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Abstract 

The current study examined the perceived relative advantage of using smart glasses compared to using 

smartphones and tablets in order to interact with the content of augmented reality books. The sample 
consisted of 16 secondary education teachers of various subjects and 30 secondary education students, 
who interacted with augmented reality material in several schoolbooks’ pages using the three 

aforementioned devices. The data were collected through semi-structured interviews based on the 
“relative advantage” variable of the Innovation Diffusion Theory. Data analysis showed that smart 

glasses are superior to other devices regarding the following affordances: hands-free access, first-person 
view, and sense of presence. Because of these affordances, there are certain advantages in teaching and 

learning such as greater concentration, increased motivation, enjoyment, pleasure, and interaction 
enhancement. The results have certain implications regarding the utilization of smart glasses and 
augmented reality books in education. 

Keywords: Augmented reality books and smart glasses, Perceived relative advantage, Mobile technology 
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Introduction 

Augmented Reality (AR) is one of several emerging technologies in education. The majority 
of research outcomes affirm that it can enhance student performance and increase their 
motivation and engagement in the learning process (Akçayır & Akçayır, 2017; Arici et al., 
2019; Mazzuco et al., 2022). Image-based AR applications appear to be of particular research 
interest in recent years, one such example being AR books. These are printed books the pages 
of which are augmented and presented through use of digital content such as 3D objects, 
sound, and videos (Danaei et al., 2020). Viewing the augmented content is achieved through 
activation of a specific application on a computer or a mobile technology device. The added 
value of AR books lies in the presence of digital and virtual objects in the books’ printed 
content and the real-time interaction with them. This results in the ability to access digital 
content and activities that contribute to the enhancement and better understanding of the 
static textual information and images of a book’s page (Danaei et al., 2020). 

In the near future, AR books are expected to be utilized in teaching and learning to a larger 
degree than they currently are. There are two reasons for this. The first one is the increasing 
number of commercial AR books with educational content. The second one is the increasing 
availability of easy-to-use AR development tools (Lytridis et al., 2018; Mota et al., 2018), 
through which the teachers themselves can create their own augmentations for the textbooks’ 
units/modules that they teach. In this context, the research community has conducted a 
significant number of studies on AR books in education and the factors that affect their 
integration. These studies focus mostly on the books’ design and formative evaluation (e.g., 
Martín-Gutiérrez et al., 2015; Corrêa, 2016), their impact on learning (e.g., Cheng & Tsai, 2014; 
2016; Cheng, 2017) and the perceptions of pre-service (Koutromanos & Mavromatidou, 2021) 
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and in-service teachers (Kazakou & Koutromanos, 2022) regarding the utilization of these 
books in their teaching.  

A review of the literature reveals a research gap regarding which device provides a 
superior viewing experience of AR book content, and what relative advantage each device 
has compared to the others. Until today, the viewing of AR books was achieved mostly 
through use of smartphones and tablets. However, the advanced characteristics and 
upgraded affordances of modern wearable devices like AR smart glasses contribute to the 
development of an ideal platform for AR presentation in books. AR smart glasses differ from 
other devices in that they possess unique characteristics such as hands-free access, contextual 
information, sense of presence, immersion, and first-person view (Bower & Sturman, 2015). 
In the context of the Metaverse era, it is expected that progressively more schools will acquire 
augmented, virtual or mixed reality glasses. Hence, exploring the affordances and advantages 
of smart glasses as a means of viewing AR books compared to other devices (tablets, 
smartphones) can help the educational community to better utilize them in the future and 
provide students with optimized immersive experiences. 

