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The impact of augmented reality on student
attitudes, motivation, and learning achievements—
a meta-analysis (2016–2023)
Wenwen Cao1 & Zhonggen Yu 2✉

In light of the COVID-19 pandemic, a significant number of students have been compelled to

remain at home while receiving education supported by augmented reality (AR) technologies.

To determine the impact of AR technologies on educational outcomes, the present study

undertook a meta-analysis utilizing Stata/MP 14.0. The study found that the attitudes of

learners towards AR-assisted education were more positive, and their learning achievements

were significantly higher compared to those who did not use AR technologies. However, there

was no significant difference in motivation levels between the AR-assisted and non-AR-

assisted educational models. The researchers explored several reasons for this result, but

they could not identify any clear explanation. Future studies could take into account other

factors that might affect education outcomes such as learning styles and learner personality.

Doing so could shed more light on the impact of AR technologies on education.

Introduction

S ince the emergence of the COVID-19 pandemic, many students have been compelled to
receive education from home with the assistance of augmented reality (AR) technologies
(Saleem et al., 2021). Given the rising popularity of AR technologies in the field of edu-

cation (Tezer et al., 2019), a multitude of studies have conducted meta-analyses to investigate
their effectiveness, particularly under the COVID-19 pandemic context (e.g., Selek and Kiymaz,
2020; Bork et al., 2020; Gargrish et al., 2021; Gonzalez et al., 2020). One recent meta-analysis
found that AR technologies could have a positive impact on learning outcomes when users’
spatial abilities were taken into account (Bölek et al., 2021). While medium-sized effects were
often observed in terms of learning gains resulting from the use of AR (Garzón and Acevedo,
2019), the results may have been influenced by the exclusion of studies with insufficient data.
Additionally, when applied in collaborative learning, AR technologies could have a major
influence on learning outcomes, although the results were limited to the pedagogical methods
utilized in the included sample (Garzón et al., 2020).

The field of education has witnessed a rapid surge in the popularity of augmented reality (AR),
which has the potential to greatly enhance learning experiences (Garzón et al., 2019). However,
the study conducted by Garzón et al. (2019) neglected to define the specific features of AR that
can conveniently assist and improve learning achievements. When compared to traditional
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learning methods, AR-assisted learning has demonstrated a
considerable improvement in learning achievements, and the
efficacy of various AR applications in education has shown no
significant differences (Ozdemir et al., 2018). It is important to
note, however, that the sample size in Ozdemir et al.’s study was
restricted to only 16 participants and was limited to the Social
Sciences Citation Index, resulting in a possible sample bias that
could impede the reliability of their results. Learner attitudes
toward and learning achievements in AR-assisted education may
need further examination since both variables have not received
enough exploration.

A meta-analysis of AR-assisted education offers several
advantages (Cao and Hsu, 2022). Combining the results of
multiple studies increases the sample size and statistical power,
enabling more accurate and dependable conclusions in AR-
assisted education. By analyzing multiple studies together, meta-
analysis can identify patterns and trends that may not be
apparent in individual studies, indicating the consistency of
results across different studies and enhancing the generalizability
of findings. Meta-analysis mitigates the impact of bias in indivi-
dual studies by examining a larger pool of data and reduces the
need for replication studies, thereby saving valuable time and
resources. It also helps integrate findings with existing theoretical
frameworks, providing a more comprehensive understanding of
the topic in AR-assisted education. Overall, meta-analysis pro-
vides a more robust evidence base for decision-making in policy
and practice in AR-assisted education.

The purpose of this meta-analysis is to investigate the impact
of Augmented Reality (AR) on educational outcomes while
minimizing the aforementioned limitations. We intend to achieve
this by incorporating a larger sample size from diverse databases.
Our study aims to address the issue of sample bias by expanding
the sample size and examining the role of AR features in edu-
cation. We will include all available studies related to AR, and in
cases where adequate information is unavailable, we will reach
out to the authors for clarification. Our analysis will also
encompass various pedagogical approaches facilitated by AR
technologies, with the goal of arriving at comprehensive conclu-
sions regarding attitudes, learning achievements, and motivation.

