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Abstract

This research aims to develop augmented reality (AR)-based Arabic learning media
using the Assemblr EDU application for grade VII students of Madrasah
Tsanawiyah (MTs), as well as test the feasibility of the media and its relevance in
increasing interest in learning Arabic. This research uses the research and
development (R&D) method with the 4D (Define, Design, Develop, Disseminate)
development model of Thiagarajan, Semmel, and Semmel. The data collection
technique used observation, interviews with Arabic teachers in grade VII MTs
Azzaky, Mr. Fuad Hadi, Lc., M.Pd., validation questionnaires of media experts and
material experts, and questionnaires of students' learning interests after the use of
media. The results of validation by media experts showed a feasibility percentage
of 87.5% with the very feasible category, while the validation of material experts
showed a percentage of 93.1% with the very feasible category. Limited
implementation of AR media in grade VII A showed that students' interest in
learning Arabic was in the high category on the indicators of attention, pleasure,
engagement, and desire continued, with an overall average score of 3.50 on a scale
of 4. These findings are in line with various international studies that confirm that
AR can increase motivation, engagement, and meaningful learning experiences.
Thus, AR-based Arabic learning media based on Assemblr EDU is declared feasible
and relevant to support the increase in interest in learning Arabic for grade VII MTs
students, and has the potential to be further developed in other themes and in other
madrasah.
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Introduction

Arabic has a very important position in the Islamic education system in Indonesia. In
madrasas, especially Madrasah Tsanawiyah (MTs), Arabic is not only positioned as a foreign
language, but also as a religious language that is the key to understanding the sources of Islamic
teachings, classical books, and contemporary Islamic literature. The Arabic language curriculum
at the MTs level mandates the development of four language skills (< les 422 1) namely 228013 jlew
gl 5 jlea 3¢l il 3 jlen 48N 5 lea with a focus on mastery of mufradat, simple sentence structure,
and expressions used in daily life in the madrasah environment. However, in practice, various
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research reports and field experiences show that Arabic language learning is still often faced with
the problem of low student interest and motivation.

Students often complain that Arabic is difficult to learn, especially when it comes to
memorizing vocabulary and understanding sentence structure. In some MTs, learning is still
centered on the teacher with a mechanical method of lectures and mufradat memorization
assignments. The media used is generally limited to textbooks, whiteboards, and sometimes
presentation slides. This has implications for monotonous learning activities and does not
accommodate the needs and characteristics of today's students. In the perspective of contemporary
learning theory, such conditions do not support the growth of students' interest and active
involvement in learning (Heinich, Molenda, Russell, & Smaldino, 2002; Sadiman, Rahardjo,
Haryono, & Rahardjito, 2010; Arsyad, 2014).

MTs students are currently dominated by a generation that in popular literature is called the
Alpha generation, which is the generation born after around 2010. This generation has lived in an
environment that is heavily influenced by digital technology, gadgets, and the internet since
childhood. McCrindle and Fell (2018) explain that the Alpha generation is the first generation to
be fully digital, who since toddlers have been used to interacting with touch screens, watching
videos, and playing educational or entertainment games. Prensky (2001) calls this generation
digital natives, which are generations that process information, learn, and communicate in a
different way than the previous generation called digital immigrants. Bower, Howe, McCredie,
Robinson, and Grover (2014) and Akgayir and Akcayir (2017) show that this digital generation has
a strong preference for learning experiences that are visual-rich, interactive, and provide
opportunities for active exploration, while they tend to be less interested in text-based learning and
static lectures.

In the context of MTs Azzaky Buaran Pekalongan, the results of initial observations and
interviews with grade VII Arabic teachers, Mr. Fuad Hadi, Lc., M.Pd., confirmed the gap between
student characteristics and the still conservative Arabic language learning pattern. Students mostly
have Android smartphones, are used to using social media and watching online videos, but these
devices are rarely used as a learning medium in the classroom. Teachers revealed that they often
face challenges in keeping students' attention when explaining Arabic materials such as mufradat
and qawaid. Students get bored easily and are less motivated to memorize the vocabulary presented
from textbooks. In this kind of learning, interest in learning Arabic tends to be low, which is
reflected in the attitude of students who are passive, reluctant to ask questions, and only memorize
vocabulary when approaching formative assessments.

