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The article examines the potential and possibili-
ties of integrating Augmented Reality (AR) into
English Language Teaching (ELT) for Informa-
tion Technology (IT) students within military
educational institutions. It discusses how AR can
revolutionize the educational process by engag-
ing learners through immersive and interactive
experiences. This study examines the pedagogi-
cal benefits of Augmented Reality (AR) in English
Language Teaching (ELT), including its accessi-
bility, engagement, interactivity, and collaboration
features. It also explores various applications of
AR, such as AR books, gaming, discovery-based
learning, object modeling, and skills training,
based on a thorough review of existing literature
and research. The article discusses the potential
of AR applications to transform traditional teach-
ing methodologies. It proposes the complemen-
tary integration of AR into language teaching
and learning to better accommodate the unique
learning preferences and digital consciousness
of IT students who are often digital natives and
may prefer learning through hands-on, expe-
riential, and technology-mediated approaches
rather than passive listening or reading. Tradi-
tional methods may not align with their preferred
learning styles and preferences. AR can simu-
late real-world situations that military IT students
may encounter in their professional roles. This
includes communicating with foreign counter-
parts or interpreting technical manuals in differ-
ent languages. By practicing language skills in
relevant contexts, students can develop practical
language proficiency that is directly applicable
to their military duties. The study also acknowl-
edges the challenges and limitations associated
with the implementation of AR technology in edu-
cational settings, and offers insights into potential
strategies for overcoming these obstacles. This
article explores the potential implications of AR
in language education, with a focus on leverag-
ing innovative technologies to enhance learn-
ing outcomes and meet the evolving needs of
learners in the digital age. The article suggests
that AR has the potential to transform the educa-
tional experience and foster a more dynamic and
effective learning environment for IT students
in military educational institutions. By embrac-
ing AR as a tool for innovation and pedagogical
enhancement, educators can empower learners
to engage with language in new and meaningful
ways, ultimately fostering a more immersive and
impactful learning experience.

Key words: Augmented Reality, teaching Eng-
lish, military students, means, possibilities,
restrictions.

Y cmammi po3esisidaembCsi TomeHyias i MoXJ/iu-
Bocmi iHMezpayiil dorosHeHoi peasibHocmi (AR)
B rfpoyec HasdaHHsl aHesiticekoi mosu (ELT)
KypcaHmis, siki sug4aroms iHghopmayitiHi mex-
Hostoeii (IT) y BilicbKOBUX HaBHa/TbHUX 3ak/1adax.
062080proembCs, SIK OOMNOBHEHA PeaslbHICMb
MOXe PesosIOYioHI3ysamu Has4ya/ibHUU npoyec,

