15.89, p 
< 0.001). Qualitative data revealed increased learner confidence, enhanced cultural 
engagement, and greater awareness of pronunciation and vocabulary use. Students 
expressed that familiarity with the folklore made speaking tasks more meaningful and 
reduced anxiety. The study concludes that integrating culturally familiar stories within 
AR-enhanced instruction provides not only linguistic benefits but also emotional and 
cultural relevance, fostering a more engaging and effective learning environment. 
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INTRODUCTION 

The integration of technology in English as a foreign language (EFL) classroom has 
become a powerful pedagogical shift aimed at enhancing students’ engagement and 
improving learning outcomes (Dou & Huang, 2024; Jansen et al., 2020). Among 
various skills, speaking remains one of the most challenging to teach and acquire, 
particularly in contexts where English exposure is limited to classroom environment. 
The opportunities for real-world English use, coupled with contextual and 
psychological constrictions such as anxiety, low self-confidences, and lack of 
authentic communicative  environments significantly hinder learners’ oral proficiency 
development (Hibatullah, 2019; Kho & Ting, 2023). Consequently, educators must 
adopt innovative speaking to foster both communicative competence and learner 
motivation. 

One promising avenue for language instruction involves the use of Augmented 
Reality (AR), where this media technology overlays the elements such as images, 
audio, and 3D models) onto real world environments to create immersive interactive 
language learning experiences (Jang et al., 2021). Research highlight that AR 
supported language activities can significantly enhance learners’ vocabulary, 
speaking fluency, and engagement by situating language practice in meaningful and 
context-rich tasks (Chang et al., 2020; Christou et al., 2025; Jang et al., 2021). 

Augmented Reality (AR) has demonstrated strong potential pedagogical tool for 
development EFL speaking skills, particularly by offering immerse, multimodal 
contexts that stimulate authentic communication scenario. A recent meta-analysis 
found that AR specially promotes fluency gains, providing immediate and context-
based feedback through virtual prompts and real-world overlays (Klopfer & Squire, 
2008), thereby mimicking authentic speaking environments even in -low-English-
exposure settings. Similarly, another quasi-experimental study revealed that learners 
in both flipped and traditional classroom settings who received AR-enhanced 
instruction significantly outperformed their peers in post-test speaking performance. 
The gains were especially greater in interactive classes that combined in-person 
instruction with AR-supported tasks (Khodabandeh, 2022). Additionally, research has 
shown that integrating AR into foreign language instruction enhances students' 
motivation, improves vocabulary retention, and fosters greater communicative 
engagement, further supporting the effectiveness of AR across various educational 
settings (Simonova & Kolesnichenko, 2022). 

Despite the growing literature on AR in EFL, few studies have examined the 
integration of local folklore, especially from underrepresented cultures such as Aceh 
into AR to support speaking proficiency. Most previous works rely on generic digital 
content, neglecting the cultural identity, emotional connection, and storytelling 
power that folklore can provide. Other researchers have also infused students’ local 
culture or context in ELT by integrating religious values into textbooks (Farah & 
Khoiriyah, 2023; Farah et al., 2021; Farah, 2020). While several AR-based learning 
models have incorporated folklore from regions such as north Sumatra (Hadi et al., 
2025), Bali (Aditama et al., 2022), or other widely recognized cultures in Indonesia. 
The Acehnese folklore remains largely unexplored in AR enhanced language 
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education. In response this gap, the present study utilizes Amat Rahmnyang into AR 
where this folklore holds strong educational value. It conveys lesson about humility, 
persistence and social moral value, and religious, while its sequential plot rich 
dialogue, and the characters driven interaction make it highly suitable for speaking 
tasks such as retelling, role-playing and oral interpretation. In the broader context of 
language education, folklore provided not only rich linguistic input but also  fosters 
intercultural understanding and communicative competence (Kramsch, 2017). 

In light of these considerations, this study presents a novel approach by integrating 
the Acehnese Amat Rahmanyang folklore into an AR-based EFL learning module 
focused on improving speaking skills. Unlike prior studies that use AR as a standalone 
technological tool, this research combines AR with authentic local narratives, 
enabling students to interact with stories, characters, and dialogues in their cultural 
context. As far as the literature reveals, no existing research has systematically 
integrated Acehnese Amat Rahmanyang folklore into AR- based EFL speaking 
instruction. This makes the current work distinct in its pedagogical innovation, cultural 
relevance, and multimodal engagement. The research is guided by the following 
question: 1. To what extent does the integrating of Acehnese folklore into AR-based 
learning environment improve EFL learners’ speaking performance? 2. What are EFL 
learners’ perception of how augmented reality integrated with Acehnese folklore 
support their speaking performance? 

