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Abstract:  There are many hardships that an educator faces day in and day out when trying to incorporate as many standards into one activity. By compiling numerous standards into one activity, it enables educators to get through all of them from Language Arts to Performing Arts throughout the academic year. Aurasma is an augmented reality platform that uses the real-world environment to blend rich interactive content such as videos and animations together. By utilizing Aurasma, it is one way to address the development of both technology and literacy skills needed to incorporate into any classroom curriculum. A web instructional module was designed to assist upper elementary educators to develop their proficiency in implementing Aurasma in the writing curriculum. The purpose of this instructional design study was to investigate the impact of the module website for upper elementary educators to designing and evaluating an opinion-writing lesson. Throughout the instructional module, educators learned the process of Aurasma to build their confidence. It was designed according to Keller’s motivational model (attention, relevance, confidence, and satisfaction) for educators to navigate with ease, and the appearance of the website to be aesthetically appealing with images, videos, and text. The website was embedded with videos that explained the content thoroughly and to build proficiency by having educators create an interactive book review. Furthermore, the instructional module instilled testimonials such as educational blogs and reviews for educators to see the relevance of Aurasma for their classroom and to implement it into their curriculum to motivate students. 

[bookmark: h.45ppt08xhkxc]Introduction

Writing is one of the hardest subjects for public school educators to instruct in any upper elementary classroom and ensuring that students are actively engaged. Plus another hardship that educators have is being able to implement any form of technology to be aligned with the opinion-writing curriculum mandated by Hawaii’s Department of Education successfully. In the Language Arts Common Core Standards for Hawaii, fourth and fifth graders are required to create and publish an Opinion writing piece that consist of supporting a point of view with reasons and information by utilizing the writing process and technology (Internet, word processor, or any media) In order for students to accomplish this feat. Educators are always trying to incorporate as many standards into one activity to get through all the standards from Language Arts to Performing Arts throughout the academic year. In order to motivate students and keep up with the pace of instructing all the standards, Aurasma, which is an augmented reality app where you use an image of the surrounding environment to insert a video or any other form of media into the image, was embedded into an Opinion writing project focused on students creating a book review (“The World’s Leading Augmented Reality Platform,” n.d.). 

This instructional website was designed to assist educators to be able to learn the process of implementing Aurasma into any learning activity such as constructing an interactive book review using the book cover and be able to instruct students to use Aurasma proficiently. According to Haag, he states that the most important thing to remember about mobile augmented reality is that wherever the learner happens to be, then the augmented experience must connect to the learner’s real world to be able to experience and retain the concepts being instructed (Haag & DevLearn, 2013, p.1) Throughout the module, educators will be able to learn and design their own opinion writing lesson by creating an interactive book review utilizing the surrounding environment using the instructional module website. The purpose of this instructional design study is to explore and investigate the impact of the Aurasma platform for educators to design and evaluate an opinion-writing lesson. The instructional website educated teachers on how to use Aurasma, and provided specific examples of how the interactive features could be useful to embed into the writing curriculum for students. 

The two research questions for the study were:
1. What are teachers’ attitudes regarding Aurasma as a literacy instructional tool in elementary classrooms before and after completing the online instructional module?
2. How does Aurasma impact teacher’s motivation to incorporate it into their curriculum?

Literature Review

Augmented reality (AR) is an advanced technology that merges elements of a physical real-world environment with virtual computer-generated imagery. “It can help learners to gain a deeper understanding, experience embedded learning content in real world overlays, or explore content driven by their current situation or environmental context.” (Specht, Ternier, & Greller, 2011, p. 121) This learning approach can enhance a learner’s perception of reality, potentially enhancing the effectiveness of teaching and engagement of students’ learning. “New possibilities for teaching and learning provided by AR have been increasingly recognized by educational researchers.” (Wu, Lee, Chang, & Liang, 2013, p. 41) According to the study, it states that a variety of different instructional and learning approaches can engage the learners, because AR technology is able to emphasize the content through game-based learning, role-playing, simulations, etc. Furthermore this study provides insight into implementing any AR tool successfully, and to be aware of the potential challenges and issues when selecting the appropriate AR tool to be used in any study. 

Not only is the tool selection important, but it is crucial to keep the learners in mind and how to build their knowledge in a relevant way for them to comprehend. Jean Piaget provided the structure of constructivism. He believed that learning was a continuous process. While another psychologist, Vygotsky focused on the role of the other people who shaped the individual’s knowledge. Both constructivism approaches assist to shape an individual’s knowledge with their own personal experiences and forming the connections to create new knowledge.(Martin & Loomis, 2013, p. 60) This theory provides insight how to tailor to the needs of the learners and to keep in mind how does the facilitator interact with the learners, especially when trying to implement a useful AR application that can be used on any mobile device with the Android or iOS platforms. 