The purpose of the present study was to examine the perceived relative advantage of 
utilizing AR glasses to view augmented books compared to tablets and smartphones, 
according to teachers and students. The examination of the perceived relative advantage of 
smart glasses as a means of viewing AR books was based on the theoretical framework of the 
Innovation Diffusion Theory (IDT) (Rogers, 1996). According to this theory, a relative 
advantage is defined as the degree to which an innovation is better than its antecedent. In the 
current study, the perceived relative advantage is the degree to which teachers and students 
believe that AR smart glasses are superior to mobile technology devices (i.e., tablet and 
smartphone) in viewing AR books. The investigation of this factor in the context of the 
acceptance of a technology is of particular value, because the greater the perceived relative 
advantage of an innovation the faster the innovation will be adopted (Jeong, 2017). The 
investigation of the perceived relative advantage has been utilized in studies on both digital 
technologies (e.g., Swani, 2021) and, recently, on the impact it has on teachers’ perceived 
usefulness in using AR applications in their teaching (Koutromanos & Mikropoulos 2021). 

The current paper is structured as follows: the next section presents indicative results of 
the literature review regarding the affordances and advantages of using AR glasses and 
mobile devices in education. What follows are the sections of Methodology and Results. The 
paper closes with the Conclusions and Discussion section, which includes research limitations 
and suggestions for future research. 

Related work 

There is a lack of studies regarding the affordances of smart glasses in teaching and learning. 
The only related study is the one by Bower & Sturman (2015), which focuses on the 
affordances of two particular types of smart glasses, i.e., Google Glass and Oculus Rift. The 
sample they used consisted of 66 experts in educational technology topics from higher 
education institutions of various countries, who completed an online questionnaire. The 
experts who participated in the study perceive the following affordances of smart glasses: 
providing information in any context, ability to record information, ability to create scenarios 
which utilize simulation, and communication between students or between the students and 
the teacher. Furthermore, experts believe that smart glasses enable increased user 
engagement, direct view of an environment, on-site assistance by the teacher, and hands-free 
access. Moreover, further affordances of smart glasses recognized by experts include: 
seamless feedback, efficiency in teaching and learning, enhanced sense of presence, 
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distribution of educational resources, disconnection from the usual workplace, and 
gamification opportunities.  

There are more studies on the affordances and advantages of mobile devices. For instance, 
Klopfer et al. (2002) developed and examined a simulation platform which utilizes AR and 
refers to environmental education, based on the affordances of mobile devices. According to 
the researchers, mobile devices have five characteristics which create pedagogical 
affordances. These are: (a) portability, thanks to which the user can go anywhere with the 
device, (b) social interaction, i.e., collaboration and face-to-face data exchange, (c) connectivity 
to other devices or one shared net, (d) context sensitivity, i.e., the ability to gather both real-
life and simulated data within a certain environment, and (e) individuality, i.e., the 
opportunity for individual instructional support in the learning process (scaffolding).  

Churchill & Churchill (2006) investigated the affordances of PDA technology by 
conducting a case study that lasted six months and included a technical education teacher. 
Their study revealed five affordances of PDA technology. These are: (a) access to multimedia 
resources or material, (b) opportunities for interconnection between users in the context of 
communicating, discussing, and exchanging ideas, (c) photographing, (d) representation of 
knowledge and ideas, and (e) the use of PDA as a tool for data analysis.   

Song (2011) also studied PDAs, examining the factors which affect university students’ 
perceptions regarding the affordances of PDAs as well as the way they are used in the context 
of their academic studies. The study lasted one year and included e-journals, artifacts created 
by students through PDAs, and interviews. According to the study’s results, one of the 
affordances of PDAs is that they constitute tools for multimedia access and collection to 
facilitate learning through searching, deliberation, visualization, and development. 
Furthermore, PDAs can function as: communication tools, for learning through dialogue; 
connectivity tools, for learning through sharing; representation tools, for learning through 
visualization; and knowledge construction tools. Moreover, it was shown that PDAs are also 
regarded as tools of multiple use for various learning activities.   

Cochrane & Bateman (2010) presented an overview of the pedagogical affordances of the 
integration of mobile Web 2.0 tools regarding smartphones when used in tertiary education. 
These affordances are based on a variety of activities that can be performed through 
smartphones: video streaming (i.e., real-time recording and distribution of events), Geo 
tagging (e.g., of photographs or events on a map), micro-blogging collaboration, Txt 
notifications (e.g., in lesson announcements), direct image and video blogging of ideas and 
events, mobile codes, enhanced student podcasts, and social networking, which can be 
achieved through collaboration in groups. 