 

METHODS  

This study employed a mixed methods approach by integrating both qualitative and 
quantitative techniques to investigate the integration of Acehnese folklore through 
Augmented Reality (AR) in enhancing the EFL learners’ speaking skills. The research 
design followed an explanatory sequential model, beginning with quantitative data 
collection and followed by qualitative inquiry to explain and enrich the finding 
(Creswell, 2018).  To examine the effect of the intervention, the researcher used a 
one-group quasi-experimental design, where a single group of participants received 
the treatment without a comparison or control group (Houcan, 2025). The study was 
conducted at SMA IT Al-Uswah, a private Islamic senior high school located at Sigli, 
Aceh, Indonesia. The school was selected as the research site due to its active 
implementation of digital-based learning and English instruction as part of its 
curriculum. Besides, this school provides a conductive environment for introducing 
educational technology such as AR, because of its supportive infrastructure, 
enthusiastic students and openness to culturally relevant learning innovation and 
method as much as possible to give an idea to the reader through the methods used. 
Sub-subhead on this method comprising at least one type of research; location 
research; materials law source; data collection technique; and data analysis. 

 
Respondents  
The respondents in this study were 25 first-grade students. The sample comprised 
13 Male and 12 female students, all of who were enrolled in compulsory English 
course. The selection of participants was conducted using purposive sampling. It is 
widely accepted non-probability sampling technique used when researchers need to 
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focus on specific characteristics of population that are essential for the research 
objective (Etikan, 2016) based on specific criteria relevant to the research goals-
namely. Hence, in this case, the researcher chose first-grade as respondents because 
they are in the early phase of their English Language development, making them 
ideal for intervention that aim to build foundational speaking skills and they are 
typically being introduced to more structured and expressive speaking activities, yet 
being struggle with confidence, pronunciation, and vocabulary use (Zhang, 2024; 
Andrian & Faudi, 2020). To address these challenges, the integration culturally 
familiar content such as Amat Rahmyang folklore- delivered through an engaging 
Augmented Reality (AR) medium-provides meaningful context and emotional 
connection that can stimulate speaking performance and increase motivation in EFL 
learners. Lai and Chang (2021) said that AR-based instruction, when embedded in 
authentic and culturally relevant scenarios, enhances learner engagement and oral 
production. Furthermore, a recent experimental study demonstrated that students 
using Ar-based story telling scored significantly higher in post-test story retelling 
performance compared to conventional reading activities (Şimşek & Koparan, 2025). 
 
In this research, all the participants received equal exposure to the AR material and 
participate in both the pre-test and post-test speaking assessments. Informed 
consent was obtained from the school administration, and ethical consideration were 
followed to ensure students’ voluntary participation and data confidentiality. 
 
Instruments  
There were two categories of instruments for this study-quantitative and qualitative 
aligned with the mixed methods design to comprehensively examine the impact of 
integrating the Acehnese folklore through Augmented Reality (AR) on EFL learners 
speaking skills. 
 
In the quantitative phase, the researcher used three primary instruments. First, the 
transcript of the Amat Rahmanyang folklore, an authentic Acehnese folklore, was 
adapted into English and served as the core material for speaking tasks. The story 
was selected for its cultural relevance, narrative structure, and potential to elicit 
expressive language from learners (Asriani, 2021). The second, an Augmented Reality 
application was developed that combined pictures, and 3D animations, and audio 
narration of the story. The aim of the AR to provide an immerse and interactive 
learning experience that stimulated learner imagination and support vocabulary 
retention through the visual (Chang et al., 2020). To asses speaking performance, an 
analytic speaking rubric was employed 
 