Literature review
Attitudes toward AR used for education. The utilization of
augmented reality (AR) has been suggested as a means to enhance
attitudes towards and satisfaction with education. As reported by
Weng et al. (2020), AR has the potential to induce positive atti-
tudes toward education. Alqarni (2021) suggests that AR may
facilitate positive learning experiences, including academic
achievements for students with disabilities. The integration of AR
into problem-based learning has also been noted as a promising
approach to improving students’ attitudes toward specific subjects
(Fidana and Tuncel, 2019). Recent research conducted by Sahin
and Yilmaz (2020) found that students who utilized an AR-
enhanced science course, specifically “Solar System and Beyond,”
exhibited more favorable attitudes toward learning than their
non-AR-using peers. Additionally, they reported higher levels of
satisfaction and lower levels of anxiety. Delello (2014) also posits
that AR technologies may play a crucial role in improving atti-
tudes toward AR-assisted education.

Despite the potential benefits of AR technology in enhancing
attitudes toward education, it is important to acknowledge that
some studies have reported negative attitudes toward its use. For
instance, Basoglu et al. (2018) suggest that the use of AR smart
glasses (ARSGs) may pose privacy concerns and reduce the
perceived ease of use, which can lead to negative attitudes toward
AR. Similarly, Akçayır et al. (2016) assert that students’ lack of

familiarity with AR technology can result in frustration and
generate negative attitudes toward AR-assisted education. Given
the contradictory findings surrounding the impact of AR on
attitudes toward education, we propose an alternative hypothesis
for further investigation.

H1: The attitudes of learners towards AR-assisted education
are significantly more positive compared to those without the
aid of AR technologies.

Learning achievements. The majority of studies have reported
positive learning outcomes associated with the use of AR tech-
nologies. Akçayır and Akçayır (2017) suggested that utilizing AR
technology could enhance learning achievements, foster student
engagement, and boost confidence in academic activities. Fidana
and Tuncel (2019) found that integrating AR technologies into
problem-based learning approaches resulted in improved learning
achievements. Similarly, Sahin and Yilmaz (2020) reported that
students who used AR technologies achieved significantly higher
learning outcomes than those who did not. Lee and Hsu (2021)
also demonstrated the efficacy of AR-assisted learning through
the “Makeup AR” approach, which enhanced learning achieve-
ments, self-efficacy, and reduced cognitive loads. Wu et al. (2018)
further supported the effectiveness of AR-based learning systems,
reporting significantly better learning achievements compared to
traditional learning methods.

Several studies have reported negative learning outcomes
associated with augmented reality (AR) technologies. For
instance, Kuhn and Lukowicz (2016) found that incorporating
AR technologies, such as Google Glass, into intelligent classes did
not result in significantly higher learning achievements compared
to those without AR technologies. Conversely, students who
learned using a serious game with AR technologies called Lost in
Space demonstrated significantly greater improvements in
learning achievements than those who used traditional learning
tools, but no significant differences were observed during
gameplay (Hou et al., 2021). Additionally, AR technologies could
potentially have adverse effects on mobile learning achievements,
as improper mobile design with AR technologies may lead to
frustrating learning outcomes and reduced learning efficiency
(Chu, 2014; Hwang et al., 2016). Given these contradictory
results, we propose an alternative hypothesis.

H2. Learning achievements in AR-assisted education exhibit
significantly higher results compared to those achieved
through non-AR-assisted education.

Motivation of AR technology-assisted learning. Numerous
studies have demonstrated that augmented reality (AR) technol-
ogies can enhance learning motivation. For example, Cavallo and
Laubach (2001) found that AR technologies could improve
learning motivation. Akçayır and Akçayır (2017) reported that
AR technologies motivated students to participate in learning
activities. Yildirim (2016) discovered that students who used
computer-based AR technologies were significantly more moti-
vated than the control group who did not use AR technologies.
Moreover, Tian et al. (2014) and Zhang et al. (2014) indicated
that the use of AR technologies in education effectively enhanced
students’ motivation. Cen et al. (2020) observed that a mobile
AR-based learning system significantly improved the motivation
of secondary chemistry learners. Demitriadou et al. (2020) sug-
gested that AR technologies were effective in increasing learning
motivation.