The literature review by Major et al. (2017) about the impact of tablet use in learning results 
examined the affordances of these devices, among other things. Most specifically, the 
researchers examined 33 studies that utilized tablets in schools and recorded four affordances 
which could possibly contribute to a positive impact of tablet use in learning. These are: (a) 
high degree of ease of use and the ability to incorporate various technical characteristics, such 
as camera or microphone, (b) easy configuration of the device, which supports inclusion, (c) 
touchscreen, which has an advantage over book pages regarding the representation of the 
information, and (d) availability and portability of tablets, which, when combined with 
immersive learning experiences, can contribute to situated and ubiquitous learning.   

More recently, Tabuenca et al. (2021) examined the affordances of smartphones when used 
as “smart learning environments”, conducting a literature review of 68 articles published 
from 2000 to 2019. According to the results of the review, smartphones are adaptable in the 
user’s learning environment; traceable thanks to their various sensors; recommenders, i.e., 
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they offer feedback and make recommendations based on already conducted learning 
activities; and pattern-recognizers, as they have the ability to recognize users’ activity and 
behavior patterns. Furthermore, smartphones are also characterized as engaging, since they 
offer opportunities for personalized learning experiences; efficient regarding the performance 
and engagement; effective regarding learning; real-time interactive; and collaborative. 

Methodology 

The current study is qualitative and collected data through semi-structured interviews of 
secondary education teachers and students. It was conducted in May 2022 and all necessary 
protective measures against COVID-19 were taken during its preparation and conduction.  

Sample 

In the current study, 16 secondary education teachers (T1 to T16) and 30 secondary education 
students (S1 to S30) participated voluntarily. This sample came from two Senior High Schools 
(General Lyceums) in East Attica, Greece. The teacher sample consisted of 12 (75%) women 
and four (27%) men. Their average teaching experience was 15.8 years. Their areas of expertise 
were Greek Language and Philology (N=7), Mathematics (N=3), Natural Sciences (N=1), 
English Language and German Language (N=2), Informatics (N=2), and Economy (N=1). Out 
of the 16 teachers, eight were certified in Information and Communications Technology (ICT). 
However, 13 out of 16 teachers (81.25%) stated they use ICT in teaching.  

The student sample consisted of 18 (60%) female and 12 (40%) male students. Out of them, 
11 (36.67%) were first-grade students, 18 (60%) were second-grade students, and one (3.33%) 
was a third-grade student.  

Data collection and processing 

In order to examine teachers and students’ perceptions regarding the relative advantage of 
using smart glasses for the utilization of AR books in their teaching and learning respectively, 
the study was conducted in three phases.  

In Phase 1, the teachers attended –in groups of four– a presentation about the theoretical 
framework of Augmented Reality, AR books and smart glasses. More specifically, there was 
a presentation of their definitions, characteristics, and utilization possibilities in the 
educational process (duration: 45 min). In Phase 1, the students –also in groups of four– were 
informed about AR books and smart glasses. The characteristics of AR smart glasses were 
emphasized and their differences from Virtual Reality glasses were explained (duration: 30 
min).  

In Phase 2, the teachers in their schools’ computer labs were familiarized with the use and 
affordances of the ZapWorks platform in order to be able to utilize AR for the development 
of their own AR pages in the schoolbooks they teach (duration: 1 hour). Also in Phase 2, 
teachers subsequently developed one or two AR pages in their schoolbooks. Afterwards, they 
viewed these pages with three different devices: smart glasses, tablet, and smartphone, via 
ZapWorks’ Zappar application. The smart glasses device used was an Epson Moverio BT-300 
pair of AR glasses (duration: 1 hour). In Phase 2, also in the computer lab, students wore the 
smart glasses and navigated through their various applications. Then, they projected 
augmented pages of their schoolbooks which had been created by the researchers of the 
current study. The augmented objects were images, videos, virtual tours, websites, and digital 
games. The augmented objects’ educational content was on the subjects of History, 
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Mathematics, Biology, Physics, and Social sciences. The same pages were later projected 
through tablet and smartphone (duration: 1 hour).  

