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The Effects of Context Familiarity on Augmented-Reality Hakka Language

Learning Game
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Abstract: This research adopts a quasi-experimental design. The subjects are 12 students in the sixth grade of
elementary school. They were divided into an experimental group and a control group. The experimental group learned
in a familiar and textbook-learned context, and the control group learned in an unfamiliar context. Before the
experiment, it had a pretest to evaluate learners’ levels of the Hakka language. After the experiment, a posttest and was
conducted. The main findings of this research are as follows: 1. Mobile augmented reality Hakka learning could
increase academic achievement. 2. Different context familiarity in Mobile augmented reality Hakka learning would not

make much impact on academic achievement.
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