3a/1y4arodu crlyxadis 0o iHmepakmusHo20 ma
3aX0r/irK4020 00CBidy. Y YboMy OOC/IOXKEHHI
po3e/1sg0aromscs rneda2oaidHi nepesaau ooro-
BHeHOI peasibHoCcMi (AR) y BUKnadaHHi aHaAil-
cbkol mosu (ELT), sk/oqarodu il docmyrHicms,
3a/1yYeHHs], IHMepakmusHicmb | MOX/IuBoCMI
B83aeMOOIi. BoHa maxox 00C/IOXye pi3Hi 3acmo-
cysaHHs1 AR, maki ik AR-KHU2U, i2pu, HaB4aHHs1
Ha OCHOBI BIOKpUMMIB, MOOE/I0BaHHs 06’'ekmis
| mpeHyBaHHs1 HaBUYOK, Ha& OCHOBI pemesibHO20
027190y ICHyoHOI limepamypu ma 00C/liOKEHb.
Y cmammi 062080p0eMbCS NOMEHyian 3acmo-
CyBaHHs1 OOMNOBHEHOI peasibHocmi 0711 mpaHc-
chopmayii mpaduyitiHux MemooukK BUK/IA0aHHS.
BoHa riporioHye dodamkosy iHmezpayito 0orio-
BHEHOI peasibHOCMI y BUK/IA0AHHST Ma BUBYEHHST
MoB, Wo6 Kpawe sidrosidamu YHiKabHUM
Hag4a/lbHUM yrnodobaHHsiM | yugbposili csido-
mocmi KypcaHmis IT-crieyiasibHocmel, 07151 IKuX
yughpose cepedosuLie Cmasio «PioHUM» i moMy
BOHU MOXymb Bid0asamu repesazy Has4aHHH
3a 00roMo200  MPaKMUYHUX, €eKCriepuMeH-
Ma/ibHUX | MEXHO/I02IYHO OrMocepedKoBaHUX
nioxodis, a He nacusHOMY MPOC/YX0BYBaHHIO,
nepeksady 4Yu HUMAHHIO MmeKcmis, MmMowjo.
TpaduyiliHi Memoou MoXymb He gidrnosidamu
IXHiM cmusisiM | Bodo6aHHsIM y Has4aHHi. Jorno-
BHEHa peasibHicmb MOXe iMimysamu peasibHi
cumyayii, 3 skumu malibymni silicbkosi ¢haxisyi
MOXYymb  3ImkHymucsi 'y csoill  npoghecilinili
oisi/ibHocmi. Croou BX0OUMb CrIi/IKYBaHHS1 3 iHO-
3eMHUMU Ko/ie2amu, criignpayst io Yac crifibHUX
Has4aHb abo repeksiad MexHIYHUX iHempyKkyid
PiBHUMU MoBaMu. TPEHyHYU MOBHI HaBUYKU Y
BIOMOBIOHUX KOHMEKCMaX, KypcaHmu MOXymhb
PO3BUHYMU  MPaKMU4He BO/IO0IHHSI  MOBOIO,
siKe 6e3r1o0cepeo0Hb0 3aCmocoByEMbCS 00 IXHIX
BilicbKOBUX 0B0B’sI3KIB. Y OOC/IOXEHHI MaKoX
BU3HAKMLCS BUK/IUKU | OBMEXEHHS, M08'si3aHi
3 BIPOBAOKEHHSIM MEXHO/I02i  O0MOBHEHOI
peasibHoCmi 8 OCBIMHIX ycmaHosax, i rporo-
HyembCsi 6ayeHHs1 MomeHyitHUX cmpameaili
rnodonaHHs yux nepewkod. Y yili cmammi
00c/idKyembCsi NOMeHyitHUll 8rus 0onosHe-
HOI peasibHOCMI Ha MOBHY OCBImy 3 akKUeHmom
Ha BUKopuCmaHHi IHHoBayiliHUX mexHosoeili
0715 MOKpaWeHHs1 pesy/ibmamis Hag4yaHHs ma
3a00B0/IEHHS 3pOCMaroyux rnomped cmyoeH-
mis y yughposy eroxy. ¥ cmammi toembcsi npo
me, Wo 00MoBHEHa peasibHICMb MOXe mpaHc-
¢hopmysamu ocsimHiti docsid i cripusimu cmso-
PeHHIO 6ifiblu OUHaMIYHO20 ma egheKmuBHO20
Has4a/lbHo20 cepedosuwa 0s1s1 KypcaHmis y
BilicbKoBUX Hag4a/lbHUX 3ak/1adax. Bukopucmo-
BYHOHU OOIMOBHEHY peasibHICMb SIK iIHCMpPYMeHm
07151 iHHOBaWill | nedazo2i4H020 BOOCKOHA/IEHHS],
BuK/1adadi MoXymb damu cmyoeHmaMm MOX-
Jlusicmb 83aEMOOISMU 3 MOBOKO HOBUMU | 3MiC-
MOBHUMM 3acob6amu, Wo B KiHyesoMy MiocymKy
crpusimume 6i/ibW 3axon/io4HoMy i pesyibma-
MUBHOMY Hag4YaHHIO.