the qualitative phase, the researcher used open-ended questionnaires, semi -
structured interviews, and teacher observation notes. The open-ended 
questionnaires were distributed to students after the intervention to gather personal 
reflection on the learning process (Neuert et al., 2021). The other instrument was a 
semi-structured interview. This interview allowed the researcher to explore learners’ 
motivation, emotional responses more depth (Ruslin et al., 2022). 
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Procedure 
This research was conducted through several systematic stages to ensure 
methodological alignment with the study’s objectives. The first stage was the 
preparation phase, which began with the selection of Amat Rahmanyang, a 
traditional Acehnese folklore, as the narrative material for the study. The researcher 
verified the story’s authenticity with the Majelis Adat Aceh (MAA), a cultural authority 
responsibility for preserving Acehnese heritage.  The original folklore (hikayat) Amat 
Rahmanyang was obtained in Bahasa Aceh. Then translated into Bahasa Indonesia 
and subsequently into English. The translation and adaptation process involved 
consultation with content validation experts, including English language teachers and 
MAA representatives, to ensure the linguistic accuracy and cultural integrity. 
 
Secondly, the researcher involved the design and development of the AR media 
using the Assemblr platform, guided by the ADDIE instructional design model 
(analysis, design, development, implementation and evaluation). In the Analysis 
phase, the researcher identified learning objectives aligned with speaking skill 
indicators and selected the Acehnese folklore Amat Rahmanyang based on cultural 
relevance and pedagogical suitability. During the Design phase, a storyboard and 
interaction flow were constructed, detailing narrative sequences, dialogue prompts, 
and speaking tasks to be integrated in the AR environment. The development phase 
included the creation of visual and auditory assets such as illustration, 3D, and 
character animations were created and embedded into AR application. This 
application ran on mobile devices in interaction with respondents.  This application 
can be seen in the picture below. 

 
Figure 1. Assembler platform 

 
A validation process was conducted to ensure the media’s instructional and technical 
quality. Three experts (a media technology specialist, a language pedagogy expert, 
and an Acehnese cultural scholar) evaluated the AR product using a standardized 
validation rubric assessing content accuracy, cultural appropriateness, instructional 
alignment, usability, and technical functionality. 
 
The third stage was pre- test, where all students undertook an oral speaking task. They 
were asked to retell a generic narrative that was unrelated to the AR content. This task 
was designed to access their baseline speaking proficiency using an analytical 
speaking rubric, which measured fluency, pronunciation, vocabulary, grammar, and 
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comprehension. The rubric followed CEFR to ensure validity and consistency in 
evaluation. 
 
In the next phase, intervention was carried out over two weeks, consisting of 
approximately four classroom sessions. During this period, students engaged with 
AR-based version of Amat Rahmanyang in the classroom. They complete a series of 
speaking tasks designed to promote oral language development. Retelling, dialogue 
reenactment, and story summarization-all conducted within the AR-supported 
storytelling framework. During these activities, the researcher also provided the 
pronunciation modeling and peer discussion in the class. These instructional supports 
were intended to help students practice expressive and narrative speaking in an 
interactive and culturally grounded context. 
 
Finally, the researcher involved the qualitative data collection to complement the 
quantitative findings, following a mixed methods approach. Quantitative data from 
pre and post -test speaking scores were analyzed using a paired sample t-test with 
using SPSS version 23 to determine the effectiveness of the AR intervention. To 
provided deeper insight, the researcher selected the students to complete open-
ended questionnaires and participated in semi-structured interviews to reflect on 
their experiences learning. 
 
Data analysis 

To obtain the data from pre- test and Post-test, the researcher employed a 
standardized speaking rubric adapted from the Common European Framework of 
Reference for Languages (CEFR). This rubric enhances interpretability and facilitates 
clearer communication of learners’ proficiency levels within an international 
framework. The assessment included five components adapted from the CEFR. Each 
rated on a scale from 1 (poor) to 5 (excellent), resulting in a maximum total score of 
25  and minimum of 5 (European, 2020). These components can be seen in the table 
below. 

