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ABSTRAK

Penelitian ini bertujuan untuk menguji kepraktisan penggunaan Augmented Reality (AR) yang
terintegrasi dalam buku "English for Culinary" menggunakan metode kuantitatif deskriptif. Instrumen
penelitian berupa angket praktikalitas disebarkan kepada dosen pengampu dan mahasiswa Program
Studi Pendidikan Seni Kuliner. Penilaian dilakukan berdasarkan empat indikator utama: usable (dapat
digunakan), easy to use (kemudahan penggunaan), appealing (daya tarik), dan cost-effective (efisiensi
biaya). Hasil uji praktikalitas yang diisi oleh dosen pengampu menunjukkan bahwa indikator usable
memperoleh nilai 85, easy to use 80, appealing 86, dan cost-effective 84, dengan nilai rata-rata
keseluruhan sebesar 83,7, yang tergolong dalam kategori "sangat praktis”. Sementara itu, hasil dari
mahasiswa menunjukkan nilai untuk indikator usable 83, easy to use 81, appealing 85, dan cost-
effective 82, dengan rata-rata keseluruhan juga sebesar 83,7, yang masuk dalam kategori "sangat
praktis". Berdasarkan hasil tersebut, dapat disimpulkan bahwa integrasi AR dalam buku "English for
Culinary" sangat praktis untuk digunakan baik oleh dosen maupun mahasiswa dalam proses
pembelajaran.

Kata kunci: Augmented Reality, English For Culinary, Pendidikan Seni Kuliner, Praktikalitas

ABSTRACT

This research aims to test the practicality of using Augmented Reality (AR) integrated in the book
"English for Culinary" using descriptive quantitative methods. The research instrument, a practicality
guestionnaire, was distributed to lecturers and students of the Culinary Arts Education Study Program.
The assessment is carried out based on four main indicators: usable, easy to use, appealing, and cost-
effective. The results of the practicality test completed by the lecturer showed that the usable indicator
obtained a score of 85, easy to use 80, appealing 86, and cost-effective 84, with an overall average
score of 83.7, which is classified in the "very practical" category. Meanwhile, the results from students
showed scores for usable indicators of 83, easy to use 81, appealing 85, and cost-effective 82, with an
overall average of 83.7, which is in the "very practical" category. Based on these results, it can be
concluded that the integration of AR in the book "English for Culinary" is very practical for both lecturers
and students in the learning process.
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INTRODUCTION

The development of digital technology
has had a major influence on various aspects
of life, including in the field of education. AR
was first introduced in 1968 by Ilvan Sutherland
who created "The Sword of Damocles", a
computer-based display system that can
project virtual objects into the real world
(Clarke, 2014). As computer technology,
mobile devices and sensors develop, AR is
becoming increasingly advanced and easily
accessible to the general public (Sirakaya &
Cakmak, 2018).Currently, AR is used in various
fields such as education, health, marketing, and
entertainment, with various applications and
devices specially designed.

Augmented Reality (AR) is a technology
that combines the real world with digital

elements in real-time (Prendes et al., 2022). AR
is a system that has three characteristics (Diaz-
Noguera et al., 2017): (1) combines the real and
virtual worlds, (2) is interactive in real-time, and
(3) presents information in three dimensions.
AR allows users to see the real world with
additional visual or audio information presented
by devices, such as smartphones, tablets, or
AR glasses (Belda-Medina & Calvo-Ferrer,
2022).

One innovation that continues to develop
is the use of Augmented Reality (AR) in the
learning process (Reinders & Lakarnchu,
2014). AR allows users to integrate virtual
elements into the real world interactively,
thereby creating a more interesting and
effective learning experience (Pratama et al.,
2021). This technology has been adapted in
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various fields, including in English language
teaching, especially in vocational learning
contexts such as culinary education.

Some of the benefits of AR in education
include increased student engagement, deeper
learning, development of cognitive skills, and a
more contextual learning experience (Sriadhi et
al., 2022). However, there are some
challenges, such as the need for specialized
hardware and software, as well as costs and
training required to use AR effectively.
Augmented Reality is a technology that has
great potential to improve the quality of learning
through interactive and immersive experiences
(Chi et al., 2013).