Theoretically, interest in learning is one of the most important affective factors in learning
success. Schiefele (1991) explains that interest is a stable motivational orientation towards a
domain characterized by attention, engagement, and relatively lasting pleasure. Hidi and Renninger
(2006) developed a four-phase model of interest development, ranging from triggered situational
interest, preserved situational interest, emerging individual interest, to developing individual
interest. To spark students' situational interest, the learning experience needs to be designed in such
a way that it is engaging, relevant, and positively challenging. Keller (2010) through the ARCS
(Attention, Relevance, Confidence, Satisfaction) model emphasizes that attention, relevance,
confidence, and satisfaction are components that must be met in order for learning motivation to

2281



The 8" International Conference on Islamic Studies 2025 ISSN : 2963-9816

be maintained. In the context of learning Arabic, Slameto (2010) emphasized that interest in
learning appears when students show a liking for the subject, concentrate their attention, be actively
involved, and have a desire to continue learning (Hania et al., 2022; Hijriyah et al., 2022; Huda,
2016; Sya’bani & Anwar, 2023).

However, the use of more cutting-edge technologies such as augmented reality (AR) in
Arabic language learning in MTs is still very rarely reported. In fact, in the international realm, AR
has become one of the innovations that is widely researched in the context of education. Azuma
(1997) defines AR as a technology that combines virtual objects with real environments in real
time and is registered in three dimensions. Wu, Lee, Chang, and Liang (2013) suggest that in
education, AR has great potential to create immersive, multimodal, and contextual learning
experiences, for example by displaying 3D models on top of textbooks, or bringing up additional
information when the camera is pointed at a specific object in a real environment.

Bacca, Baldiris, Fabregat, Graf, and Kinshuk (2014) through a systematic review of AR
research in education found that most studies report the positive effects of AR on student
motivation, engagement, and attitudes, in addition to its potential in visualizing abstract concepts.
Radu (2014) conducted a meta-review and concluded that AR is generally superior to non-AR
media in improving motivation and understanding of concepts, although he also noted the need for
attention to cognitive overload and technical barriers. In Serio, Ibafiez, and Delgado Kloos (2013)
show empirically that the use of AR in visual arts subjects significantly increases students'
motivation on the dimensions of attention, relevance, confidence, and satisfaction. Dunleavy,
Dede, and Mitchell (2009) and Billinghurst and Duenser (2012) affirm that AR, when integrated
with good instructional design, can enhance students' cognitive and emotional engagement through
immersive and participatory simulations.

In the context of learning foreign languages, Hsu (2017) developed an AR application for
learning English vocabulary and found that the use of AR increases students' motivation to learn
with various learning styles, while improving learning outcomes. Chen and Hsu (2020) show that
mobile AR-based foreign language learning systems help students build strong associations
between word forms, pronunciation, and visual context, thereby strengthening retention and
increasing motivation. Ibafiez and Delgado-Kloos (2018) in their systematic review of AR for
STEM learning also touched on the potential of AR in language learning, especially in presenting
authentic contexts and multimodality-rich learning environments.

If these findings are placed in the context of learning Arabic at MTs Azzaky Buaran
Pekalongan, then AR has the potential to be a solution to the low interest in learning of students,
especially in mufradat materials and class expressions. Through AR, vocabulary that has only been
displayed as a row of words in books can be visualized in the form of 3D objects, equipped with
Arabic text in place, transliteration if needed, and audio pronunciation. Students can scan a card or
page of a book with their smartphone to "bring to life" the vocabulary on the screen, making the
learning experience more like a game (gamified) that blends in with the real world. This learning
model is very much in tune with the characters of the Alpha generation who are used to interacting
with screens and interactive digital content (McCrindle & Fell, 2018; Prensky, 2001).

In recent years, platforms such as Assemblr EDU have emerged as practical solutions that
allow teachers to develop AR content without programming skills. Assemblr EDU (Assemblr Edu,
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2023) allows users to upload images as markers, add 3D objects, text, audio, and links, and then
share that content with students via class code or links. The relatively intuitive interface and
availability of a library of 3D objects make this platform suitable for teachers in schools and
madrassas who want to start experimenting with AR. This potential is the basis for the selection of
the EDU Assemblr as a media development platform in this study.