KniouoBi cnoBsa: OoriosHeHa peasibHiCMb,
HasyaHHs1 aHenilicbkoi Mosu, BilicbKoBi cmy-
deHmu, 3acobu, rnepesazu, 06MEXEHHS.
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Formulation of the problem. In recent times,
technological innovations and information have had
a significant impact on society. These advance-
ments have enabled people to accomplish tasks that
were previously unimaginable. The digital world has
become so integral to their lives that communication
devices, online services, and even remote learning
have become indispensable. The rapid changes
in the environment have been driven by a range of
objective factors, including the development of smart
technologies, improvements in transport, banking
services, state institutions, and education. These
changes have made it possible for individuals to
navigate their surroundings with greater comfort and
security. The era of innovation has arrived, where
new technologies are replacing old and imperfect
ones with faster, cheaper, more efficient, and user-
friendly options. The younger generation has devel-
oped a unique worldview and adeptly navigates the
web of exciting content produced by this new envi-
ronment, absorbing it like a sponge and seeking
ways to manage the new space to their advantage.
The education sector is facing new challenges due
to the digital age. Modern young people born in this
era, commonly referred to as Zoomers, have inte-
grated gadgets such as phones into their daily rou-
tines and cannot imagine their lives without them. So,
if a modern textbook does not meet the requirements
of students with different learning styles, it may fail to
hold their attention and interest in the subject matter.
Itis worth considering that social media platforms like
TikTok and Instagram are highly attractive to young
people because the information there has been pre-
sented in a visually appealing and interactive manner,
catering to different types of learners. Additionally, it
is adaptive and can be reproduced through sound,
making it more engaging. Therefore, it may be benefi-
cial to explore how we can incorporate similar interac-
tive features into educational materials to make them
more engaging and effective. Modern students have
the opportunity to listen to music, stories, and watch
clips and films. They can also interact with others
by recording their own video clips to showcase their
skills. This allows them to be active participants rather
than passive consumers, and they can even influence
others. In the same way, the selection of learning con-
tent should take into account different learning styles
and be designed to satisfy every learner (with audi-
tory, visual or kinesthetic perception), thus motivating
them to learn. Therefore, it may be beneficial for edu-
cational content developers to consider creating text-
books, courses, or learning platforms that align with
the curriculum and present information in a consist-
ent and visual manner. It is believed that visualising
learning content may help students better perceive,
understand, assimilate, and remember the material
based on their individual learning characteristics.
Moreover, students are allowed the opportunity to

autonomously devise and build new content. Immer-
sive technologies, such as Augmented Reality (AR),
provide this possibility [1, 2].

We argue that it may be beneficial to examine
Augmented Reality more closely. Due to its simplic-
ity, mobility, and wide range of applications, AR allows
learners to develop flexible academic techniques and
flexible learning based on the principles of Gardner’s
Multiple Intelligences theory, which breaks down tradi-
tional systemic patterns of skill and knowledge devel-
opment. According to Adam Hayes Augmented Reality
is a technology that has the potential to enhance the
real physical world by adding digital visual elements,
sound, or other sensory stimuli [3]. D.W.F. van Kreve-
len and R. Poelman, state that AR is a mixed reality ‘in
which real objects are added to virtual ones, replace
the surrounding environment by a virtual one’ [4, p. 2].
AR system combines real and virtual objects in a real
environment, aligns real and virtual objects with each
other (overlaps), everything happens interactively in
three dimensions in real time [5].

So, Augmented Reality (AR) refers to the inte-
gration of digital objects into the real world through
devices such as computers, smartphones, tablets,
and wearable technology. One area where AR has
shown potential is in education, particularly in the
creation of new educational materials. AR markers
can be easily printed on book pages without incur-
ring additional costs. It has been suggested that
the addition of three-dimensional images of famous
places or objects, such as the first computer, could
enhance the reading experience of a book page.
While special devices are currently being designed
and first samples are being created, it is worth noting
that a tablet or a smartphone with a relatively high
screen resolution is sufficient to achieve this effect.
By moving a textbook, the augmented virtual object
can be viewed from different angles and scales. The
development of Augmented Reality (AR) has the
potential to transform the use of visual aids, as it may
eliminate the need for bulky layouts. Instead, a small
marker can be placed in front of the camera and a
computer-generated image can be projected onto the
screen. This image can be easily modified, rotated,
and scaled. AR technology could allow students to
virtually visit three-dimensional halls and exhibitions
of world museums without leaving the classroom,
which is beneficial for military students who cannot
often leave their locations. Augmented Reality (AR)
has potential for use in computer classrooms. Stu-
dents can assemble virtual computers from blocks,
view interactive 3D models of processors and hard
drives, and conduct experiments in Augmented Real-
ity in front of a monitor and webcam. The possibilities
of this new technology in educational and computer
games are vast. It is understandable that many young
people may enjoy the idea of envisioning themselves
in the attire of their favourite game characters too.
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Publications analyses. The implementation of
Augmented Reality in various fields has led to sug-
gestions that it could also be applied to the educa-
tional process, specifically in foreign language learn-
ing. Some foreign authors have described attempts to
do so. For instance, in his study, Godwin-Jones, R.
(2016) proposes the possibility of using augmented
reality games, such as Pokemon GO, in English lan-
guage learning. Despite not being initially designed for
language learning, the game’s elements have been
successfully incorporated by teachers in their instruc-
tion. It is possible that other mobile games with Aug-
mented Reality could also serve this purpose. The
game’s widespread appeal presents an opportunity
to combine education with entertainment, allowing
students to choose their own path, which can be a
motivating factor. The game'’s large player base facil-
itates team games in various locations, participa-
tion in forums, and a companion website is specially
designed for players to connect, so that they can speak
and practice English. Additionally, social interactions
between players from different countries during the
game may encourage language use and learning [6].
Other AR applications differ from Pokemon Go in their
approaches and content. Marker-based AR applica-
tions can be used for teaching words and pronunci-
ation, or generating flashcards, similar to traditional
flashcards. These applications provide an illustration
of a word or its association with a physical object it
represents or is associated with. General feedback
on applications suggests that they increase students’
motivation, which is associated with the novelty of the
experience and the ability to move around and inter-
act with other players in the classroom. However, as
noted by Santos et al. (2014), there have been mod-
est achievements in learning English [7,8,9,10].