Despite the positive effects of augmented reality (AR)
technologies on learning motivation, some previous studies have
shown differing results. For instance, Gómez-García et al. (2021)
found that students who used AR technologies did not exhibit
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significantly higher learning motivation than those who did not
use them. Additionally, Lee and Hsu (2021) reported that the
application of AR in vocational certification courses failed to
significantly enhance learning motivation. Furthermore, teachers
who resist changing their traditional pedagogical approaches may
feel less motivated by AR technologies, which could also dampen
students’ motivation for using AR technologies in learning.
Similarly, students who are accustomed to traditional learning
styles may also exhibit resistance toward AR-assisted learning.
Given these implications and inconsistent findings, we propose an
alternative hypothesis.

H3. Learning motivation in AR-assisted education shows a
substantial increase compared to non-AR-assisted education.

Research methods
This meta-analysis adhered strictly to the protocols outlined by
the Preferred Reporting Items for Systematic Reviews and Meta-
Analyses (PRISMA) guidelines, as detailed by Page et al. (2021).
PRISMA outlined 27 items that served as a guide throughout the
meta-analysis process and provides specific recommendations for
conducting a thorough and valid meta-analysis. The ethical
committee overseeing this study has granted a waiver for regis-
tration, as the study does not involve any human participants and
does not violate any ethical criteria.

Eligibility criteria. Following the PRISMA protocol, we estab-
lished explicit inclusion and exclusion criteria for selecting
relevant studies. Inclusion criteria were as follows: (1) large
randomized controlled trials that involved AR technology-
assisted education and conducted comparative studies; (2)
written in English language; and (3) formally and openly pub-
lished, and peer-reviewed. We excluded studies that (1) focused
solely on AR technology without any reference to education; (2)
lacked sufficient information for meta-analyses; (3) belonged to
the category of review studies; (4) had no relevance to the study
topic; (5) were of overall lower quality based on Standards for
Reporting on Empirical Social Science Research in AERA Pub-
lications; (6) contained insufficient data; (7) had small sample
sizes; or (8) yielded unconvincing results.

Search strategy and selection process. The study involved con-
ducting a systematic search of online databases, including Web of
Science, Scopus, Wiley, Taylor & Francis, ScienceDirect Elsevier,
and SpringerNature, using specific syntactic rules to enter key-
words such as “AR, augmented reality, education, control group,
experimental group, learning, and teaching”. Prior to the
screening, duplicates, records deemed ineligible by automation
tools, and those with missing information, small sample sizes,
lower quality, lack of sufficient data, or unconvincing conclusions
were removed. The selection process was reviewed independently
by two researchers, achieving satisfactory inter-rater consistency
(k= 0.87). In cases of disagreement, a third reviewer was con-
sulted. Ultimately, 28 relevant results were included after
screening and excluding ineligible literature (see Fig. 1).

Characteristics of the included studies. The present review
encompasses studies that showcase the recent accomplishments
in AR-assisted education, with publications ranging from 2016 to
2023. The cumulative number of participants in the control group
is 1509, while the experimental group consists of 1417 indivi-
duals. These studies investigate the comparative effectiveness of
AR-assisted and traditional educational approaches in terms of
learning achievements, learners’ attitudes, and motivation. All
included research articles are published in distinguished journals
such as Advances in Physiology Education, Australasian Journal

of Educational Technology, Behaviour & Information Technol-
ogy, British Journal of Educational Technology, Computer
Application Engineering Education, Computers & Education,
Computers in Human Behavior, Education Sciences, IEEE
Transactions on Learning Technologies, Innovation in Language
Learning and Teaching, Interactive Learning Environments,
International Journal of Human–Computer Interaction, Journal
of Baltic Science Education, Journal of Computer Assisted
Learning, Journal of Science Education and Technology, and
Universal Access in the Information Society (refer to Table 1).

