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Abstract

AR technology as an introduction to learning promises the
effectiveness of the learning carried out, this makes it possible to test
the technology to ensure whether the technology and the help of
social support are able to have an impact on the development of
learning outcomes and learning motivation. This study aims to
investigate the influence of (1) Augmented Reality (AR) technology on
learning motivation, (2) social support on learning motivation, and (3)
AR technology on student learning outcomes through learning
motivation. This study uses quantitative research with a basic
research type, the population used is grade 6 students in Gugus 7,
Proppo District, Pamekasan Regency, which consists of 5 schools,
including: SDN Toket 1 with 35 students, SDN Toket 2 with 20
students, SDN Samiran 2 as many as 7 students, SDN Samiran 3 as
many as 14 students with a total of 88 respondents. This quantitative
study employs an associative approach to examine the relationships
between variables. Data were collected using a questionnaire from 72
respondents. The findings are: (1) AR technology does not
significantly influence learning motivation, (2) social support does not
significantly affect learning motivation, and (3) AR technology does
not influence learning outcomes through learning motivation.
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Augmented Reality Technology and Social Support on Student Learning Outcomes with Motivation as
an Intervening Variable

Introduction

Education is basically a conscious effort to develop the potential of human
resources in students by supporting and facilitating their learning activities.
(Permana et al,, 2024) . Education is a process of forming individual character that
allows the development and utilization of all potential and resources that they have.
The role of education is very important in producing quality human resources.
Without education, humans will be left behind and have difficulty developing.
Education is an effort by every citizen to improve intelligence, skills, and abilities.
The key factor in achieving these goals is teachers or teaching staff. (Hapudin &
Praja, 2022).

The importance of the role of education in improving the quality of education
in Indonesia is reflected in its efforts to improve the quality of human resources. An
equitable and quality education system in a country secures the country's human
resources and enables it to compete globally. In the era of Society 5.0, technology is
no longer limited by space and time, it continues to develop rapidly. Technological
advances facilitate learning and knowledge acquisition that can be accessed anytime
and anywhere as long as it is connected to the internet. (Qadir et al., 2020) .

In the 21st century, the world of education has undergone significant
evolution with the entry of technology into various aspects of life. This century is
known as the century of knowledge, widespread dissemination of information, and
rapid technological progress. This development opens up opportunities to present
quality education through human and technological media. With advances in
information and communication technology, learning media now plays a central
role in the teaching and learning process, not only as an aid. Learning media plays
an important role in increasing the effectiveness and efficiency of learning activities.
(Zuana & Aziz, 2023) .

One of the main challenges in helping students absorb learning materials is
presenting them in a form that is interesting and can increase their engagement.
This becomes even more important when we consider the fact that students tend to

prefer visual media over oral or written media. Therefore, creative solutions are
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needed that utilize technology to improve students' ability to absorb learning
materials. (Banjarani & Ridwan, 2023) .

With the advancement of information and communication technology,
Augmented Reality (AR) has become a promising medium in improving the quality
of learning. AR allows users to see objects or people digitally in images that appear
to exist in the real world. For example, in Social Studies lessons on historical
development material, AR can be used to visualize historical buildings and
artifacts, so that students can experience firsthand how these things looked in the
past. (Arrofa Acesta & Nurmaylany, 2018) . In addition to interesting learning
media, social support is also an important factor in increasing student motivation
and learning outcomes. Social support is assistance or help from individuals who
have close social ties with the recipient of assistance (Arista, 2024) .

The results of field observations show it was found that these schools had
implemented interesting and enjoyable learning methods. They utilize technology in
the learning process, such as the use of augmented reality in learning, especially in
Social Sciences subjects. In addition, social support from teachers and parents
greatly helps students' education, thus increasing their learning motivation and
ultimately having a positive impact on their learning outcomes. The reason for
choosing this title is because Augmented Reality (AR) technology offers an
innovative and interactive learning method, which can improve students'
understanding and interest in Social Sciences subjects. In addition, learning
motivation is an important factor that influences student learning outcomes. By
making learning motivation an intervening variable, this study can explore how AR
and social support indirectly influence learning outcomes through increasing
learning motivation.

Based on these facts and descriptions, the researcher is interested in
choosing School Cluster 7, Proppo District, Pamekasan Regency as the research
location because... It was found that these schools have facilities and infrastructure
that support the implementation of AR technology. This makes it the right location
for this study. In addition, these schools show a high interest and commitment to

improving learning methods and are open to technological innovation, which
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supports the smooth implementation of the study. These conditions provide a
specific context that is relevant to understanding the application of AR technology
and social support in educational environments that may not have been exposed to
this technology. Therefore, the researcher chose the location in Elementary Schools
in Cluster 7, namely to explore the application of modern technology in education
and understand the social factors that influence student learning outcomes. This
study is not only relevant to improving the quality of education in Pamekasan, but
also provides a broader contribution in developing effective learning strategies in
various educational contexts.