In Phase 3, teachers and students participated separately in semi-structured interviews. 
The questions revolved around the topic “Which do you believe are the advantages of 
utilizing augmented reality books through the use of smart glasses compared to other mobile 
technology devices such as tablet and smartphone?” (duration: 20-30 min). This question 
aimed at investigating the perceived relative advantage which, as mentioned in the 
Introduction section, was based on the theoretical framework of the Innovation Diffusion 
Theory. 

Analysis 

To analyze qualitative data, thematic analysis (Creswell, 2012) was used. This means to 
identify, organize, and comprehend patterns of meaning contained within a data set (Braun 
& Clarke, 2012). It is divided into six stages: familiarization of the researcher with the research 
material, codification, search for themes, reviewing themes, definition and renaming of 
themes, and presentation of findings. Thematic analysis was conducted by two researchers of 
ICT in education. 

Results 

Out of the 16 teachers, 14 (N=87.5%) believed smart glasses were superior to tablets and 
smartphones regarding the projection of pages of AR books. Two teachers from the sample 
(N=12.5%) who mentioned they do not believe smart glasses have an advantage over the other 
mobile technology devices stated they prefer the tablet for the projection of augmented books. 
According to the first teacher, the tablet’s larger screen makes it easier-to-use compared to the 
glasses, while the second teacher described looking through the smart glasses as tiring. All 30 
students believed smart glasses are superior to tablets and smartphones. 

According to the results following the analysis of the teachers and students’ interviews, 
using smart glasses to interact with AR books is superior to using tablets and smartphones 
thanks to the smart glasses’ unique affordances, namely hands-free access, first-person view, 
and sense of presence. These affordances, in turn, result in several advantages, such as greater 
concentration on the content of AR books, increased motivation, personalized learning, 
pleasure, and enjoyment. These results are presented in the following subsections. 

Affordances  

One of the unique affordances of utilizing AR books through smart glasses, as opposed to 
other mobile technology devices, mentioned by the 14 teachers and 30 students is hands-free 
access. According to them, this affordance leaves students with both hands free, which they 
can use in the meantime for any other book-related activity (e.g., turning pages, completing 
the books’ exercises, etc.). One more affordance of smart glasses compared to other devices 
according to teachers and students is first-person view. This contributes to a better viewing 
of a book’s augmented content; in other words, they have it right in front of them. 
Furthermore, they also regard the sense of presence as an important affordance. This is 
defined as the user’s feeling of being “inside” the AR book’s content. Table 1 presents 
indicative excerpts of the teachers and students’ interviews regarding the affordances of smart 
glasses in their interaction with AR books. 
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Table 1. The affordances of smart glasses in the context of interacting with AR books 

Affordances Teachers Students 

Hands-free access T3 “The advantage is that you have 
your hands free.” 

T8 “The fact that you do not have to use 
your hands is the most important 

advantage.” 

S4 “When I use the smartphone, I have to 
use my hands, which is tiring.” 

S15 “I wear the glasses, so I keep my 

hands free.” 

First-person view T1 “They are preferable because they 
offer a natural view. I mean, you have 

the book content before your eyes.” 

T9 “The content is in front of you… 
You can see what you need to see… 

Everything is within your field of view.” 

S6 “Even though the glasses’ screen is 

small, the books are before my eyes.” 
S24 “…they are superior because you do 
not have many devices around you nor do 
you need to turn from your screen to your 
book and vice versa. Everything is there 

before you.” 
Sense of presence T10 “With the glasses, I am inside the 

picture, inside the book content.” 

T11 “You feel you are part of what you 
see. There is a feeling of reality in which 

you belong.” 