Data synthesis. In order to ensure the reliability of our findings,
we employed two methods: publication bias testing and sensitivity
analyses. Publication bias is a common issue in research, as
journals tend to prioritize publishing positive results over nega-
tive ones. To detect potential publication bias, we utilized Begg’s
(Begg and Mazumdar, 1994) and Egger’s tests (Egger et al., 1997).
We also examined the distribution of individual studies to
identify any presence or absence of publication bias. Additionally,
we performed sensitivity analyses using Stata/MP 14.0 software to
further validate our results.

Begg’s and Egger’s tests are two commonly used statistical
methods to assess publication bias in meta-analyses. Begg’s test is
a rank correlation test that examines the association between
effect sizes and their variances or standard errors. A non-
significant p-value (e.g., p > 0.05) suggests that there is no
evidence of publication bias. However, a significant p-value
(e.g., p < 0.05) may indicate the presence of publication bias, but it
can also mean that the sample size is too small or the number of
studies included in the analysis is too few. Egger’s test is a linear
regression test that examines the association between the effect
sizes and their precision (the reciprocal of variance). A non-
significant p-value (e.g., p > 0.05) indicates that there is no
evidence of publication bias. However, a significant p-value (e.g.,
p < 0.05) suggests the presence of publication bias, but it can also
mean that the sample size is too small, or there is substantial
heterogeneity among the included studies.

The present meta-analysis was conducted using Stata/MP
14.0 software. Firstly, we extracted data pertaining to mean
values, standard deviations, and participant numbers across both
experimental and control groups. Additionally, subgroups such as
learning achievements, attitudes, and motivation in AR-assisted
education were also extracted. Effect sizes were then calculated
using Cohen’s d formula: d=Me−Mc/Sp, where Me represents
the means of the experimental group, Mc represents the means of
the control group, and Sp signifies the pooled standard deviation
of both groups (Sedgwick and Marston, 2013). We will classify
effect size values as very small if they are around 0.1, small if
approximately 0.2, medium if roughly 0.5, large if about 0.8, very
large if near 1.2, and huge if approaching 2 (Sawilowsky, 2009).

The heterogeneity of estimates was assessed by the researchers
using I2, Q, z, and p values. The degree of heterogeneity was
categorized as unimportant if I2 was <40%, moderate if I2 was
between 30% and 60%, substantial if I2 was between 50% and
90%, and considerable if it ranged from 75% to 100% (Higgins
and Green, 2021). We employed a random-effect model for meta-
analysis if I2 was >50%, and a fixed-effect model if I2 was <50%.
In addition to I2, Q, z, and p values were also considered in
determining the level of heterogeneity.

In cases where a single study produced multiple results, we
utilized the Statistics Toolkit (STATTOOLS) to merge participant
numbers, means, and standard deviations into a single group
(Altman et al., 2000). We combined various subgroups such as
attitudes (Alqarni, 2021; Fidana and Tuncel, 2019; Sahin and
Yilmaz, 2020), attractiveness (Albrecht et al., 2013), learning
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interest (Chin and Wang, 2021), satisfaction (Huang et al., 2021;
Ucar et al., 2017; Wu et al., 2018), and self-efficacy (Lee and Hsu,
2021) under the “attitudes” category. The “learning achieve-
ments” subgroup included test scores (e.g. Gonzalez et al., 2020),
academic achievement, academic averages (Selek and Kiymaz,
2020), evaluation scores (Gargrish et al., 2021), final exam scores
(Gonzalez et al., 2020), grades of work, financial knowledge
(Candra Sari et al., 2021), learning outcomes (Stojanović et al.,
2020), learning performance (Hanafi et al., 2016), the mathema-
tical calculation (Ruiz-Ariza et al., 2018), operational effectiveness
(Mao and Chen, 2021), spatial perception skills (Carbonell
Carrera and Bermejo Asensio, 2017), test and quiz scores
(Christopoulos et al., 2021), visualization skills (Omar et al.,
2019), and writing skills (Wang, 2017a). The “motivation”
subgroup focused on learning motivation (Chang et al., 2016;
Chu et al., 2019; Gómez-García et al., 2021; Lee and Hsu, 2021;
Christopoulos et al., 2021). The included studies utilized AR
technologies in education as the treatment.