Svitlana M. Amelina et al. in their study on integrat-
ing digital resources into teaching professional com-
munication in a foreign language, discuss the positive
impact of digital resources on students, demonstrated
through a virtual excursion with German language
learners. The authors note that this model takes into
account different learning styles and students’ per-
ception of the material. However, the authors also
acknowledge that there are some limitations to the
study, arguing that the utilization of AR technology is
reliant on various factors, including internet connec-
tivity, the devices used by educators and learners,
and technical proficiency on both ends [11]. Several
studies have shown the potential of implementing
Augmented Reality to create research-based learn-
ing activities with gamification elements [12]. Irma
Savitri Sadikin and Erista Martyani conducted a study
to compare the effectiveness of using Augmented
Reality flashcards and traditional paper flashcards
in teaching foreign vocabulary to primary school stu-
dents. The study found that Augmented Reality flash-
cards facilitated faster and more effective learning,
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while also reinforcing words in memory. Additionally,
the use of Augmented Reality technology increased
student engagement, motivation, attention, and
enjoyment of the learning process. Using flashcards,
students have the opportunity to interact with virtual
objects as if they were physically present in front of
them. By using a smartphone or tablet, they can eas-
ily access information related to the objects. By tap-
ping on the object on the device's screen, they can
make it move and rotate 360 degrees, allowing them
to seeitin a real environment. This method prioritizes
student-centered learning, with the teacher serving
as a facilitator [13]. The involvement of students in
Augmented Reality projects and the positive results
of such research are discussed by Bower M., Howe
C., McCredie N., Robinson A., & Grover D. [14]. Stu-
dent-generated AR has shown positive learning out-
comes. Students can create markers by taking photos
with their mobile devices and create add-ons, such
as text annotations and video animations. The final
products can be used in teaching grammar, vocabu-
lary and more creative projects such as storytelling,
incorporating the AR into the storyline. V. Kovalenko
and co-authors examined the use of Augmented and
Virtual reality in the context of blended learning in the
general secondary education system and identified
certain applications that can significantly increase
the effectiveness of such an educational process
[15]. As for the studies on Augmented Reality tech-
nology, considerable attention was paid to this issue
by D. Yefimov, who analysed AR technology, formu-
lated its purpose and functions [16], Y. Matvienko,
who analysed the most common applications imple-
mented with AR technology and advisable to use in
the educational process [17], as well as V. Osadchyi
et al, who concluded that the use of Augmented
Reality technology improves the learning process of
individual students, increases their motivation, and
helps in organising teamwork and group cooperation
[18]. Topicality of the study. The use of augmented
reality (AR) in teaching English is currently a topic
of much discussion. Technological advancements
present new opportunities for educators to engage
students and enhance the learning process. AR can
be an effective tool to make language learning more
interactive, immersive, and enjoyable. However, the
focus should be on developing students’ language
proficiency rather than using the latest technologies.
It is important to note that AR is not meant to replace
traditional teaching methods but to complement them
and it is up to the teacher to strike a balance between
using AR and other instructional techniques.
Formulating the goals of the article. Our study
aims to investigate and analyze the potential and pros-
pects of Augmented Reality technology in improving
the educational process, specifically in teaching Eng-
lish for specific purposes to IT students in a military
educational institution. We will consider the aspects
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of implementing Augmented Reality in the educa-
tional process, identify its advantages, means and
determine its future prospects.

