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Abstract 

The research aims to investigate the effectiveness of using augmented reality 

technology in enhancing cognitive achievement and attitudes toward information 

technology among eighth-grade female students. The experimental approach was 

employed. The research sample consisted of 42 students from Al-Mazyouna Basic 

Education School (Grades 5-12) in the Dhofar Governorate, Oman; students were 

divided into two groups: an experimental group and a control group. The research 

utilized an achievement test to measure cognitive achievement and a scale to assess 

attitudes toward learning information technology. The results revealed that there are 

statistically significant differences between the two groups in terms of cognitive 

achievement and attitudes toward information technology, in favor of the 

experimental group. The research recommended training teachers and supervisors in 

utilizing augmented reality technology to enhance students' academic performance 

and foster positive attitudes towards the subject. 
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Study Recommendations 

Based on the preceding findings, the study proposes the following recommendations

 

1.Teachers, supervisors, and instructional coordinators should undergo comprehensive training in 

augmented reality (AR) programs. This will equip them to effectively integrate AR into their 

classroom practices, thereby enhancing student academic performance and fostering positive 

learning attitudes  

2.The establishment of a dedicated team within the ministry to develop digital content for AR 

applications is recommended. This team would create resources that teachers can readily 

incorporate into their lessons, ensuring alignment with curriculum objectives  

3.AR programs should be seamlessly integrated into the curriculum by providing electronic links in 

teacher manuals. This will facilitate easy access to AR resources and support their effective use 

in the classroom  

4.There is a need to increase awareness among educational stakeholders regarding the significance 

of AR programs and their potential to enhance student achievement and motivation  

Suggestions for Further Research 
 

The study suggests the following areas for future research  

1.A comparative study could be conducted to investigate the impact of AR programs on academic 

achievement in other subjects beyond information technology  

2.Research exploring the effectiveness of AR programs in fostering higher-order thinking skills, 

such as critical thinking, problem-solving, and creativity, would be valuable  

3.A survey or interview-based study could be conducted to assess teachers' awareness of AR 

programs, their knowledge of how to use them effectively, and the extent to which they are 

currently incorporating AR into their teaching practices. 
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