If multiple experimental groups were used, preference would be
given to the group that was most closely associated with the use of
augmented reality (AR). Among the experimental groups that
utilized AR, priority would be given to the group that had the

most stringent design and provided the most compelling results.
When selecting a control group, the one that could provide the
most informative comparative results with the experimental group
would be selected. In studies where pre- and post-tests were
conducted to compare control and experimental groups, data from
the post-tests that underwent the treatment would be retrieved.

The sample size, methodological quality, and age of partici-
pants can all contribute to the variability of effects observed in a
meta-analysis. Larger sample sizes generally lead to more precise
estimates of effect size with less variance. Small samples may have
greater variability due to sampling error. Studies that are well-
designed and implemented with appropriate controls tend to
produce more reliable and valid results. Poorly designed studies
with bias or confounding factors can produce less trustworthy
outcomes and introduce heterogeneity in the meta-analysis.
Studies that include participants from different age groups may
lead to variations in treatment effects. For example, an
intervention may work better for younger individuals but not
as well for older populations. Therefore, in this meta-analysis,
differences in sample size, methodological quality, and age of
participants across studies may have negatively influenced the
generalizability of the results.

Fig. 1 A flowchart of the literature inclusion procedure.
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Results
Testing for hypotheses. H1. The attitudes of learners towards
AR-assisted education are significantly more positive com-
pared to those without the aid of AR technologies.

In a random-effect model, the variance is assumed to consist of
two components: within-group variation and between-group
variation. The group-specific effects are considered random
variables that follow a normal distribution with a mean zero
and a certain variance. In contrast, a fixed-effect model assumes
that each group has its own fixed effect, which is not normally
distributed. The interpretation of results from a random-effect
model is usually more generalizable than from a fixed-effect
model since it accounts for both within-group and between-group
variation. However, a random-effect model may have less
statistical power than a fixed-effect model when there are only
a few groups or when the within-group variability is small.
Therefore, the choice between the two models depends on the
research question and the specific data characteristics.

The effect model used for conducting the meta-analysis was
determined based on the level of heterogeneity. The observed
variances in study outcomes across studies were attributed to
heterogeneity rather than random errors, specifically in relation
to attitudes towards AR-assisted education (indicated by
Q= 171.78, I2= 94.2, p < 0.01 in Table 2). As a result, random-
effect models were employed to analyze attitudes within the
context of AR-assisted education using meta-analytic techniques.

A forest plot was generated using Stata/MP 14.0 software to test
the alternative hypotheses (Fig. 2). The plot included 11 effect

sizes, with individual studies represented by dots in the middle
column and the horizontal line indicating 95% confidence
intervals. The no-effect line was represented by the middle line,
while the diamond at the bottom indicated the pooled result. If the
horizontal line or diamond crossed the no-effect line, it suggested
non-significant differences. The diamond was located to the right
of the middle line, indicating a significantly more favorable
attitude in the experimental group compared to the control
(d= 1.08, 95% CI= 0.44–1.72, z= 3.32, p= 0.001 in Table 2).

To test for publication bias, a funnel plot was created using the
same software. Figure 3 shows symmetrically distributed dots along
both sides of the middle line, suggesting the absence of publication
bias (z= 1.63, p= 0.102 through Begg’s test in Table 3). Therefore,
researchers accept the first alternative hypotheses.

H2. Learning achievements in AR-assisted education exhibit
significantly higher results compared to those achieved
through non-AR-assisted education.