In the context of culinary arts education,
good English language skills are one of the
important skills that students must master.
English for Culinary Purposes (ECP) is a
branch of English for Specific Purposes (ESP),
which is focused on teaching English used in
culinary contexts. ESP is a language learning
approach designed to meet the specific needs
of students, especially in certain professional or
academic fields (Ayutami et al.,, 2018). ECP
aims to equip students with English skills
relevant to the culinary industry, including
culinary terms, cooking techniques, recipe
instructions, as well as communication in the
kitchen and food service (Banham, 2023).

English language skills are very
important in the global culinary industry
(Brilianto et al., 2020). English is often used as
a working language in international kitchens,
star restaurants, hotels and culinary education
institutions.  English is a medium of
communication between chefs, kitchen staff,
managers and customers from various cultural
backgrounds. Mastering English allows culinary
industry players to communicate more
effectively, reduce the risk of
misunderstandings, and improve service
quality (Sofian & Jufenna, 2020).

The book "English for Culinary" is
designed to complete this need, by providing
English language materials that are relevant to
the culinary world. However, the challenge in
teaching English in the vocational field often lies
in how to make the material more interesting
and easier for students to understand (Abrar et
al., 2018). This is where the role of AR becomes
significant, because it can present more
interactive content and help students
understand language concepts better through
direct visualization.

This research focuses on testing the
practicality of the book "English for Culinary"
which is equipped with AR technology.
Practicality is one important aspect that
determines the successful implementation of

technological innovation in education (Yanto,
2019). This practicality test involves lecturers
and students from the Culinary Arts Education
Study Program, who provide assessments of
various aspects of practicality, such as ease of
use, attractiveness, practical benefits and cost
efficiency. Through this practical test, it is
hoped that a clear picture can be obtained
regarding the extent to which the integration of
AR in the book supports the learning process
(Novaliendry et al., 2022).

This research not only provides an
evaluation of the practicality of using AR in
culinary English learning, but also contributes to
the development of more interactive and
innovative learning media in the future.

METHOD

This research uses descriptive
quantitative methods (Creswell, 2009) with the
aim of testing the practicality of using
Augmented Reality (AR) integrated in the book
"English for Culinary". The research was
conducted at the Culinary Arts Vocational
Education Study Program, University of
Muhammadiyah Muara Bungo. The
participants in this research were 1 lecturer who
taught the Professional English course and 11
students. The research instrument used was a
practicality questionnaire (Maydiantoro, 2020)
which was distributed to lecturers and students.
This questionnaire consists of four main
indicators, namely: usable, easy to use,
appealing, cost effective. Each indicator is
measured using a Likert scale with a score
range of 1 to 5, where 1 indicates a very low
level and 5 indicates a very high level.

RESULT AND DISCUSSION
1. Result

Researchers do try out which were carried
out on the book "English for Culinary” based on
Augmented Reality (AR). This tryout aims to
measure the practicality of the book in more
controlled learning conditions before being
implemented on a wider scale. In this test, a
small number of students and lecturers were
involved in using the book in real learning
situations, with a focus on how students and
lecturers interacted with AR-based content,
understanding the material, and improving
English language skills in a culinary context.
This limited testing also assesses aspects such
as the suitability of the material to the
curriculum, the responsiveness of AR
technology, and user satisfaction with the
learning experience offered. The results of this
pilot will provide invaluable initial feedback to
identify the book's strengths and weaknesses,
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as well as determine areas that require
improvement before wider implementation.
Practicality Test Results by Lecturer

The researcher explained the results of
the practicality test of the book "English for
Culinary" based on Augmented Reality (AR)
which was collected through a questionnaire
filled out by the lecturer who taught the English
for Culinary course. This practicality test aims
to get direct views from lecturers regarding the
extent to which this book can be used in
learning, ease of use, attractiveness for users,
and cost efficiency. This questionnaire
functions as a data collection instrument that
measures  lecturers’  experiences  and
assessments of books, covering key aspects
such as practicality of use, relevance of
material to learning needs, as well as the
effectiveness of AR technology in increasing
student engagement (Bonner & Reinders,
2018)The findings from this test provide
valuable insight into ensuring that the book
being developed can meet lecturers'
expectations and needs for teaching English for
Culinary courses in a more interactive and
innovative manner.