Presentation of the main material of the study.
The study explores the potential and possibility of
introducing Augmented Reality (AR) in English lan-
guage teaching through various research methods,
including analysis, synthesis, comparison, and gen-
eralisation.

The literature on the main aspects of virtual and
augmented reality was reviewed to determine its role
and forms of possible uses in the educational pro-
cess of military institutions. The research material for
this study consisted of works, articles, and scientific
achievements from both foreign and domestic scien-
tists working in a similar field. The synthesis method
was applied to combine various information, analyze
and identify advantages, and possible limitations in
the process of introducing this technology into teach-
ing English to future specialists in the field of spe-
cial communications and information protection. The
study utilized the method of generalization to draw
overall conclusions, formulate key principles, and
identify potential areas for further research. The main
stages of the study were substantiation of the rele-
vance of the research topic, study of the state of the
object and subject of the research, choice of research
methodology, discussion of the results, determination
of the main aspects of the subject and object under
study, namely the subject of ESP and the impact of
innovative technologies, in particular Augmented
Reality technology, formation of conclusions, which
outlined the role of this technology in the educational
process, and the main advantages and disadvan-
tages as well as defined further research prospects.

Globalisation has had an impact on various
aspects of our lives, including education. The changes
brought about by globalisation require unconventional
solutions and innovations. One such solution that has
been widely used in other countries is Augmented
Reality. Although it is still an emerging technology in
Ukraine that requires further research, although, it
has the potential to revolutionise teaching methods,
including English. Augmented reality is a digital tech-
nology that overlays digital information onto the real
world using devices such as phones, tablets, and lap-
tops in real-time. It is a technology that combines the
world of real objects around a person with the virtual
world created on a computer, by adding virtual ele-
ments such as graphics, animation, sound, and touch
response to the real environment. This technology
has the potential to revolutionize the way we interact
with the world around us. Creation technologies ena-
ble the merging of boundaries between the natural
and artificial worlds.

The implementation of Augmented Reality tech-
nology in education presents several key advantages
[16,19]:

— provides an opportunity to examine processes
and objects in detail, compared to the usual static
illustrations in textbooks, maps, etc;

— increases the level of interest and concentra-
tion of pupils and higher education students when
learning new material and revising it;

— allows educators to conduct their own research
and experiments;

— provides an opportunity to conduct complex
and dangerous experiments and observations with-
out harming the health of pupils or higher education
students [20].

The pedagogical advantages of AR technology are
accessibility (AR does not require special equipment
for its implementation. This educational resource is
available to the majority of the target audience and
can be used with a regular tablet or smartphone),
engagement (AR in education aims at a personalised
approach that allows taking into account and imple-
menting the individual abilities and needs of each stu-
dent), interactivity (AR opens a wide multidimensional
learning space for students, allowing them to interac-
tively explore the world around them. Through visual-
isation and the ability to fully immerse themselves in
the subject matter, students achieve better learning
outcomes and learn more deeply) and collaboration
(AR’s rich interactive capabilities encourage students
to work together and develop teamwork skills).

AR technologies allow students to control aug-
mented reality objects, move them, rotate them,
change their scale and view them from different
angles, giving a great impetus to the development of
spatial thinking, allowing them to perceive the sub-
ject matter more fully and deeply, thus increasing the
level of knowledge. The visualised virtual information
is synchronised with real space and time, creating a
complete immersion in augmented reality and thus
enhancing the perception of the learning material. It
becomes possible to see architectural monuments
and museum exhibits in the smallest details, to see
and study geographical objects, their relief, structural
features, etc., to perform physical or chemical experi-
ments that are very problematic in real life, as well as
to view geometric spatial objects from different angles
when solving stereometry problems, etc.