T12 “With the glasses, students felt they 
were there, in the book. This 

differentiates them from the other 
devices.” 

S25 “It is as if I am in it. We do not just 
see it, we live it. I feel what I see. While, 

with other devices, I just look.” 

S28 “Glasses are better in terms of 
directness, immediateness. I am already 

there, right inside the book.” 

Advantages in teaching and learning 

The teachers and the students mentioned several advantages in viewing AR book content 
through smart glasses compared to tablets or smartphones. These advantages are presented 
in Table 2 alongside some indicative answers from the participants’ interviews. Out of them, 
greater concentration, enjoyment, and pleasure are common in both samples. According to 
the teachers, students can remain concentrated on and engaged in the educational process 
much better than when using the other two devices. According to the teachers, this is thanks 
to first-person view and the sense of presence. The same advantage was also mentioned by 
the entirety of the students. They asserted that the other mobile devices would distract them, 
justifying it by saying that they are used to utilizing them in their leisure time, more for 
entertainment and communication applications and less for educational purposes. Therefore, 
they believe that using smartphones or tablets will lead them to open other apps like social 
media during the lesson, which will distract them from the AR books’ content, while this will 
not be the case with the smart glasses. As for the advantages of enjoyment and pleasure, 
teachers mentioned they apply both to students and to themselves.  

The rest of the advantages in Table 2 were mentioned only by teachers. One of them is 
students’ increased motivation. Teachers believe that the affordances of smart glasses create 
an appealing environment of AR book content viewing, which contributes to the student’s 
increased motivation to engage in it, compared to using other devices. One additional 
advantage of smart glasses over mobile devices is the opportunities it offers for personalized 
learning. According to the teachers, this means that the glasses can be utilized in a targeted 
way for each student (in specific activities or in a particular subject) so that each student can 
follow their own pace in learning.  
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Table 2. The advantages of using smart glasses in viewing AR books 

Advantages Teachers Students 

Greater 
concentration  

T5 “Students can concentrate more 
easily, each one on their own part.” 

T16 “Concentrating is easier with smart 
glasses. With other mobile devices, there 

is distraction.” 
T16 “If students wear smart glasses, 

they can fully concentrate, as opposed to 
when using other devices. Their 

attention is not distracted, because 
smart glasses help them concentrate on 

the book’s content.” 
 

S1 “Smart glasses do not encourage 
distractions. Mobile devices cause us to 

lose concentration because we access social 
media through them. I use smart glasses 

only for studying.” 
S5 “It is easier to concentrate with smart 
glasses and easier to be distracted with the 

other devices.” 
S17 “Smart glasses make me concentrate 

on what I see.” 

S21 “I will only have lesson-related 
applications in the smart glasses, which 

means greater attention to and 
concentration on the lesson. The 

smartphone tempts you to play with other 
apps; it can distract you.” 

Enjoyment T10 “Smart glasses make the 
educational procedure more appealing. 

My lesson will be more enjoyable.” 
T1 “AR viewing with smart glasses is a 
very entertaining experience. Even more 

so for younger ages.” 

S2 “It is nicer and more enjoyable to be 
able to read and see through smart 

glasses.” 
S1 “If we wore smart glasses, studying 

would be a game. I mean, it is fun.” 

Pleasure T4 “The use of AR with the glasses was 
extremely pleasurable! It feels like an 

escape from the typical, everyday 
lesson.” 

T5 “AR via smart glasses was very 
pleasant. It seems like a technological 
world for students. The whole thing is 

very modern and harmonized with their 
interests. It is also pleasant for me, as I 

escape from the classic printed book 
pattern.” 

S4 “It was more pleasing to scan AR with 
the smart glasses on.” 

S12 “I found it very pleasant that I could 
move with the smart glasses on without 

losing contact with the real-world 
environment. When I used other devices, 

it was harder…” 

 

Increased 
motivation 

T12 “The glasses provide greater 
motivation for students’ participation, 
because they stimulate interest more 

than the other devices.” 