Table 1. The Result of Practicality Test

(Lecturer)
No Indicator Score Category
1 Usable 85  Very Practical
2 Easytouse 80 Very Practical
3 Appealing 86  Very Practical

4  Cost effective 84  Very Practical
Average Score 83.7 Very Practical

The results of the practicality test of the
book "English for Culinary" based on
Augmented Reality (AR) show that this
book is generally well received by course
lecturers based on several key indicators
measured through questionnaires.

Practicality Test Results by Students
The researcher explained the results of
the practicality test of the book "English for
Culinary" based on Augmented Reality
(AR) which was carried out through small-
scale trials involving students. This
practicality test aims to evaluate the extent
to which this book is effective, easy to use,
interesting and efficient in supporting the
English for culinary learning process. By
involving students as direct users, this test
measures the learning experience,
interaction with AR features, as well as
students' perceptions regarding the ease
and comfort of using books (Hakiki et al.,

2022). The results of this small-scale trial
provide an initial picture of the strengths
and areas that need to be improved in the
book being developed, to ensure that this
learning material can be implemented
more widely and provide optimal benefits in
supporting students' English skills for

culinary.
Table 2. The Result of Practicality Test
(Students)
No Indicator Score Category
1 Usable 83 Very Practical
2 Easytouse 81 Very Practical
3 Appealing 85 Very Practical
4  Cost effective 82 Very Practical
Average Score 82.7 Very Practical

The practicality test results obtained
from questionnaires filled out by students in
try out showed that the book "English for
Culinary" based on Augmented Reality
(AR) was 82,7 considered good in various
aspects of use.

2. Discussion
Practicality Test Results by Lecturer

Researcher describes the results of
practicality tests on the book "English for
Culinary" based on Augmented Reality
(AR) that has been developed. The
practicality test was carried out to assess
the extent to which this book can be used
effectively and efficiently in learning by
students and lecturers (Creswell, 2012).
The focus of this test is to observe user
experiences related to ease of use,
accessibility, and practical benefits of the
AR-based content offered. This test also
evaluates whether the AR features
embedded in the book are able to support
interactive learning and facilitate the
achievement of the expected learning
objectives. The results of this practicality
test will provide important insight into the
strengths and weaknesses of the book in
everyday learning applications, as well as
provide recommendations for further
improvements to increase effectiveness
and user comfort.

On the usable indicator, this book
received an average score of 85, which
shows that the lecturer considers this book
to be quite functional and suitable for use
in the learning context of the English for
Culinary course. This book is considered
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capable of meeting learning objectives,
both in terms of English language material
that is adapted to the culinary context and
AR features that add an interactive
dimension to the learning process
(Gutierrez et al., 2022; Yuen et al., 2011).

For the easy-to-use indicator, this book
received an average score of 80. This
value shows that, even though this book is
considered quite easy to use, there are still
several aspects that could be improved to
make it easier for users. The lecturer noted
that this book requires time to get used to
the embedded AR features, especially for
users who are less familiar with the
technology (Koca et al., 2019; Okumus &
Savas, 2024). Simpler guides or clearer
usage instructions are needed to help
users understand how to access and utilize
AR-based content more effectively.

On the attractive indicator (appealing),
this book received an average score of 86,
which is the highest score among other
indicators. This value reflects that the AR-
based "English for Culinary" book is
considered very interesting by the
lecturers. The integration of AR technology
with  English learning materials is
considered successful in creating a more
engaging and  enjoyable learning
experience (Smink et al., 2022). Lecturers
appreciate the use of visual and interactive
elements that can attract student attention
and increase student learning motivation,
as well as presenting content in a more
dynamic and contextual format (Andi
Aswan et al., 2019).

The efficient (cost-effective) indicator
obtained an average score of 84, indicating
that this book is considered quite efficient
in terms of costs and resources required for
its use. Lecturers assess that although
there is an initial investment required, such
as an AR-compatible device, the benefits
gained from using this book—especially in
terms of improving the English language
skills of Culinary Arts Vocational Education
Study Program students, make it worth the
cost. The lecturer suggested that costs
could be further optimized by leveraging
existing technological resources or by
ensuring that AR content can be accessed
across various types of devices without any
obstacles (Mutiara et al., 2014).

The practicality test results show that
the AR-based "English for Culinary" book
has great potential to be used effectively in
learning, although there are still several
areas that can be improved, especially
related to ease of use for all levels of users
and efforts to further optimize cost
efficiency.