The use of augmented reality in the educational
system will help to unify general educational pro-
grammes, teachers’ and students’ efforts through:

— gaining experience in project activities;

— collective implementation of information pro-
jects;

— creation, editing, design, storage, transmission
of information objects of various types using modern
software tools;

— information activities in various areas in demand
on the labour market;

— development of algorithmic thinking, formalisa-
tion abilities, elements of systemic thinking;
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— mastering the ability to use information and
communication tools and to adapt them to the user’s
needs [16, p.223]. It should also be stressed that Aug-
mented Reality technology develops spatial thinking
and contributes to a more harmonious development
of the individual.

Faria and Miranda conducted a study on scien-
tific sources related to AR and concluded that stu-
dents who were taught using AR achieved better
academic results compared to those who used tradi-
tional methods. Furthermore, AR has been found to
enhance video-spatial skills by improving the percep-
tion of 3D processes or concepts. In addition, it has
been observed that AR can improve students’ prob-
lem-solving and self-control skills. The use of ana-
tomical models has been found to be helpful in aid-
ing students to comprehend internal structures and
complex subject matter. This approach has also been
shown to foster the development of higher-level cog-
nitive skills, such as analysis, evaluation, and crea-
tion, as outlined in Bloom’s Taxonomy. Furthermore, it
has been suggested that this approach can enhance
memory retention and lead to more sophisticated and
comprehensive presentations, ultimately supporting
meaningful learning. It has been demonstrated that
the incorporation of AR into educational process has
a favourable effect on a range of factors, such as
attention, engagement, interest, motivation, knowl-
edge, satisfaction, perception, learning achievement,
retention, enjoyment, and autonomy [21].

The analysis of the sources has shown that there
is a limited availability of AR applications and content
that are appropriate for foreign language teaching.
Cemil Gékhan Karacan and Kemal Akoglu have iden-
tified three categories of AR applications based on
their intended use, location of use, and ease of use:
image-based, creation-based, and markerless AR. It
is worth noting that image-based applications require
sets of cards that are available for purchase in store,
and that each set of cards requires a separate appli-
cation to be downloaded. However, if the cards are
issued by the same manufacturer, the same applica-
tion can work with several sets of cards. These cards
can represent various vocabulary items such as
objects, animals, and transportation, and can be used
in English lessons according to the tasks developed
by the teacher. It is also worth mentioning that mark-
erless AR applications are readily available on the
market. The company provides pre-tailored lesson
plans, which may not always meet the specific needs
of teachers and cannot be customized. However,
creation-based AR applications offer users the ability
to create their own personalized experiences, unlike
the other two types. Users can combine pictures with
videos, music, 3D objects, or 360 videos based on
their requirements. [22]. Papanastasiou et al. argue
that, AR has been found to positively impact 21st cen-
tury skills. Specifically, it promotes flexible, open, and
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collaborative learning, provides realistic and inter-
active role-playing simulations, allows for a greater
variety of courses to be delivered, and socially con-
nects people and organizations. Furthermore, AR has
been shown to develop users’ ability to perceive and
modify reality. Furthermore, students can improve
their learning outcomes by collaborating with each
other, which fosters higher-order thinking skills and
encourages learning by doing. The use of virtual real-
ity (VR) has been shown to significantly enhance the
memorisation of lists of similarly categorised items.
VR has been proven effective in almost all areas of
school and higher education, and virtual worlds can
also help develop students’ social skills through the
use of avatars. [23]. The choice of AR as a tool for
teaching ELT is determined by its ability to integrate
context-specific multimedia components and proven
benefits for the purpose of teaching ELT and devel-
oping these 21st century skills. In this case, teach-
ers can use applications where they can freely create
their own contextualised AR for their own needs. Chin
emphasises the need to incorporate DR into distance
learning as it provides kinesthetic and 3D perspec-
tives. AR can be considered advantageous for stu-
dents learning anatomy in higher education due to its
benefits compared to traditional systems. These ben-
efits include three-dimensional visualizations, kines-
thetic learning, an interactive environment, increased
student interest, improved knowledge retention, and
faster and more effective learning. Additionally, the
use of AR can aid in memorization. Therefore, it can
be concluded that the advantages of AR make it a
valuable tool for educators to consider [24].