In terms of learning achievements, the estimations yielded
significant heterogeneity (Q= 281.66, p < 0.01, I2= 92.5 in Table 2),
prompting the researchers to employ a random-effect model for the
meta-analysis. The results indicated a significant difference between
the experimental and control groups, with the former achieving
significantly higher learning outcomes (d= 0.85, 95%
CI= 0.47–1.22, z= 4.37, p < 0.01 in Table 2 and Fig. 4).
Additionally, there was no indication of publication bias in the
data according to the funnel plot analysis (Fig. 5) and Begg’s test
(z= 1.75, p= 0.08 in Table 3), thus leading the researchers to
accept the second alternative hypothesis.

Table 1 The included studies (N= 28).

No. Author NC NE Focus Treatment Journal

1 Alqarni (2021) 12 12 AT/LA AR-traditional teaching Journal of Baltic Science Education
2 Bursali and Yilmaz (2019) 43 46 LA AR applications-traditional Computers in Human Behavior
3 Cai et al. (2021) 49 49 LA AR-based software-traditional British Journal of Educational Technology
4 Chang et al. (2016) 28 27 MT/ LA ARFlora-digital video Interactive Learning Environments
5 Chin and Wang (2021) 37 35 AT/ LA AR-based mobile—none AR Australasian Journal of Educational Technology
6 Christopoulos et al. (2021) 30 30 MT/ LA AR-supported instruction-traditional British Journal of Educational Technology
7 Chu et al. (2019) 19 20 MT/ LA AR-based learning-traditional Universal Access in the Information Society
8 Fidana and Tuncel (2019) 30 30 AT/ LA PBL with AR-traditional Computers & Education
9 Gargrish et al. (2021) 40 40 LA AR learning-interactive simulation Computer Application Engineering Education
10 Gómez-García et al. (2021) 49 63 MT AR training –none AR Education sciences
11 Gonzalez et al. (2020) 58 43 LA Medical AR-traditional Advances in Physiology Education
12 Hanafi et al. (2016) 60 60 LA CoMARLA-PCs IOP Conference Series: Materials Science and

Engineering
13 Hou et al. (2021) 58 69 LA Lost in Space with AR-traditional Interactive Learning Environments
14 Huang et al. (2021) 86 84 AT tangible-user-interface-based (TUI) AR-

AR card
Universal Access in the Information Society

15 Kuhn & Lukowicz (2016) 19 13 LA gPhysics Google Glass group-tablet PC IEEE Transactions on Learning Technologies
16 Lee & Hsu (2021) 36 34 AT/MT

/LA
Makeup AR-e-book learning Sustainability

17 Mao and Chen (2021) 20 20 LA AR Training Common Operational
Picture-COP

International Journal of Human–Computer
Interaction

18 Sahin and Yilmaz (2020) 49 48 AT/LA AR learning-traditional Computers & Education
19 Stojanović et al. (2020) 37 37 LA Mobile AR -traditional Interactive Learning environments
20 Ucar et al. (2017) 30 22 AT FFHAVRE-traditional Behaviour & Information Technology
21 Wang (2017a) 45 45 LA AR-based learning- paper-based Computers & Education
22 Wang (2017b) 59 54 LA AR-based-online based Journal of Computer-Assisted Learning
23 Wu et al. (2018) 24 26 AT/LA Mindtool AR-traditional Interactive Learning Environments
24 Yousef (2021) 31 31 LA Mobile AR virtual manipulatives-

physical
Journal of Computer-Assisted Learning

25 Liu et al. (2022) 53 61 LA Hands-on-AR-traditional Innovation in Language Learning and Teaching
26 Yang et al. (2022) 34 41 AT/LA AR Bot - Scratch Computers & Education
27 Najmi et al. (2023) 30 45 AT Sustainable environment based on AR—

Traditional
Sustainability

28 Ciloglu & Ustun (2023) 26 45 AT/MT Mobile AR—traditional Journal of Science Education and Technology

LA learning achievements, AT attitudes, MT motivation, NC Number of control group, NE number of experimental group.
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Table 2 Primary meta-analytic results.