Previous studies have been conducted by Husanaidi (Husnaidi, 2023) and
(Banjarani & Ridwan, 2023) . Based on the findings of previous studies, it can be
concluded that although this study is a continuation of previous studies and is not
the first study, there are significant differences. The difference lies in learning
motivation as an intervening variable that is influenced by the independent variable
but affects the dependent variable ( Intervening ) which was not studied by previous
researchers, so this study is interesting to study and reveal further, in order to
obtain an overview of the effect of the use of Augmented Reality technology and
social support on student learning outcomes with learning motivation as an
intervening variable in the subject of Social Sciences for Class 6 in Cluster 7, Proppo

District, Pamekasan Regency .

Method

This study uses a quantitative research method with basic research . Basic
research is a study that has intellectual reasons to expand human knowledge , not to
create or make products (Siregar, 2015) . With this research, a theory can be built
that can function to explain, predict and control a symptom that occurs. The
associative referred to in this study is whether or not there is an influence of the use
of Augmented Reality technology and social support on student learning outcomes
in social studies subjects with learning motivation as an intervening variable for

Class 6 in Cluster 7, Proppo District, Pamekasan Regency.
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The population in this study were 6th grade students in Cluster 7, Proppo
District, Pamekasan Regency, consisting of 5 Elementary Schools, namely,
Karangayar State Elementary School (12 students), Toket 1 State Elementary School
(35 students), Toket 2 State Elementary School (20 students), Samiran 2 State
Elementary School (7 students), Samiran 3 State Elementary School (14 students).
So the population in this study was 88 students or respondents. The sampling
technique used is simple random sampling , which is called simple because sample
members are selected randomly without considering strata or levels in the
population.

So the sample used in this study was 72 respondents with the division for

each school as seen in the table below.

No School name Frequency
1  Karang Anyar State Elementary School 14 students
2 Samiran 2 State Elementary School 14 students
3  Samiran 3 State Elementary School 14 students
4  Toket 1 Public Elementary School 15 students
5  Toket 2 Public Elementary School 15 students

Total 72 students

The table above shows that there were 72 respondents with the following
details: 14 students at SDN Karanganyar, 14 students at SDN Ssamiran 2, 14
students at SDN Samiran 3, 15 students at SDN Toket 1 and 15 students at SDN
Toket 2.

Results and Discussion

The Influence of Using Augmented Reality Technology on Learning Motivation

Based on the results of the research conducted, it was found that the direct
influence of the Augmented Reality variable on learning motivation has a
significance value of 0.089. Because this value is greater than 0.05, it can be
concluded that the alternative hypothesis (H1) is rejected, which means that there
is no significant influence between the use of Augmented Reality (X1 jand learning
motivation (Z). However, although the effect is not statistically significant, the

unstandardized coefficients (B) value shows a figure of 0.363 with a positive
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direction. This means, practically, if the use of Augmented Reality is increased by
one unit, learning motivation will increase by 0.363 units .

So is the research (Fajar, 2020) , Shows that there is an effect of the use of
augmented reality media on the motivation and learning outcomes of students in
plant tissue material in class XI of SMA Negeri 7 Tasikmalaya City in the
2019/2020 academic year. This difference in results may be due to variations in
research methodology, sample characteristics, or different learning contexts.
Although the results of this study indicate that the use of Augmented Reality (AR)
does not significantly affect learning motivation based on statistical tests (with a
significance value of 0.089 which is greater than 0.05), this does not mean that AR
has no impact at all. In a statistical context, "not significant” indicates that the
results obtained may have occurred by chance, and therefore, there is insufficient
evidence to ensure a strong or consistent relationship between the use of AR and
learning motivation.

However, on the other hand, the unstandardized coefficients (B) value of
0.363 indicates that, on a practical scale, there is an increase in learning motivation
of 0.363 units for every one unit increase in AR use. This means that although this
effect is not statistically strong enough to be called "significant,” there is a positive
trend that is visible: when AR is used more intensively or more effectively, learning
motivation tends to increase.

In other words, although this increase is not statistically significant (as it
could be affected by other variables or sample variation), in practice, AR can still
be seen as a useful tool to boost learning motivation. This suggests that AR has
potential that has not been fully revealed in this study, and may be more effective
when used in certain conditions or when combined with other learning strategies.
Therefore, further research is needed to dig deeper into how AR can be optimized
to truly increase learning motivation significantly.

The Influence of Social Support on Learning Motivation

Motivation plays a very important role in the lives of students who are still

in the educational environment. Motivation has a significant influence in achieving

various academic and personal goals. One important aspect of motivation is the
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presence of social support. Social support is a form of interpersonal interaction
involving two or more people to meet the basic needs of individuals such as
security, social relationships, approval, and affection (Muhajiroh, 2020) .

The presence of social support is crucial for students, as a lack of it can
negatively impact their learning outcomes. Students who feel supported by family,
friends, and teachers tend to be more motivated to learn, perform better
academically, and have better emotional well-being. Conversely, students who lack
social support may feel isolated, less confident , and less motivated, which can
ultimately affect their academic performance.