T6 “I believe that the projection of 
augmented objects in the books through 
smart glasses is a motive for students.” 

----------- 

Personalized 
learning 

T6 “If we can use them at will in a 
personalized way, e.g., for students who 

have not understood something, then 

they are superior.” 
T16 “Given that not all students have 

the same abilities, the same pace or even 
the same preferences in class, I believe 
smart glasses can contribute to what is 

called ‘personalized learning’.” 

----------- 

Communication T12 “There is going to be greater 
interaction between the students because 

they will discuss about where they are 

----------- 
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and what they see. They offer 
opportunities for discussion, unlike 

other devices.” 

Visualization T11 “When using smart glasses, all the 
senses are stimulated. It is a more 
experiential learning, i.e., a better 

learning.” 
T5 “Everything is more vivid through 

smart glasses. So, they can assist 
comprehension more than other 

devices.” 

----------- 

Interaction 

enhancement 

T9 “Students will participate even more 
in the procedure and interact better with 
the augmented objects if they use smart 

glasses instead of other devices.” 
T16 “Students are no longer passive 
participants. They can interact with 

what they see through the smart glasses. 
Projection through the glasses was more 
interactive compared to the smartphone 

or the tablet.” 

----------- 

Skill development 
efficiency 

T4 “…Using smart glasses in their 
study, students definitely acquire skills, 

such as text comprehension, 
mathematical and spatial skills.”  

T7 “Smart glasses change the students’ 
role and make them more active. The 
students stop relying on me to find 

knowledge, they can find it by 
themselves. They have the opportunity 
to develop important skills, because the 

notion ‘I learn how to learn’ is 
promoted. This means they can search, 

discover, and have a better 
understanding of space and objects.” 

----------- 

One more advantage is communication. Teachers believe utilizing AR books through 
smart glasses will be a unique experience for students and will contribute to an enhanced 
communication between them in the context of discussing their experiences. The various 
visual stimuli which the smart glasses offer constitute one more advantage compared to other 
mobile devices. Thanks to them, the lesson is enriched, leading to a better understanding 
according to the teachers. The teachers also believe that smart glasses can contribute more 
effectively to the enhancement of students’ participation and their interaction with 
augmented learning objects. Moreover, according to the teachers, the use of smart glasses by 
students can also enhance the development of various skills, such as spatial skills. 

Conclusions and discussion  

The purpose of the current study was to investigate the perceptions of secondary education 
teachers and students regarding the relative advantage of interacting with AR books through 
smart glasses compared to smartphones and tablets. Based on the analysis of the results, smart 
glasses are considered superior to the other two devices when used for viewing AR books. 
Their superiority lies in their unique affordances, which make them stand out from other 



Integration and Use of ICT in the Educational Process 

Part 2 – Research articles 

63 

digital technologies. More specifically, these affordances are: hands-free access, first-person 
view, and sense of presence. These affordances are in accordance with previous studies that 
examined either the relative advantage or the affordances of wearable technologies and/or 
AR in education (Bower & Sturman, 2015; Koutromanos et al., 2020; Wu et al., 2014). 
Furthermore, this study revealed several advantages of AR smart glasses when used with AR 
books. According to the teachers, these advantages concern teaching and learning and derive 
from the affordances of smart glasses. Specifically, these advantages are greater concentration, 
enjoyment, pleasure, increased motivation, personalized learning, communication, 
visualization, interaction enhancement, and skill development efficiency. These are 
advantages corroborated by previous research literature about AR in education (Radu, 2014; 
Ibáñez & Delgado-Kloos, 2018; Koutromanos et al., 2020; Cai et al., 2022; Mazzuco et al., 2022). 
Therefore, the study’s results confirm and enhance previous literature regarding wearable 
technologies and AR in education. 