No. Outcome d 95% CI Heterogeneity statistic df p I2 (%) Tau-squared z p

1 Attitudes 1.08 0.44–1.72 171.78 10 <0.01 94.2 1.0674 3.32 0.001
2 Learning achievements 0.85 0.47–1.22 281.66 21 <0.01 92.5 0.7463 4.37 <0.01
3 Motivation 0.254 −0.066 to 0.574 12.52 5 0.028 60.1 0.0946 1.56 0.120

N of Part. = Number of participants.

Fig. 2 A forest plot of differences in attitudes between control and experimental groups.

Fig. 3 A funnel plot of publication bias in attitudes.
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H3. Learning motivation in AR-assisted education shows a
substantial increase compared to non-AR-assisted education.

In order to test the alternate hypothesis, researchers utilized a
random-effects model for conducting meta-analysis due to
significant heterogeneity in estimates (Q= 12.52, p= 0.028,
I2= 60.1). A forest plot (Fig. 6) was created which showed that
the pooled estimate of motivation, represented by the diamond,
intersected with the no-effect line, indicating no significant
difference in motivation between the two groups (d= 0.85, 95%
CI= 0.47–1.22, z= 4.37, p < 0.01 in Table 2 and Fig. 6).
Additionally, results from Begg’s test (z= 1.13, p= 0.26) and
Egger’s test (z= 1.18, p= 0.302 in Table 3) depicted symmetric
distribution of dots on either side of the middle line in Fig. 7,
thereby indicating no presence of publication bias. Consequently,
the third alternative hypothesis was rejected by the researchers.

In order to verify the reliability of our estimate results, we
performed sensitivity analyses using the Stata/MP 14.0 program

by entering the command “metaninf N M SD N0 M0 SD0,
random cohen”. The results are presented in Fig. 8, where each
dot represents an individual study, while the middle line displays
the effect size and the lines on both sides represent the upper and
lower confidence interval limits. All of the dots fall within the
given confidence interval limits when a particular study is
excluded. We conducted separate sensitivity analyses for
attitudes, learning achievements, and motivation, and obtained
the same results, indicating that the overall and separate estimates
of our study are reliable and robust. The final results are
summarized in Table 4.

Discussion
Attitudes toward AR for educational purposes. It can be con-
cluded that students exhibit more favorable attitudes towards
AR-assisted education than traditional education. Imple-
menting AR technologies in education has the potential to

Table 3 Publication bias results.

No. Outcome No. of part. Begg’s No. of studies Begg’s Continuity
correction

Egger’s

Score s.d. z p z p Bias p

1 Attitudes 816 21 12.85 11 1.63 0.102 1.56 0.119 3.35 0.009
2 Learning achievements 1703 62 35.45 22 1.75 0.08 1.72 0.085 2.34 0.03
3 Motivation 407 7 5.32 6 1.32 0.188 1.13 0.26 1.18 0.302

Fig. 4 A forest plot of differences in learning achievements between control and experimental groups.
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generate excitement and interest among learners, leading to
positive attitudes toward AR-assisted learning. This is espe-
cially true for those who experience AR technologies for the
first time, as they may find the technology curious and even
magical (Sahin and Yilmaz, 2020; Akram et al., 2021). AR
technologies have three dimensions that provide students with
a more tangible and authentic learning experience, ultimately
enhancing learning effectiveness (Wojciechowski and Cellary,
2013). AR technologies capture students’ attention, increase
their engagement, and immerse them in educational activities,
leading to positive attitudes toward AR-assisted education
(Perez-Lopez and Contero, 2013). Positive attitudes towards
AR-assisted education are closely linked to learning

achievements in AR contexts (Sahin and Yilmaz, 2020). This
positive correlation may further reinforce positive attitudes as
students’ learning achievements significantly improve when
compared to those achieved through traditional learning.

