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BRIEF TECHNOLOGY

USEFULNESS & APPLICATION

Language Exploration series 2020 is a set of English language enrichment e-games
using apps called Hunting with e-language that speciﬁcally aims to provide an
opportunity for primary school students in year 2 and year 3 (8 to 9 years old) or
speciﬁcally low achievers to learn the English language in a fun way by utilising the
Augmented Reality (AR) and Visual Reality (VR) technology as part of their learning
process. This programme is an explore-based scavenger hunt which focuses on the
vocabularies that the students have learnt in the syllabus.

The programme will allow these students to explore and develop the language at the
same time. And diﬀerent from traditional learning, a more immersive environment can
be experienced where the student can explore in 360 degree scenario via virtual reality
experience. With the creation and implementation of AR materials, it will be able to
enrich the textbook to be more interactive and able to facilitate the learning process of
these learners in understanding vocabulary and eventually able to use the words in
their learning.

PROBLEM STATEMENT & CURRENT ISSUES

IMPACT OF THE PRODUCT

Learning English language for ESL students are not an easy process especially when
we have low Achiever (LA) students or students with learning diﬃculty. These
students will need learning assistance more than usual in order to give them an
attractive and attentive learning environment. Currently, most of the learning tools
are based on traditional learning materials, and the teachers will need to fully utilize
the materials using their own creativity. However, solely depending on these
learning materials alone is insuﬃcient as these students will easily get bored and
may have diﬃculty to understand concept of the words. Therefore, there is a need
to utilize the elements of technology in order to motivate and facilitate these special
students in learning English language. Unfortunately, technology-based learning is
rarely used because we lack speciﬁc application or courseware which speciﬁcally
created for the students especially the one with the special needs. So, this is where
the idea of developing this innovation came across to cater the needs of learning
among students in primary schools.

This programme focuses on Mobile Augmented Reality (MAR) technology to enhance
learning among students in primary schools. It speciﬁcally focuses on primary year 2 and
3 learners who struggle in learning literacy and numeracy.

INVENTIVENESS & NOVELTY

MARKET POTENTIAL

This module can be used as a supplementary material for English language activities
and learning.To realize this, English language learning in this programme is arranged
in a more casual atmosphere where the interactive elements of the game are
assimilated in the programme. The interactive elements of this game use the AR and
VR applications named as Hunting with e-language to support and promote critical
thinking skills and communication skills in English. Through this application, students
will need to solve problems related to English vocabularies based on the instructions
given. In addition, students will also have the opportunity to show their ability in
using their English language skills in their communication. Overall, this set of games
is diﬀerent from the usual explorace activities, where the materials have been
created and used to encourage critical thinking and develop their understanding
using AR and VR technology. It will be a fun and enjoyable learning experience for
both teachers and students as it allows the students to take in information and
content visually.

In language, the AR materials in markets today aims at making the reading process more
fun but E-Language Exploration series 2020 aims at interactive experiences where
students need to solve problems via critical thinking. With this E-language exploration
series, students are not just able to see the words become alive but also use and explore
the words in virtual reality experience. In comparison to usual multimedia materials in
the market nowadays, it focuses a lot on interactive or two-ways communication where
students are actively seeking answers via solving problems using AR and VR mode. With
the scavengers hunts concept, it encourages team works or peer collaboration which in
the way makes the learning process more active and fun. It will not conﬁne the learning
in the classroom anymore and provides teachers other alternative in creating English
language learning actitivities. A manual book is also been created to assist teacher in
using the application in teaching and learning.

• This product aims to change the scenario in learning English language especially

among special need or low achiever learners. The programme will allow these
students to explore and develop the language at the same time.

• Diﬀerent from traditional learning, a more immersive environment can be
experienced where the student can explore in 360 degree scenario via virtual reality
experience.

• With the creation and implementation of AR materials, it will be able to enrich the

textbook to be more interactive and able to facilitate the learning process of these
learners in understanding vocabulary and eventually able to use the words in their
learning.
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