By utilizing mobile devices with AR technology, learners will be more engaging and receptive to the content being taught. According to Smirnova & Bordonaro,  it states that “researchers share the expectation that equipping teachers and students with iPads will help them make the transition from lecture-driven instructional model to a truly interactive approach where learning is hands on as well as minds on." (Smirnova & Bordonaro, 2014, p. 1790)  In 2012, a study conducted by Chen and Tsai, stated that an AR library system should replace the conventional library system but with a few suggestions such as enhancing the interactive effects, developing AR interactive mechanisms, and incorporating personal characteristics into the game-playing experience.(Chen & Tsai, 2012) This study provided me with an insightful well to tailor the instructional module website to engage my learners and to provide them an insightful strategy to draw their students’ attention and implement the technology into an effective and efficient way for students to retain the concepts being instructed through augmented reality.  

Design

 The instructional website was designed based on Keller’s ARCS model and utilizing the Wix website builder. The website was designed with the idea of the process the user would go through in creating an interactive book review as an Aura through Aurasma. According to Tanner, Karas, and Schofield, educators need to consider that AR technology is not for all educational activities, but educators need to match the right activity with the AR technology to ensure that students benefit from it. (Tanner, Karas, & Schofield, n.d.) From the Kleinspiration educational blog, it provided an example of which learning activity will be suited to the AR application, Aurasma, and how to structure a website design to gain educator’s confidence to use Aurasma to create an interactive book review. (Klein, n.d.) 

 According Sharkie and Fisher, it is essential to ensure that the user enjoys the best experience possible when visiting a website, which is called Responsive Web Design.  With the assistance of the educational blog, it provided me with a foundation to organize my website accordingly and make it my own by keeping in accordance to the Responsive Web Design practices with fluid grids, flexible images, media queries, and dynamic content. (Sharkie & Fisher, 2013) The techniques provided by Sharkie and Fisher are valuable practices and strategies to utilize when designing the instructional website to ensure users are being engaged and have a positive and optimal experience by providing all the pillars of Responsive Web Design in Figure 1.1 Home Page: Welcome Message and Figure 1.2 Home Page: Overview Video. 
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Figure 1.1 Home Page: Welcome Message
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Figure 1.2 Home Page: Overview Video

The instructional module website consists of four modules. Within the first module, users were shown how to download the free Aurasma app onto any mobile devices using the iOS or Android platform as shown on Figure 2.1 Module 1: Downloading App. 
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Figure 2.1 Module 1: Downloading App
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Figure 2.2 Module 1: Navigating Aurasma Interface

Then users viewed a brief tutorial video that explains the interface of the Aurasma Lite app, in case users do not have any prior experience with the program in Figure 2.2 Module 1 Navigating Aurasma Interface. This video explained how to navigate the interface of the viewfinder mode to the main menu. It demonstrated and enabled users to view the shortcut user guide of the app to get a better grasp of the interface. 

The module 2 discussed how to set-up the general structure of an aura, how to select an overlay (which is the digital content of the aura), then the trigger image (the image that will be used to view and activate the overlay to showcase the video to the user), how to edit the overlay and trigger image, and publish and share the completed aura utilizing videos from the Aurasma channel to enable participants to see the software in action. Users were provided two different strategies for users to learn from. In addition, users were able to practice creating their own auras using any content to gain confidence in using the technology as seen in Figure 3.1 Module 2 Tutorial Video and Figure 3.2 Module 2 Step by Step Guide. 
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Figure 3.1 Module 2 Tutorial Video 
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Figure 3.2 Module 2 Step-by-Step Guide 

After users build confidence in navigating the Aurasma interface, then they continued through the website and created their own interactive book review by developing an aura in Figure 4.1 Module 3 Book Review.  In the last module, users proceeded to the final module to complete the embedded post-survey and view different testimonial reviews such as educational blogs and videos that show what students and educators use Aurasma for in different school subjects in Figure 4.2 Module 3 Aurasma Reviews. The module established the relevance for users by including a testimonial section using educators’ blogs to explain how easily the app with be to implement into the classroom.  Table 1 shows how the components of the module attempted to address the different factors of Keller’s ARCS model of instructional design. 
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Figure 4.1 Module 3 Book Review 
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Figure 4.2 Aurasma Reviews

Table 1: ARCS Model and Instructional Module
	Item
	Keller
	Module 

	Attention
	Gain and maintain interest of audience.
	Easy to navigate module. Aesthetically appealing with images, videos, and text. 

	Relevance
	Help learners understand relevance of skills and make instruction relevant to learners’ lives or jobs.
	Section showcasing Aurasma through educators’ blogs used for testimonials of the app. 

	Confidence
	Learners must feel like they can master the skills and knowledge successfully. 
	Videos showed what the text explained so that the educators could follow along, and they could see that it was easily doable. 

	Satisfaction 
	Were the learners satisfied by what they learned? 
	Learners possess the skills to create their own Aura and will implement the technology into their classrooms. 