Learning achievements. It is reasonable to expect that AR-
assisted education can result in significantly higher learning
achievements compared to traditional education. The multi-
dimensional scaffolding functions of AR technologies may offer
novel experiences and stimulate students to participate in the
learning process, thereby enhancing their learning achieve-
ments (Gilliam et al., 2017). AR-assisted learning may also
foster students’ curiosity, which can increase their cognitive

Fig. 5 A funnel plot of publication bias in learning achievements.

Fig. 6 A forest plot of differences in motivation between control and experimental groups.
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effort and improve their learning achievements (Kuhn and
Lukowicz, 2016). Strong curiosity may help students focus on
learning content and reduce distractions, leading to improved
learning outcomes. In AR-assisted contexts, students typically
experience lower cognitive loads than those without the use of
AR technologies and also report higher levels of satisfaction
(Wu et al., 2018). This may further contribute to improved
learning achievements facilitated by AR technologies.

Motivation. Although this study did not find a significant dif-
ference in motivation levels between AR-assisted education and
traditional methods, it is reasonable to expect such a difference
based on the potential benefits of AR technologies. The remark-
able functions of AR technologies may encourage students to
engage in simulated learning activities and associate virtual with
real learning environments (Abdullah, 2022), leading to increased
learning motivation and the development of positive attitudes

Fig. 7 A funnel plot of publication bias in motivation.

Fig. 8 Results of the sensitivity analysis.

Table 4 Results of hypothesis testing.

No. Hypothesis Result

1 The attitudes of learners towards AR-assisted education are significantly more positive compared to those without the aid of AR
technologies.

Accepted

2 Learning achievements in AR-assisted education are significantly higher than those in non-AR-assisted education. Accepted
3 Learning motivation in AR-assisted education shows a substantial increase compared to non-AR-assisted education. Rejected
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towards learning (Tian et al., 2014). Students tend to enjoy using
AR technologies in their learning, finding them easy and con-
venient to use, and they report high satisfaction with their AR-
assisted learning experiences (Ozarslan, 2013), which can reduce
their learning anxiety compared to traditional learning (Tomi and
Rambli, 2013; Al-Ansi, 2021). Thus, students are motivated to
continue using AR technologies to enhance their learning
experiences. Lee and Hsu’s (2021) failure to detect significant
differences in motivation levels might be due to the short dura-
tion of their experiment, poor Internet connection, or the use of
small smartphones that could hinder students’ ability to effec-
tively utilize AR technologies.

Conclusion
Major findings. The results of this study are in line with previous
research (e.g. Christopoulos et al., 2021; Carbonell Carrera and
Bermejo Asensio, 2017), indicating that AR-assisted education
generates more positive attitudes among learners and leads to
higher learning achievements compared to traditional methods.
However, the study did not observe any significant differences in
motivation levels between AR-assisted education and non-AR-
assisted education. The study authors explored several explana-
tions for this unexpected finding.

Limitations. This study has several limitations. Firstly, due to
constraints in the availability of library resources, it was not
possible to access all relevant literature. Secondly, Begg’s and
Egger’s tests indicate that publication bias exists regarding
learning achievements in AR-assisted education, which may
reduce the reliability of the findings. Additionally, the variability
of research contexts makes it challenging to fully summarize the
effects of AR technologies on educational outcomes.

Future research directions. Other factors, such as learning styles
and learner personality, may also significantly impact the effects
of AR technologies on educational outcomes. Future research
could incorporate a more comprehensive range of influencing
factors. Additionally, future studies could explore the differences
between the application of mobile and static AR technologies in
educational contexts (Lee and Hsu, 2021). Researchers should
also consider the impact of technostress, interaction, affection,
cognition, and telepresence on AR-assisted learning experiences
and achievements (Baabdullah et al., 2022). Furthermore, studies
could focus on the effects of AR on learners’ spatial ability (Di
and Zheng, 2022).

Data availability
The datasets generated during and/or analyzed during the
current study are openly at https://osf.io/jfwb2/?view_only=
872843fa65cf4d35b35afb7214b793b9.
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