L. Tarangul and S. Romaniuk [25] assert that stu-
dents studying IT possess a digital consciousness and
algorithmic mindset, resulting in a unique approach to
information processing. Their focus is on acquiring
real-time information. They develop non-verbal intel-
ligence, including advanced spatial representations,
formal and logical thinking, and a combination of syn-
thetic and analytical thinking. Students who major in
computer science and computing excel in parallel pro-
cessing and multitasking. With access to numerous
new sources of information, they are equipped with
the means to obtain it. The IT professionals of the
future prefer graphics and multimedia over text and
paper-based media. They tend to watch video lessons
instead of reading a chapter from a textbook. Future
IT professionals rely on a range of digital technolo-
gies, especially as they will soon be developing com-
plex software systems themselves. Specialised sub-
ject teachers are actively seeking new tools to present
information in an engaging way that stimulates stu-
dents’ cognitive interest and motivates them to learn
with pleasure. Active and interactive teaching meth-
ods are commonly employed in the classroom. These
methods supplement textual information with graphs,
logic diagrams, tables, formulas, and modern means
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of visual and auditory demonstration, including ani-
mation elements. This approach enhances the visual
aspect of the learning material. Our observations indi-
cate that engaging future IT professionals remains
a challenge. Two-dimensional diagrams and tables
alone may not facilitate the understanding of complex
technical terms and abstract concepts, hindering the
development of cognitive interest. Augmented reality
technology is a suitable tool for shaping and develop-
ing the cognitive interest of future IT specialists. Its use
allows for the creation of a hew system of interaction
between students and information. Augmented reality
supports the understanding of complex phenomena
by providing unique visual and interactive experiences
that combine real and virtual information, helping to
communicate abstract problems to learners.

Yuen, Yaoyuneyong, and Johnson explored five
important applications of Augmented Reality (AR)
in the learning process that can be used in English
teaching: AR books, AR gaming, discovery-based
learning, object modelling, and skills training [26]. AR
books can effectively bridge the gap between the dig-
ital and physical worlds. They provide 3D presenta-
tions and interactive experiences that are particularly
appealing to digital native learners who may not be
interested in traditional books. Augmented books are
similar to printed books, but with virtual images on
their pages. They have great academic prospects
due to their ideal graphics for visual tracking [27]. We
are aware that the task of creating such books for
learning English by IT specialists is quite expensive
and time-consuming, but The MagicBook platform
and AR interface system can be utilized to create
3D content for any standard textbook, bringing it to
life with animated and interactive models based on
existing images or texts within the book. This solution
is both cost-effective and time-efficient, making it an
ideal choice for producing English learning materials
for IT professionals. The textbook serves as a basic
interface that allows students to alter their perspec-
tive by moving their heads or the book itself, because
computer-generated 3D content is integrated with the
book page, enhancing the development of storytell-
ing skills. Studies have shown that students who read
texts with AR can recall and recount more details than
those who work with regular text. Moreover, AR books
promote reading proficiency, facilitate immersive
learning, and foster collaboration skills. These books
are particularly appealing to students with diverse
learning styles [28]. Digital games enable educators
to incorporate the latest highly visual and interactive
teaching methods. They provide an easy way for
students to comprehend complex lesson concepts.
Digital games for foreign language learning can be
classified into two types: marker-based, which are
flat board games or cards that can be transformed
into a 3D space using mobile devices or webcams.
One type of game that allows players to create virtual