Table 1. Speaking assessment rubric 
Criteria 1 

 (Poor) 
2  

(Fair) 
3  

(Good) 
4  

(Very 
Good) 

5 (Excellent) 

Fluency Hesitant, 
frequent 
pauses 

Some 
hesitation 

Generally 
fluent 

Fluent with 
minor 
hesitation 

Fully fluent 

Pronunciation Hard to 
understand 

Frequently 
unclear 

Mostly 
clear 

Clear and 
understand
able 

Excellent and 
natural 

Vocabulary Very limited Basic, 
repetitive 

Adequate 
range 

Good 
variety 

Rich and 
precise 

Grammar Frequent 
errors 

Some major 
errors 

Some 
minor 
errors 

Mostly 
accurate 

Accurate and 
complex 

Compre-
hension & 
Coherence 

Incoherent Partial under- 
standing 

Understan
dable 

Coherent 
and logical 

Fully coherent 
and engaging 
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To ensure more accurate of students speaking performance, the researcher applied a 
CEFR to analytic rubric scores. This approach not only enhanced the clarity of the the 
evaluation result but also aligned the scoring with global language standards. The 
classification was outlined as follows: 
 
Table 2. Analytic rubric score 

Total Score CEFR Level Description 
5–9 A1 Can speak with great difficulty, basic phrases 

only 
10–14 A2 Can describe simple topics with limited 

vocabulary 
15–18 B1 Can communicate in connected speech with 

some errors 
19–22 B2 Can speak fluently and clearly with minor issues 
23–24 C1 Can use complex language with strong control 
25 C2 Can speak like a near-native speaker 

 
To measure the standardized proficiency levels of students at SMA IT Al-Uswah, their 
scores were interpreted according to the CEFR-based categories provided in the table 
above. The classifications are as follows: a score of 5–9 corresponds to A1 (Beginner), 
10–14 to A2 (Elementary), 15–18 to B1 (Intermediate), 19–22 to B2 (Upper 
Intermediate), 23–24 to C1 (Advanced), and a perfect score of 25 to C2 (Proficient). 
This classification provided a clearer understanding of the learners’ progress and 
positioned their speaking ability within a globally recognized framework (Waluyo et 
al., 2024).  
 
To analyze the quantitative data, both descriptive and inferential statistical techniques 
were employed. Descriptive statistics included the computation of mean scores, 
medians, and standard deviations to summarize students’ performance in the pre-test 
and post-test (Tjoantara et al., 2022). To determine whether there was a statistically 
significant difference in learners’ speaking skills before and after the AR-based 
intervention, a paired sample t-test was conducted using SPSS version 23 (Talikan et 
al., 2024). This test was appropriate because it compares two related samples—in this 
case, the same group of SMA IT Al-Uswah students assed before and after the 
treatment. The t- test allowed the researcher to evaluate the effectiveness of the 
intervention based on measurable gains in speaking performance.  
 
For the qualitative analysis, data collected from students open-ended responses, and 
semi-structured interviews were examined using thematic analysis. This process 
followed the six-phase such as  familiarization, coding, theme generation, reviewing 
themes, defining themes, and writing the report (Neuert et al., 2021). This helped 
explain how and why student performance improved and how the integration of local 
culture and AR influenced motivation and engagement (Izlin & Widiyati, 2023). 
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RESULTS   
 
Descriptive analysis of pre-test  
To evaluate the effectiveness of the AR- based intervention using Acehnese folklore, 
students’ speaking skills were assessed through a pre-test and post-test using an 
analytic rubric aligned with CEFR standards. The rubric covered five components: 
fluency, pronunciation, vocabulary, grammar, and comprehension. The result score of 
pre-tests, it can be seen in the table 3. 
 
Table 3. Pre-test 

No  Name 
Code  

Fluency  Pronunciation  Vocabulary  Grammar  Compre-
hension  
& Coherence  

Total  

1 AR  2 1 3 2 2 10 
2 AK  2 3 2 1 1 9 
3 AS 2 3 3 2 1 11 
4 CA 1 2 2 4 2 11 
5 CN 1 1 1 1 1 5 
6 DM 2 2 2 2 2 10 
7 GJ 3 4 3 3 3 16 
8 HT  2 3 2 2 1 10 
9 KF 1 1 1 1 1 5 
10 MA 2 3 3 3 3 14 
11 MR 2 1 2 2 2 9 
12 MS 2 3 3 2 2 12 
13 MN 2 3 2 2 2 11 
14 MK 3 2 2 2 2 11 
15 NN 2 2 3 2 3 12 
16 NN 3 3 3 2 3 14 
17 QH 2 2 2 3 2 11 
18 SA 2 1 1 1 2 7 
19 SF 2 2 2 2 3 11 
20 SY 1 1 1 1 1 5 
21 SL 2 1 2 2 2 9 
22 TM 1 1 1 1 1 5 
23 VA 3 3 3 3 3 15 
24 VAS 2 1 2 2 2 9 
25 VY  3 2 3 3 3 14 