By paying attention to what happened at MTs Azzaky Buaran Pekalongan, it is clear that
there is a need as well as an opportunity to develop AR-based Arabic learning media that is specific
to MTs grade VII students. The gap that arises is the absence of studies that systematically develop,
validate, and test the implementation of AR media for Arabic language learning in MTs, especially
with the theme of at-ta'aruf (introduction) which is an important part of Arabic language learning
achievements.

Departing from this background, this research is directed at the development of augmented
reality-based Arabic learning media using the Assemblr EDU application for grade VII students of
MTs Azzaky Buaran Pekalongan. The specific purpose of the study is to describe the media
development process with a 4D model, assess the feasibility of media through validation of media
experts and subject matter experts, and examine the relevance of these media to the development
of students' interest in learning Arabic. In this way, the research is expected to make a conceptual
contribution to the development of Arabic language learning technology and a practical
contribution in the form of AR media products that are ready to be used and replicated in other
madrasas.

Methods
Research Design
This research uses a research and development (R&D) approach, which is a research
approach oriented to the development of educational products through a series of systematic steps
that include preliminary studies, design, prototype development, trials, and product improvements
(Borg & Gall, 1983; Sugiyono, 2017).

Research Procedures

The development model used is the 4D model introduced by Thiagarajan, Semmel, and
Semmel (1974). This model consists of four stages, namely Define (define), Design (design),
Develop (development), and Disseminate (disseminate). At the definition stage, the researcher
conducted a needs analysis by reviewing the MTs Arabic curriculum, syllabus, textbooks, and
observing Arabic language learning in grade VII MTs Azzaky Buaran Pekalongan. Observations
were made at several meetings to obtain an overview of the learning methods used, the media used,
the level of student participation, and the obstacles faced by teachers and students. In this stage,
the researcher also conducted a semi-structured interview with the Arabic teacher of grade VII, Mr.
Fuad Hadi, Lc., M.Pd., to explore his perception of students' learning interests and difficulties in
learning Arabic.

[ Define J'::>[ Design J':>[ Pevelop ]E>[ Dissemmate]
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Figure 1. Stages of 4D Model Development (Thiagarajan, Semmel and Semmel, 1974)

The design stage is carried out after the needs are identified. The researcher focuses the
development of the media on mufradat material and simple expressions with the theme "< lill"
(at-ta'aruf) which became one of the initial themes in the Arabic textbook for grade VII. Learning
objectives are formulated based on the KMA 183/2019 curriculum for Arabic MTs, especially basic
competencies that require students to be able to recognize and use vocabulary and expressions
related to their learning environment. Based on these objectives, the researcher compiled a list of
vocabulary and expressions, then designed the form of AR representation to be created in the EDU
Assembly, including specifying markers (picture cards or worksheet pages), 3D objects, Arabic
text and audio pronunciation. At this stage, researchers also began to design scenarios for the use
of media in the classroom, for example through card scanning activities by students, "guess
vocabulary" games, joint pronunciation exercises, and simple dialogues that utilize vocabulary
displayed through AR.

The development phase includes prototyping AR media on the Assemblr EDU platform
and the preparation of research instruments. The prototype is developed by uploading a pre-
designed image of the marker, connecting it to the relevant 3D object, and adding Arabic text along
with audio pronunciation. Each marker when scanned on the smartphone screen will bring up 3D
objects, text, and audio buttons. Some scenes are designed to present a more complete context of
the classroom, such as a classroom display with desks, chairs, and whiteboards, so that students
can relate vocabulary to the context as a whole.

At the same stage, research instruments are prepared for the purpose of validating and
measuring students' learning interests. The media and material validation instruments were
compiled in the form of a questionnaire with a four-point Likert scale, from 1 (not feasible) to 4
(very feasible). The preparation of the questionnaire is preceded by the determination of a blueprint
that includes aspects, indicators, and the number of items per indicator, as recommended in the
development of educational research instruments (Creswell, 2012; Sugiyono, 2017).