Therefore, creating a supportive and loving environment is essential in
improving student motivation and learning outcomes. This can be done through
open communication, providing positive reinforcement, and building strong and
respectful relationships between students, teachers, and parents. In this way,
students will feel more motivated and better able to achieve their educational
goals.

Based on the results of the study above, it was found that the direct
influence between the variables of social support and learning motivation has a
significance value of 0.259. Because this value is greater than 0.05, it can be
concluded that the second hypothesis (H2) is rejected. This means that there is no
significant influence between social support (X2 ) and learning motivation (Z) with an
unstandardized coefficients (B) value of -0.239, indicating that the direction of the
influence is negative. Practically, this means that if social support increases by one
unit, learning motivation will actually decrease by 0.239 units.

The results of the above study also contradict the results of previous
studies, such as research (Muhajiroh, 2020) , (Suciani & Rozali, 2014) , (Usman et
al, 2021) , (Rohman, 2023) , (Rosa, 2020) , (Rohana & Kusmiyanti, 2021) , and
(Amseke, 2018) showed that social support has a significant effect on students'
learning motivation: Revealing that social support is the most significant factor in
motivating students to learn. Although this is not a statistically significant result,
this negative direction is worth noting. This negative effect may seem

counterintuitive given that the existing literature generally suggests that social
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support should increase learning motivation. There are several possibilities why
the results of this study are not significant, including: a) Quality of Support: Not all
forms of social support have the same quality. Excessive or inappropriate support
can cause stress or dependency, which in turn can reduce students' intrinsic
motivation. b) Perception of Support: Students may not always perceive the social
support they receive as something positive. For example, support that is perceived
as controlling or coercive can be detrimental to learning motivation.

Augmented Reality Technology on Student Learning Outcomes through
Learning Motivation

Augmented reality media is a visual technology that integrates virtual
world objects into real-world displays in real time . The use of this technology-
based learning media can increase students' motivation, interest, and imagination
in participating in learning, thus having a positive impact on their learning
outcomes. (Mulyani & Masniladevi, 2021) .

By utilizing AR, students can interact directly with learning materials in a
more realistic and interesting form. This not only makes learning more engaging,
but also helps students understand complex concepts in an easier and more
enjoyable way. In addition, AR allows teachers to create more dynamic and
interactive learning experiences, which can stimulate students' curiosity and
creativity. As a result, students become more motivated to learn and more actively
participate in the learning process, which can ultimately improve their academic
achievement.

It is known that the direct influence given by Augmented Reality (X1 ) on
learning outcomes (Y) is 0.822. While the indirect influence between Augmented
Reality (X1 ) on learning outcomes (Y) through learning motivation (Z) is the
multiplication of the Beta value of Augmented Reality (X1 ) on learning motivation
(Z) with learning motivation (Z) on learning outcomes (Y), namely: 0.363 x -0.220
= -0.079. So the total influence given by Augmented Reality ( x1 ) on learning
outcomes (Y) is the direct influence plus the indirect influence, namely: 0.822 + (-
0.079 ) = 0.743 . Based on the calculation above, it is known that the direct

influence value is 0.822 and the indirect influence is -0.079, which means that the
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indirect influence value is smaller than the direct influence value. This means that
H8 is rejected, so it can be concluded that there is no significant influence between
Augmented Reality on learning outcomes through learning motivation. The results
of this study indicate that the indirect influence of Augmented Reality on learning
outcomes through learning motivation is not significant, which is contrary to
previous research which found a significant influence through learning motivation,
such as research conducted by ( Mulyani, 2022), ( Ardani & Fitriyah, 2023), and
Research (Febriningrum & Purwaningsih, 2022) , stated that there is an influence
between the two variables.

Although this study shows that the indirect effect of Augmented Reality on
learning outcomes through learning motivation is not significant, this result is
different from previous studies. The very large direct effect shows the great
potential of this technology in improving learning outcomes. Therefore, further
research is needed to understand the role of learning motivation in mediating the
effect of Augmented Reality on learning outcomes and to identify other factors that
may influence this result.

Conclusion

Based on the results of the research and discussion above, it can be
concluded as follows that Augmented Reality (X1) and social support (X2) do not
show a significant effect on learning motivation (Z) individually or simultaneously.
Augmented Reality (X1) and social support (X2) have a significant effect on
learning outcomes (Y) separately. Learning motivation (Z) has a significant effect
on learning outcomes (Y). Simultaneously, Augmented Reality (X1), social support
(X2), and learning motivation (Z) affect learning outcomes (Y). Augmented Reality
(X1) and social support (X2) do not show a significant effect on learning outcomes

(Y) through learning motivation (Z).

Suggestion

The useful suggestions are starting from schools must develop and
integrate AR technology in the learning process. Training for teachers and
counseling guidance programs must be strengthened to ensure that social support

provided is effective and positive. Also programs focus on increasing student
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learning motivation, sharing extracurricular activities, academic achievement and
more interactive teaching methods. So with this, further research is needed to
identify and understand other factors that influence student learning motivation.
These include environmental factors, teaching quality, conditions, student

psychology, and other learning technologies.
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