 
The pre-test results indicated that the majority of students were functioning at a basic 
level of spoken English. While they demonstrated strengths in producing short 
phrases and using everyday vocabulary, their fluency and coherence were still limited. 
This is reflected in the average score of 10.24. A detailed distribution of the students’ 
scores based on the analytic speaking rubric prior to the intervention is presented in 
Table 4 below. 
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Table 4. Analytic rubric score pre-test 

  
The Pre-Test result revealed that the majority of students were at the basic to 
elementary level of speaking proficiency. Specifically, 44% of students fell into 
A(beginner) categories, while 48% were classified as A2 (Elementary), and only 8% 
reached the B1 (intermediate)level. This indicates that most students struggle with 
fluency, vocabulary use, and coherence. In this case, the students need for targeted 
intervention. 
 
Descriptive analysis of post-test  

The post-test result demonstrated a marked improvement in students’ speaking 
performance following the AR-based intervention. Most students achieved between 
15and 21, with the average score score increasing to 17.00 compared to the pre-test 
mean of 10.24. This result, it presented in the table 5. Below 

 
 
 
 
 
 
 

No Name Code Speaking Assessment 
Rubric 

Analytic Rubric score  

1 AR  10 A2 
2 AK  9 A1 
3 AS 11 A2 
4 CA 11 A2 
5 CN 5 A1 
6 DM 10 A2 
7 GJ 16 B1 
8 HT  10 A2 
9 KF 5 A1 
10 MA 14 A2 
11 MR 9 A1 
12 MS 12 A2 
13 MN 11 A1 
14 MK 11 A1 
15 NN 12 A2 
16 NN 14 A2 
17 QH 11 A2 
18 SA 7 A1 
19 SF 11 A2 
20 SY 5 A1 
21 SL 9 A1 
22 TM 5 A1 
23 VA 15 B1 
24 VAS 9 A1 
25 VY  14 A2 
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Table 5. Post-test score 
No  Name 

Code  
Fluency  Pronunciat

ion  
Vocabular
y  

Grammar  Comprehen
sion  
& 
Coherence  

Total  

1 AR  4 4 3 3 4 18 
2 AK  4 4 3 3 4 17 
3 AS 4 4 4 3 4 19 
4 CA 4 3 4 3 3 17 
5 CN 3 4 3 4 4 17 
6 DM 2 2 3 3 3 13 
7 GJ 4 4 4 4 4 20 
8 HT  3 4 3 3 3 16 
9 KF 4 3 3 3 3 16 
10 MA 4 4 4 4 5 21 
11 MR 3 2 3 3 4 15 
12 MS 3 4 4 3 4 18 
13 MN 3 4 3 3 3 16 
14 MK 4 4 4 3 3 18 
15 NN 3 3 4 5 4 19 
16 NN 4 4 4 3 4 19 
17 QH 3 3 4 4 4 18 
18 SA 3 4 3 2 3 15 
19 SF 3 3 3 3 3 15 
20 SY 3 3 2 2 3 13 
21 SL 3 3 2 2 3 13 
22 TM 3 2 2 3 4 14 
23 VA 4 4 4 4 5 20 
24 VAS 4 3 3 3 4 17 
25 VY  4 5 3 4 4 21 
 
The Post-Test results indicate that 15 students (60%) achieved scores of 17 or higher, 
representing a clear progression toward the B1–B2 (Intermediate to Upper-
Intermediate) proficiency levels as outlined in the CEFR framework. Notably, no 
participants remained at the A1 level, demonstrating significant gains in speaking 
performance. This improvement suggests that the integration of Acehnese folklore 
through augmented reality effectively supported the development of students’ 
fluency, vocabulary usage, grammatical accuracy, and overall coherence. 
Furthermore, the AR-based intervention contributed meaningfully to enhancing 
learners’ expressive speaking abilities and boosting their confidence in oral 
communication. This pattern was further supported by the result log the analytic rubric 
scoring in the post.  
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Table 6. Analytic rubric score post-test 
No Name Code Speaking Assessment 