The media validation questionnaire grid contains four aspects, namely visual appearance,
technical aspects, interactivity, and ease of use. Each aspect is outlined into indicators and
statement items.

The total items in the media validation questionnaire are 20 items. Each item is graded
using a scale of 1-4. The material validation questionnaire grid contains four aspects, namely the
suitability of the material with the curriculum, the correctness of the language, the relevance of the
material to the needs of students, and the integration of the material with AR media.

The total items in the material validation questionnaire are 18 items. In addition to the
validation questionnaire, the researcher also compiled a questionnaire on students' interest in
learning Arabic after the use of AR media. The interest questionnaire grid was compiled referring
to the indicators of learning interest according to Slameto (2010) and Hidi and Renninger (2006),
namely attention, pleasure, involvement, and desire to continue. Each indicator is represented by
four statement items, making a total of 16 items.

Ensuring the content validity of the instrument is carried out through the study of concepts
by material experts and media experts alike. They assess the conformity of items with indicators
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and provide editorial improvement input if needed. This approach is in line with the
recommendations of Creswell (2012) and Sugiyono (2017) that educational research instruments
should pass expert assessments before being used in the field.

Data Collection Tenhnique (s)

The subjects of the media trial were 22 students of class VII A MTs Azzaky Buaran
Pekalongan. The Arabic teacher, Mr. Fuad Hadi, Lc., M.Pd., played a role as a partner in the
implementation of media in the classroom. Primary data on the study were obtained from
observations of Arabic language learning activities before and after the use of AR media,
interviews with teachers and several students, media and material validation questionnaires, and
questionnaires of students' learning interests after the use of media. Secondary data was obtained
from curriculum documents, syllabus, textbooks used at MTs Azzaky, as well as articles and books
related to AR, learning media, and learning interests.

Data collection is carried out after AR media products go through the initial validation and
revision stages. The media trial was carried out in several Arabic learning meetings with "< l=3ll"
(at-ta'aruf). Students are asked to install the Assemblr EDU application on their smartphones, then
the teacher introduces how to scan markers and access AR content. The learning process is
observed with a focus on indicators of student interest and engagement. After several meetings, a
learning interest questionnaire is distributed to be filled out individually.

Data Analysis Technique

Data analysis was carried out descriptively, qualitatively, and quantitatively. Qualitative
data from observations and interviews were analyzed through the process of reduction, display,
and drawing conclusions as stated by Miles, Huberman, and Saldafia (2014). Quantitative data from
the expert validation questionnaire was calculated by adding up the score of each item, then
percentaged by the formula: eligibility percentage = (maximum score/score) % 100%. The
percentage is then interpreted with criteria adapted from Sugiyono (2017), where the percentage
above 81% is categorized as very feasible. The data of the learning interest questionnaire was
analyzed by calculating the average score of each indicator and the general average, then
categorized as low, medium, or high based on the score range that had been set.

The validity of the findings is maintained through triangulation of techniques and sources
by comparing the results of observations, interviews, and questionnaires. Expert validation of
products and instruments is another form of validity checking, in accordance with the principle of
development research which emphasizes that products must pass expert tests before being field-
tested (Plomp, 2013; Sugiyono, 2017).

Results and Discussion
The results of this study include a description of the process of developing augmented
reality-based Arabic learning media, the results of media and material validation tests, and the
relevance of these media to the development of Arabic learning interest in grade VII students of
MTs Azzaky Buaran Pekalongan.
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Define

The media development process that follows the 4D model starts from the definition stage.
At this stage, observation of Arabic learning shows that the teacher, Mr. Fuad Hadi, Lc., M.Pd.,
delivers mufradat material and class expressions by reading from books and asking students to
repeat them orally or in writing. Some students seem less enthusiastic; They are easily distracted
by gadgets that are often hidden under the desk, and only a few students actively ask questions.
The use of visual media such as picture cards is only occasionally carried out and is not systematic.
Interviews with teachers revealed that she realizes the importance of engaging media to arouse
students' interest, but limited time and technological skills are a barrier to developing more
sophisticated digital-based media.