objects or creatures and attach them to specific loca-
tions in the real world can be distracting for students.
It is important for teachers to maintain control of the
group and ensure that students stay on task and fol-
low the lesson plan. Educational games have not yet
reached their full potential. They generate interest
and can hold the attention of students while teaching
various skills. Discovery-based learning is an oppor-
tunity to motivate students and achieve better results
in learning a foreign language. Therefore, games like
these should be introduced confidently and asser-
tively as a valuable addition to traditional methods,
whether as a project or as self-study assignments.
Modern smartphones are not only equipped with
powerful processors but also with additional functions
such as a navigator, compass, camera, etc. Educa-
tional applications have been created based on these
functions, providing a new learning experience both
externally and internally. Students can go on a vir-
tual tour or search for treasures, while the teacher
assigns students to carry out research projects and
create corresponding content. This content is related
to a specific territory, event, or concept encountered
and learnt during a virtual journey. Users with the
AR interface can supplement the physical map of
the environment and obtain additional information.
CityViewAR (www.hitlabnz.org/cityviewar) is one
example of innovative experimental learning which
we have encountered. Students can use this mobile
app to walk around the city of Christchurch and see
the buildings as they were before the 2011 earthquake
destroyed them. The phone’s GPS and compass sen-
sors set the user’s location and viewpoint so that the
app can place a virtually reconstructed building on the
ruins of a real building. The user can tap on the build-
ings on the screen and read historical information
on the site along with geo-located panoramic photos
taken immediately after the earthquake. Many mobile
AR apps provide a similarly realistic experience in a
physical location that is directly related to the lesson
topic. With indoor AR apps, users mostly interact with
augmented books as readers. Computer vision soft-
ware running on mobile phones tracks printed images
and overlays virtual content on top of them. Regard-
less of the location of use (outdoors or indoors), users
of mobile AR apps are involved in a fun and engag-
ing experience that is relevant to the lesson topics.
Developers of mobile apps have already created a
number of interesting apps that can be used in lan-
guage teaching as well to learn specific topics. [29].
AR can be used to model objects, allowing students
to view them from different angles and in various
environments. Creating an AR scene can provide a
valuable hands-on learning experience. Students are
encouraged to consider how to use technology and
what language to use to convey complex concepts.
For instance, students were given the task of creat-
ing an AR scene of a computer system. Initially, it is
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important for students to acquire knowledge about
the fundamental components of a computer and their
functionality. Subsequently, they require the nec-
essary tools to generate content and construct the
scene. To fulfil these requirements, basic authoring
tools are being developed, which can be utilised by
students without any programming expertise to cre-
ate AR scenes. Additionally, AR has the potential to
be used in skills training, making it an effective educa-
tional tool. At the current stage of technology develop-
ment, it could be argued that AR has the potential to
provide contextual learning experiences and unpre-
dictable exploration, while promoting the connected
nature of information in the real world. Additionally,
AR can complement product presentations by creat-
ing an additional interactive digital layer of informa-
tion on 2D models and physical 3D mock-ups using
simple authoring tools. By incorporating an additional
layer of information into their presentation boards and
mock-ups, students can effectively showcase project
details that may not have been possible with more
conventional presentation methods.

Conclusion. In conclusion, we argue that it is
worth considering the integration of Augmented Real-
ity into English Language Teaching for Information
Technology students within military educational insti-
tutions as it presents a transformative opportunity to
enhance the educational process. This article has
highlighted the pedagogical advantages of AR, such
as accessibility, engagement, interactivity, and collab-
oration, which make it a promising tool for language
education. The study has examined different applica-
tions of AR in ELT, it highlights the potential of AR to
transform conventional teaching methods and meets
the distinct learning preferences of IT students.

However, it is important to acknowledge that the
use of AR technology in educational settings presents
certain challenges and limitations, such as technical
constraints, resource requirements, and the need
for teacher and learners’ training or it may be costly
enterprise. Nevertheless, by careful addressing these
obstacles and exploring strategies for effective inte-
gration, educators can fully utilize AR’s potential to
create dynamic and interactive learning environ-
ments that promote deeper engagement and facili-
tate meaningful language acquisition.

Further research and experimentation may be
necessary to gain a complete understanding of the
impact of AR on language education and to explore
new possibilities for its application. It is important for
educators to remain proactive in exploring innovative
ways to use AR and other emerging technologies to
meet the evolving needs of learners in the digital age.

It is suggested that the integration of Augmented
Reality into English language teaching for IT students
in military educational institutions has the potential
to enhance language education and prepare stu-
dents for success in an increasingly digital world. By
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embracing AR as a tool for innovation and pedagogi-
cal enhancement, educators can empower learners to
engage with language in new and meaningful ways,
ultimately fostering a more dynamic, immersive, and
effective learning experience.

Significant progress has been made in under-
standing the potential of Augmented Reality in Eng-
lish Language Teaching for Information Technology
students within military educational institutions. How-
ever, it is recommended that future research should
explore several avenues. Firstly, longitudinal studies
are needed to assess the long-term impact of AR
integration on language learning outcomes, retention,
and proficiency levels. Moreover, it is recommended
that comparative studies are carried out to assess
the efficacy of AR-enhanced instruction in contrast to
conventional teaching methodologies across diverse
contexts and student demographics.

Additionally, more research could be conducted to
explore the creation and improvement of AR applica-
tions and content that are customised to the language
learning requirements of IT students, while consider-
ing pertinent factors.
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