Rubric 
Analytic Rubric score  

1 AR 18 B1 
2 AK 17 B1 
3 AS 19 B2 
4 CA 17 B1 
5 CN 17 B1 
6 DM 13 A2 
7 GJ 20 B2 
8 HT 16 B1 
9 KF 16 B1 
10 MA 21 B2 
11 MR 15 B1 
12 MS 18 B1 
13 MN 16 B1 
14 MK 18 B1 
15 NN 19 B2 
16 NN 19 B2 
17 QH 18 B1 
18 SA 15 B1 
19 SF 15 B1 
20 SY 13 A2 
21 SL 13 A2 
22 TM 14 A2 
23 VA 20 B1 
24 VAS 17 A1 
25 VY 21 A2 

 
The table shown that the total of 17 out 25 students (68%) were classified at the B1 
(Intermediate) level, while 5 students (20%) reached B2 (Upper Intermediate). Only 3 
students (12%) remained at the A2 (Elementary) level, and none fell within the A1 
category. These results clearly reflect the positive impact of the AR-assisted 
storytelling activities, as students demonstrated marked improvements across key 
speaking dimensions—fluency, vocabulary, grammar, and coherence. The shift toward 
higher CEFR levels affirms the effectiveness of combining local cultural narratives with 
interactive digital tools to promote communicative competence in EFL contexts. 
 
Descriptive statistic 

The finding based on the analysis of Pre-Test and Post _Test result. The descriptive 
statistics were presented in the table 7 below.  
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Table 7. Descriptive statistics of pre-test and post-test   
One-group 
only  

Test  N  Mean Std 
Deviation  

Std 
Error  

Df T 
Value 

Sig.(2-tailed) 

Before 
Intervention  

 
Pre-test  

 
25 

 
1 0.24 

 
3.13 

 
0.63 

 
 

24 

 
 

15.89 

 
 
0.00000306 

After 
Intervention  

Post-test  25 17.00 2.40 0.48    

 
The Pre- Test mean score 10.24 suggests that most students were performing at 
the A2 (Elementary) level, demonstrating limited ability in fluency and vocabulary. 
In contrast, the post-test means of 17.00 placed students within the B1 
(Intermediate). This level signifies students’ ability to retell stories, form connected 
sentences, and demonstrated more confidence in spoke English.  
 
In addition, the table shown the t-value of 15.89 was very high, suggesting a 
substantial difference between pre- and post-test score, meanwhile the p-value 
(<0.001) confirm this difference was statistically significant. Therefore, the null 
hypothesis was rejected and conclude that the AR based integration of Acehnese 
folklore significantly enhanced students’ speaking performance. 
 
Students’ perception from interviews  
To complement the quantitative findings, semi-structured interviews were conducted 
with six selected students after AR-based speaking intervention. Thematic analysis 
(Kabir, 2024) identified three dominant themes: increased speaking confidence, 
engagement through cultural relevance, and improved language awareness. 
 
Increase speaking confidence  
Students reported a noticeable boost in confidence when speaking English after the 
intervention. Familiarity with the story of Amat Rahmanyang, combined with the 
interactive AR visuals, helped reduce speaking anxiety. One participant explained: 
“I felt more relaxed because I already knew the story in Acehnese. So, I tried my best 
to say it in English even though I made mistakes.”  

 
Engagement through cultural relevance  
Students expressed appreciation for using Acehnese folklore in the classroom, 
highlighting how cultural familiarity made the learning process more personal and 
enjoyable. This emotional connection fostered a deeper interest in participating in 
speaking tasks. 
“It was more interesting than usual speaking class. I like the story because it’s from 
our culture. I felt proud to tell it in English.”  
 
Improvement language awareness 
Many students noted they became more aware of their vocabulary use and 
pronunciation, especially due to the visual and auditory features of AR. The interactive 
storytelling allowed them to mimic proper intonation and structure. 
“The AR showed the pictures and sounds. I followed how the voice said it, and I could 
pronounce better.”  
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These qualitative insights align with the quantitative findings, indicating that AR-
based on folklore not only improved speaking performance but also positively 
impacted learners’ motivation, cultural identity and linguistic self-awareness.  