The results of the analysis of the Arabic textbook for Grade VII students show that the
theme " ill"(at-ta'aruf) is one of the important themes, because it is the basis for daily
interaction in the madrasah. The mufradat covered in this theme is also relatively concrete, such as
getting to know oneself, others, greetings, asking how things are going, etc., so it is very suitable
to be visualized in the form of 3D objects through AR. This consideration is in line with the
principle of multimedia learning Mayer (2009) which states that learning will be more effective
when verbal information is combined with relevant visual representations.

Design

At the design stage, the researcher compiles a list of mufradat and expressions to be entered
into the AR media, then designs a form of representation for each item. For example, a hiwar
(conversation) is represented by the object of two people asking each other how they are doing,
and appears above a marker when scanned through a smartphone camera. Next to the 3D object,
Arabic text is displayed and an audio button that when touched will play the pronunciation of the
word. Thus, students can hear pronunciation, see the shape of objects, and read text simultaneously.
This kind of design is expected to facilitate the process of association and dual coding between
visual and verbal information, which according to Mayer (2009) and Chen and Hsu (2020)
contributes to increased retention and comprehension.
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Figure 2. Arabic Learning Media Design Based on EDU Assemblr

The scenario of using media in the classroom is also designed to be not just a demonstration,
but to actively engage student activities. Teachers are planned to divide the class into small groups,
distribute marker cards to each group, and assign tasks such as finding and naming objects in the
class with the help of AR, or playing a game of "who finds and pronounces a certain vocabulary
the fastest". This approach is expected to develop interactivity and social engagement which,
according to Dunleavy et al. (2009) and Billinghurst and Duenser (2012), is one of the strengths of
AR in learning.

Develop

In the development stage, the AR media prototype is worked on through the Assemblr EDU
platform. Researchers upload marker images, select 3D objects provided by the Assemblr library
or create their own as needed, and then add text and audio. Some scenes are designed to show a
whole classroom and school environment, so students can navigate on the screen to see various
objects. After the prototype was completed, the media and material validation questionnaire was
handed over to two experts.

Figure 3. Main Menu View
The main menu consists of a material menu, a learning objective menu, a practice question

menu, and a developer profile menu, all of which can be clicked to the next scene. The background
used is also made more attractive to students by having building objects, student and teacher
objects, parks, and backsound. In addition, in the material scene, a conversation between azam and
naufal is presented which is represented in interesting 3d objects. Hiwar material is inserted into
the annotated text, when the annotation is clicked it will appear a conversation display in Arabic,
as seen in figure 4.
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Figure 4. Hiwar Material Menu Display

Media expert, Ahmad Faridh Ricky Fahmy, M.Pd., examined media prototypes in terms of
appearance, technical aspects, interactivity, and ease of use based on the grids in Table 1. He filled
out the questionnaire by giving a score of 1-4 on each item. The results of the score calculation
show that the total score obtained is 70 out of a maximum score of 80, so the percentage of media
feasibility can be calculated as 87.5%. The recapitulation of the results of media validation per
aspect is shown in Table 1.

Table 1. Results of Media Expert Validation of AR-Based Arabic Learning Media

Aspects Maximum Score  Scores Percentage Category
Obtained (%)

Visual display 20 17 85,0 Highly feasible

Technical aspects 20 18 90,0 Highly feasible

Interactivity 20 17 85,0 Highly feasible

Ease of use 20 18 90,0 Highly feasible

Total 80 70 87,5 Highly feasible

Descriptively, the media expert assessed that the visual appearance of the media was
attractive and in accordance with the character of MTs students. In terms of technical aspects, the
media is considered quite stable when tested on several devices, the marker scanning process runs
smoothly, and the audio pronunciation sounds clear. Interactivity is considered adequate because
students can touch objects, play audio, and switch between scenes easily. Ease of use is also highly
rated, as the steps of use can be quickly understood by teachers and students who are using
Assemblr EDU for the first time. Some of the suggestions for improvements proposed, such as the
addition of a short instruction page at the beginning and the simplification of some icons, were then
accommodated by the researchers in the revision of the prototype.