In addition, users were able to combine a wide range of standards aligned with the Common Core in order to foster the necessary skills students will need to be successful in this digital world. By gaining users’ confidence using Aurasma was attended to as the module showed that the software was made easy to use, even for elementary students, which according to Fleck and Simon is possible. Overall, Fleck and Simon’s study was effective, because the relevance of an AR model provided an easier learning environment for elementary students to comprehend and enhance their understanding. (Fleck, Simon, & others, 2013) 

Conclusion
[bookmark: _GoBack]Throughout the instructional designing process, there were some obstacles that were encountered, as a designer it was crucial to keep the learner in mind. I would have a tendency to skip steps that I wouldn’t need as a learner myself, but I realized that I wasn’t the learner. Furthermore, I designed accordingly to the learners who had limited proficiency in technology. By utilizing the Keller’s ARCS model, it kept me grounded into the design and to tailor to a variety of learners. With Keller’s first step, which was to ensure that the learners’ attention would be engaged with vibrant and appealing visuals with a variety of media. With keeping the learners in mind, I kept rearranging the modules in a meaningful and organized way. I achieve this by approaching with a minimalistic design to keep it simple. Then by holding their attention, the next step in designing was keeping the engagement going by making the content relevant to learners. The search began by viewing and selecting instructional videos that were appropriate, relevant, and built confidence with the learner. By selecting the most impactful and instructional videos, it was placed strategically within the modules. Throughout the instructional website, different activities to retain the content were designed for learners with limited technological skills to build their confidence and satisfaction. Expectations and steps were organized chronological and written very clearly and concisely for the intended educators. 

Within the designing process, I outlined and created three drafts, before I was satisfied with the final product of my instructional website. This research is important and valuable to educators, because it determined the impact of Aurasma and how to incorporate it into the writing curriculum due to the Language Arts Common Core Standards for Hawaii. For the future, I am discussing with my own locus of control, which is my workplace in a public elementary school, on Aurasma being implemented into the writing curriculum within my grade level for the upcoming academic year. As time continues, technology is evolving, and education is progressing too. As educators, we must evolve as well with these different emerging technologies such as Aurasma.  
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Module 1

Introduction to Aurasma

Let's begin your journey, you will need to have your
‘mobile device ready with an Andriod o 105 platforms. Please
click here to take the pre-survey before beginning the module
If you have already taken the survey, then please proceed on.

In this module, you will learn how to download the app
onto your mobile device. Followed by you learning how to
‘navigate throughout the Aurasma app by viewing the tutorial
video. Once you have completed all the steps, then proceed to
Module 2.

Step 1: Downloading the
App

Eirst, you will download the app to your
own mobile device. You may click on the buttons
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Tutorial Video

Please click on the play button to begin your
tutorial video. Make sure you have your mobile
device loaded and ready with the Aurasma app.
If you haven't completed it, then please go back
to' Module 1 to complete this requirement. If you
are ready, then please proceed ahead with the
video.

Once you have completed the tutorial video.
Then you may practice and create your own
auras using your environment around you to
create your videos and images to be used in
Aurasma. You may use the step by step guide
below to assist you in creating your aura. When
you are ready after practicing going through the
process of creating an aura, then please proceed
to Module 3.
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Step 1 Step 2
Click on the plus sign to begin the Select your overlay (video from
process of creating an aura. your mobile device). Then press

Select to proceed to the next step.
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Module 3

| Creating a Book Review

‘Welcome to Module 3! In this module, you will learn how to

implement Aurasma into an opinion riting project. You will

‘ create and publish your own book review using social media or
your aura channel.”Also you wil find reviews about Aurasma

and how it may be implemented into your classroom. This

module consists a total of four steps.

Before moving on to Step 1 below, you will need to have the
following supplies ready: paper, pencil, mobile device with the

‘ Aurasma, and your favorite book. After you have completed
writing your book review, then please proceed on to Step 2 at the
bottom of the page. Please if you need any assistances, then

: please e-mail me at mallary@hawail.edu.

Step 1: Writing your Book Review

First, you will need to write a book review
‘about your favorite book. This writing section
will be your script to practice for the video
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Aurasma Reviews

Two Guys and Some Ipads
Eueatons) Blog

‘This blog i about two educators who provide reviews.
about different technology tools that can be used in
‘any classroom, various strateges and tech projects.
Click on the button to review the blo for yourself.

Room 19's News
Eeueationsl Bog

‘This blog is about an educator's perspective on

‘Aurasma and a brief guide on how 10 use the app. Cick
on the button to oview the biog for yoursal.

Common Sense Graphite
App Review

‘This educational resource explains the pros and cons
of the Aurasma app for a quick breakdown for any
educator. Click on the button to review the this website
for yourselt.





image1.png
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Thank you for participating. Please sci
to watch the introduction video to see
huppsning nextl Just click on the vide
to view. Then you may begin your jou
clicking on modules above. Again thai
for your kokua in this project.

AURASMA

~Kekai Richards
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