 
These findings support the hypothesis that integrating culturally familiar content, such 
as Acehnese folklore, via AR technology can significantly enhance speaking abilities 
among EFL learners’ oral communication skill. It echoes the finding of (Belda-Medina 
& Marrahi-Gomez, 2023), who reported that AR- enhanced learning environments 
foster greater engagement and oral performance. Similarly, Christou et al., 2025 
highlighted that learners exposed to AR-based storytelling tasks demonstrated higher 
post-test retelling scores compared to those using traditional reading materials. The 
cultural relevance of the Amat Rahmanyang story may have further enhanced learner 
motivation and emotional engagement, contributing to the observed improvement in 
oral proficiency and emphasizing the role of meaningful, contextual content in 
language development. 

 

DISCUSSION 

The finding of this study provided strong empirical evidence that integrating 
Acehnese folklore, Amat Rahmanyang into an augmented reality (AR) enhanced EFL 
learning environment can substantially improve learners’ speaking proficiency. The 
significant increase from the pre-test (M = 10.24) to the post-test (M = 17.00), coupled 
with the shift in CEFR-aligned proficiency levels from predominantly A1–A2 to B1–B2, 
indicates that the intervention was both pedagogically effective and culturally 
meaningful. These results corroborate the initial hypothesis that AR-supported 
storytelling grounded in local cultural narratives would enhance learners’ oral 
communication skills more effectively than conventional methods. The AR  visual, 
auditory, and interactive elements are known to enhance learners attentional focus, 
working memory engagement, and oral output, which likely contribute to the 
increased speaking score observed in English study (Chang et al., 2020).  

A key explanation for this improvement lies in the cultural resonance and narrative 
familiar offered by the Amat Rahmanyang folklore. Culturally embedded content 
foster psychological comfort, reduces affective barriers, and enhances willingness to 
communicate an essential predictor of speaking performance. Students’ qualitative 
responses revealed that familiarity with the story made speaking tasks less 
intimidating, thereby lowering anxiety and enabling more fluent and confident 
production (Abidin et al., 2023). In addition, to cultural relevance, the multimodal 
affordances of AR played a transformative role in supporting language production. 
The interactive 3D visuals, animated characters, and contextual sound cues provided 
learners with concrete semantic scaffolding, allowing them to internalize vocabulary, 
comprehend narrative structure, and model pronunciation more effectively (Sagita et 
al., 2025). Another factor that contributed to the improved outcomes is the storytelling 
task itself promoted the development of communicative competence, as students 
were required to sequence events, use appropriate vocabulary, and construct 
coherent narratives (Nair, 2021). AR acted as a scaffold, enabling students to 
reconstruct the story more confidently and accurately. This aligns with sociocultural 
learning theory, AR mediate cognitive processes and enable learners to perform 
beyond their baseline capability.  
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The qualitative themes further support these findings. Students reported heightened 
confidence, stronger emotional connection to the task, and improved awareness of 
linguistic forms—factors that likely contributed to their performance gains. These 
perceptions complement the statistical evidence, suggesting that AR did not merely 
improve scores but also fostered positive attitudes toward speaking. 

Hence, the combination of culturally relevant folklore and augmented reality created 
a meaningful, supportive environment that enhanced students’ oral proficiency. The 
findings confirm that AR-enhanced folklore storytelling is an effective pedagogical 
approach for improving communicative competence in EFL contexts. 

 

CONCLUSION  
 
This study aimed to examine the effectiveness of integrating Acehnese folklore 
through Augmented Reality (AR) in enhancing the English-speaking proficiency of 
first-grade EFL students at SMA IT Al-Uswah. Employing a mixed methods design, the 
research incorporated both quantitative data from pre-test and post-test scores and 
qualitative insights derived from student interviews and observations. The quantitative 
findings revealed a statistically significant improvement in learners’ speaking 
performance, with the mean score increasing from 10.24 to 17.00. Additionally, 
students’ CEFR levels progressed from predominantly A1–A2 to B1–B2, indicating 
notable gains in fluency, vocabulary use, grammatical accuracy, pronunciation, and 
overall communicative competence.  

The qualitative findings substantiated the quantitative results, highlighting increased 
learner engagement, cultural connectedness, and motivation. Students reported that 
the AR-based storytelling of Amat Rahmanyang not only enhanced their language 
awareness but also reduced speaking anxiety due to the familiarity of the content and 
the visual-auditory support provided by AR. In conclusion, this study provides 
empirical evidence that integrating local folklore via AR can be an effective 
instructional strategy to promote speaking competence among EFL learners. 
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