Material expert, Dr. Muhamad Jaeni, M.Pd., M.Ag., assessed Arabic content in the media
based on the grid in Table 2. He gave a score on each item of the questionnaire which included the
suitability of the material with the curriculum, correctness of the language, relevance of the material
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to the needs of students, and integration of the material with the AR format. The results of the
calculation showed that the total score obtained was 67 out of a maximum score of 72, so that the
percentage of material feasibility was 93.1%. The recapitulation of the results of the material
validation per aspect is shown in Table 2.

Table 2. Results of Material Expert Validation of Arabic Language Materials in AR Media

Aspects Maximum Scores  Percentage Category
Score Obtained (%)

Compatibility with the 16 15 93,8 Highly feasible

curriculum

Language correctness 20 19 95,0 Highly feasible

Relevance of the material 20 18 90,0 Highly feasible

Integration with AR 16 15 93,8 Highly feasible

media

Total 72 67 93,1 Highly feasible

From his qualitative comments, the material expert stated that the selection of mufradat and
expressions was in harmony with the basic competencies of Arabic class VII. The vocabulary
chosen is a vocabulary that is often found in the classroom and school environment, so it is relevant
for students. The language structure used in the example of expression is also considered simple
and communicative, according to the level of ability of novice students. Some minor corrections
related to imprecise meanings in some words and translation adjustments to certain terms were
immediately corrected by the researcher. The integration between content and AR media is
considered good; 3D visual representations help clarify the meaning of vocabulary and provide a
strong context.

The results of validation of media and material experts that show the overall "very feasible"
category are in line with the eligibility criteria for educational products in development research
(Sugiyono, 2017; Plomp, 2013). Thus, the AR media developed in this study is not only technically
feasible and substantive, but also in line with the quality standards used in similar studies.

A

Figure 5. Question Menu Display in Scene 3
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Disseminate

After the media was revised based on expert input, the limited implementation stage was
carried out in class VII A MTs Azzaky Buaran Pekalongan. In several learning meetings with the
theme "< l=il"(at-ta'aruf), teachers use AR media as the center of learning activities. Students
seemed enthusiastic when asked to install and open the Assemblr EDU application, then scanned
the marker cards that were distributed. Observations show that when a 3D object appears on the
screen accompanied by Arabic text and audio, many students show expressions of awe and
spontaneously mimic the pronunciation of the spoken vocabulary.

The classroom atmosphere that is usually relatively passive has turned into more dynamic.
Students discuss with their peers how to operate the app, show each other displays on each other's
screens, and help each other when someone has technical difficulties. The teacher plays the role of
directing activities, for example by asking students to show certain objects in class using Arabic,
or by holding a game of "who finds and names the three vocabulary words shown by the teacher"
game. In the context of motivation and interest theory, this high level of physical and social
involvement can be understood as an indication of increased situational interest, as explained by
Hidi and Renninger (2006) and Dunleavy et al. (2009).

After several meetings, a learning interest questionnaire was distributed to 22 students to
fill out. The scores obtained on each item were then processed to obtain an average on each
indicator, namely attention, pleasure, involvement, and desire to continue. The results of the
average calculation are presented in Table 3.

Table 3. Average Students' Arabic Learning Interest Score after Using AR Media

Indicator Average Score (1-4) Category
Attention 3,45 High
Sense of pleasure 3,60 High
Involvement 3,40 High
The desire continues 3,55 High
General average 3,50 High

The interpretation of the categories is based on the average score range, where a score of
3.26-4.00 is categorized as high interest, 2.51-3.25 as moderate interest, and 1.00-2.50 as low
interest. Table 3 shows that all four indicators of interest are in the high category, with an overall
average score of 3.50. The indicator of happiness obtained the highest score, which was 3.60,
followed by the desire to continue with a score of 3.55. This shows that students feel happy when
learning Arabic using AR media and have a desire to use the same media in other materials. The
attention and engagement indicators also showed high scores (3.45 and 3.40), indicating that during
learning with AR, students tend to focus on participating in activities and being actively engaged.
In a brief interview after filling out the questionnaire, some students stated that "they were more
excited when they knew that learning Arabic would use AR". They feel that learning by "scanning"
cards and seeing objects appear on the screen is much more interesting than just reading a book.
Some students admitted that it was easier to remember vocabulary because they could see objects
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and hear pronunciation while reading Arabic writing. One of the students said that he was usually
lazy to memorize mufradat, but with this medium, he felt like he was playing a game and did not
realize that he was actually learning.