Practicality Test Results by Students

On the usable indicator, this book
received an average score of 83. This
value indicates that students feel that the
book is suitable and effective enough to
use in learning. Students assessed that the
AR content and features provided had met
their English learning needs in a culinary
context, provided relevant and applicable
information, and helped improve overall
understanding of the material (Alvarez et
al., 2012). However, there are several
suggestions for adding a variety of more
challenging AR-based activities to better
suit students' ability levels.

For the easy-to-use indicator, this book
received an average score of 81. This
value shows that although this book is
generally considered easy to use, there are
several challenges experienced by
students, especially related to the
accessibility of AR features. Some
students expressed that they faced some
difficulties the first time they used AR
applications, such as understanding usage
instructions and navigating the application
interface (Wei et al.,, 2015). Students
suggested improvements in usage guides
or clearer interactive tutorials to help new
users adapt to the technology more quickly
and easily.

The interesting indicator (appealing)
gets an average score of 85, which shows
that this book has succeeded in attracting
students’ attention and interest. The
integration of learning content with AR-
based visual and interactive elements is
considered effective in creating a more
lively and engaging learning experience.
Students feel that AR features, such as
animated cooking techniques and
visualization of food ingredients, provide a
new dimension in learning English that is
more fun and less boring (Tam & Tsang,
2023). This reflects that the existing AR
content design and interactive elements
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are (quite attractive and can maintain
student learning motivation (Chookaew et
al., 2017).

On the efficient (cost-effective)
indicator, this book received an average
score of 82, indicating that students
generally consider the use of this book to
be quite efficient in terms of cost and time.
Students feel that although there is a need
to have devices that are compatible with
AR technology, the benefits gained from
using this book in learning such as
increased understanding of the material
and English language skills in the culinary
field can offset the investment required
(Rifa Urbah & Rauuf Oktavian Nur, 2020).
However, there are several suggestions
that book developers can pay more
attention to the accessibility of AR content
on various devices, so that using these
books becomes more cost-effective for all
students.

The practicality test results from
students show that the AR-based "English
for Culinary" book has good potential for
use in learning. Even though it is
considered interesting and suitable for
learning needs, there are several areas
that require improvement, especially in
making it easier to access AR features and
expanding the range of accessibility so that
it is more cost-effective for all users.

The findings from this research have
several important implications, both for the
development of learning media and for the
implementation of learning in the
classroom. Assessments from lecturers
show that AR technology helps increase
learning effectiveness by making it easier
to understand the material, especially
through interactive visualization
(Kaenchan, 2018). Meanwhile, from a
student perspective, the integration of AR
makes learning more interesting, fun, and
supports their understanding of specific
English terms in culinary terminology
(Belda-Medina & Calvo-Ferrer, 2022).

Using AR not only provides a more
interesting learning experience, but also
helps students understand technical or
specific material, such as English
terminology in culinary (Rifa Urbah & Rauuf
Oktavian Nur, 2020). Therefore, the
integration of this technology can be an
approach to increasing student

involvement in learning, while
strengthening their abilities in English and
vocational skills (Banham, 2023).

A high level of practicality, AR can be
considered an efficient learning aid and
worthy of use (Habibi et al., 2019).
Therefore, educational institutions and
lecturers can adopt this method to optimize
the learning process without requiring too
much additional costs, considering that AR
can be accessed via smart devices that
students generally already own.

CONCLUSION

Based on the results of the research
that has been carried out, it can be
concluded that the book "English for
Culinary" which is equipped with
Augmented Reality (AR) technology has a
very high level of practicality, both
according to the assessment of lecturers
and students. The practicality indicators
assessed include usable, easy to use,
appealing, and cost-effective, all of which
received an average score of 83.7. This
value shows that this book is considered
very practical for use in the process of
learning English in the culinary field.

Assessments from lecturers show
that AR technology helps increase learning
effectiveness by making it easier to
understand the material, especially through
interactive visualization. Meanwhile, from a
student perspective, the integration of AR
makes learning more interesting, fun, and
supports their understanding of specific
English terms in culinary terminology.

The results of this research provide a
basis for applying AR technology in various
other vocational study programs and open
opportunities for further research regarding
the effectiveness of AR technology in
improving learning outcomes in various
scientific disciplines.
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