Arabic teacher, Mr. Fuad Hadi, also reflected that AR media has shifted the role of teachers
from just conveying information to being facilitators who direct students' exploration activities. He
acknowledged that the classroom atmosphere has become more lively and requires good classroom
management to keep activities directed, as also noted by Akgayir and Akgayir (2017) about the
challenges of using AR in the classroom. However, in general, he assessed that AR has a positive
influence on students' attitudes and interest in Arabic.

Within the framework of Hidi and Renninger's (2006) theory of learning interest, the above
data shows that AR media has succeeded in triggering situational interest which is characterized
by increased students' attention and curiosity towards the material being studied. A learning
experience that is fun, relevant to their digital lives, and involves active exploration through gadgets
acts as a trigger for this interest. If this kind of experience is pursued repeatedly and consistently
across a variety of themes, a nurtured situational interest has the potential to develop into an
individual interest in a more stable and profound Arabic language.

The findings of this study are in line with the results of international research on the use of
AR in learning. Di Serio et al. (2013) reported that the use of AR in art lessons significantly
increased student motivation compared to traditional approaches. Bacca et al. (2014) in their
systematic review concluded that AR is consistently associated with increased student motivation,
engagement, and positive attitudes. Radu (2014) also showed that the advantages of AR over non-
AR media are most prominent in terms of motivation and attitude. In the context of language
learning, Hsu (2017) and Chen and Hsu (2020) show that AR helps students learn vocabulary in a
more engaging and meaningful way, thereby improving motivation and learning outcomes. AR
can be seen as a further development that not only presents text, images, and sounds in a flat screen,
but also integrates that content with the real environment through immersive experiences. The
results of this study reinforce the assumption that when the principles of instructional design and
characteristics of the Alpha generation are taken into account, AR can be a very effective medium
for fostering interest in learning Arabic in MTs.

Conclusion

This research has developed and tested augmented reality-based Arabic language learning
media using the Assemblr EDU application for grade VII students of Madrasah Tsanawiyah
Azzaky Buaran Pekalongan. Media development follows a 4D model that includes the stages of
definition, design, development, and dissemination. At the definition stage, it was found that Arabic
learning at MTs Azzaky is still dominated by traditional methods, while students as the Alpha
generation have strong learning preferences for interactive and visual digital media. The design
stage produced an AR media concept that focused on mufradat material and phrases themed
"o ladll" (at-ta'aruf), with 3D object representations, Arabic texts, and audio pronunciation that
can be accessed through marker scanning using a smartphone.

The development stage produces a media prototype which is then validated by media
experts and subject matter experts using a questionnaire with a clear grid. The validation results
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showed that the media had a very high level of eligibility, with a feasibility percentage of 87.5%
from the media point of view and 93.1% from the material point of view. The aspects of
appearance, technicality, interactivity, and ease of use are considered very good, as well as aspects
of conformity with the curriculum, correctness of language, relevance of the material, and
integration with the AR format. Therefore, the AR-based Arabic learning media developed is stated
to be very feasible for use in learning Arabic at MTs.

Limited implementation in class VII A MTs Azzaky shows that AR media contributes
positively to students' interest in learning Arabic. The learning interest questionnaire showed that
all four indicators of attention, pleasure, engagement, and desire continued in the high category,
with an overall average score of 3.50 on a scale of 4. Observation and interview data corroborated
that students appeared more enthusiastic, focused, and active when learning to use AR media, and
expressed a desire to use similar media in other materials. These findings are consistent with
learning interest theory and various international studies that confirm that AR can increase
motivation and learning engagement.

Thus, it can be concluded that augmented reality-based Arabic learning media developed
using Assemblr EDU has proven to be feasible and relevant in increasing the interest in learning
Arabic for grade VII students of MTs Azzaky Buaran Pekalongan. It combines the power of
multimodal representation (3D visuals, text, audio) with interactive experiences that fit the
characteristics of the Alpha generation. This research makes an important contribution to the
development of Arabic language learning technology in Indonesia, as well as providing a practical
example of how AR can be integrated into learning in madrasas.
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