To the best of our knowledge, the current study is the first to examine the perceptions of 
in-service teachers and students regarding the utilization of AR books through smart glasses 
and mobile technology devices. Its results enhance the existing literature both on smart 
glasses in the field of education and on AR in teaching and learning. Moreover, these results 
provide certain implications. Education, among several other fields, is already gradually 
entering the Metaverse era. Smart glasses and AR books offer immersive experiences which 
can, in turn, bring added value to many subjects/disciplines compared to traditional teaching 
or other digital technologies. In order for teachers to fully comprehend new educational 
opportunities and the advantages of smart glasses and AR books, these technologies should 
be included in official educational policies. This can happen initially by providing the 
necessary infrastructure in school units (e.g., providing smart glasses and high-speed Internet 
connection). Meanwhile, the design of a pedagogical and technological teacher training 
program can be realized, so that teachers are able to create their own augmentations in their 
schoolbooks and integrate them effectively in teaching and learning.  

The current study has two limitations. The first one is that the sample is convenient, as it 
consists only of students and teachers of secondary education. The second limitation is that 
only one particular smart glasses model was utilized (Epson Moverio BT-300). Possibly, the 
use of a different smart glasses model (e.g., Microsoft HoloLens 2) would give different 
results. While keeping in mind the aforementioned limitations, future studies could examine 
the perceived relative advantage of using AR books with smart glasses compared to 
smartphones and tablets in real-life learning conditions.  

References 

Akçayır, M., & Akçayır, G. (2017). Advantages and challenges associated with augmented reality for 

education: A systematic review of the literature. Educational Research Review, 20, 1–11. 
https://doi.org/10.1016/j.edurev.2016.11.002  

Arici, F., Yildirim, P., Caliklar, Ş., & Yilmaz, R. M. (2019). Research trends in the use of augmented reality 

in science education: Content and bibliometric mapping analysis. Computers & Education, 142, 
103647. https://doi.org/10.1016/j.compedu.2019.103647  

Bower, M., & Sturman, D. (2015). What are the educational affordances of wearable technologies? 
Computers & Education, 88, 343–353. https://doi.org/10.1016/j.compedu.2015.07.013 

Braun, V., & Clarke, V. (2012). Thematic analysis. In H. Cooper, P. M. Camic, D. L. Long, A. T. Panter, D. 
Rindskopf & K. J. Sher (Eds.), APA handbook of research methods in psychology, Vol. 2: Research designs: 
Quantitative, qualitative, neuropsychological, and biological (pp. 57–71). American Psychological 

Association. 



7th Panhellenic Scientific Conference 

Conference Proceedings 

64 

Cai, Y., Pan, Z., & Liu, M. (2022). Augmented reality technology in language learning: A meta-analysis. 
Journal of Assisted Learning, 1–17. https://doi.org/10.1111/jcal.12661   

Cheng, K. H., & Tsai, C. C. (2014). Children and parents’ reading of an augmented reality picture book: 
Analyses of behavioral patterns and cognitive attainment. Computers & Education, 72, 302–312. 

https://doi.org/10.1016/j.compedu.2013.12.003 
Cheng, K. H., & Tsai, C. C. (2016). The interaction of child–parent shared reading with an augmented 

reality (AR) picture book and parents' conceptions of AR learning. British Journal of Educational 

Technology, 47(1), 203–222. https://doi.org/10.1111/bjet.12228 
Cheng, K.-H. (2017). Reading an augmented reality book: An exploration of learners’ cognitive load, 

motivation, and attitudes. Australasian Journal of Educational Technology, 33(4), Article e4. 
https://doi.org/10.14742/ajet.2820  

Churchill, D., & Churchill, N. (2008). Educational affordances of PDAs: a study of a teacher's exploration 

of this technology. Computers & Education, 50(4), 1439–1450. 
https://doi.org/10.1016/j.compedu.2007.01.002 

Cochrane, T., & Bateman, R. (2010). Smartphones give you wings: pedagogical affordances of mobile Web 
2.0. Australasian Journal of Educational Technology, 26(1), Article e14. 

https://doi.org/10.14742/ajet.1098  
Corrêa, A. G. D. (2016). Interactive books in augmented reality for mobile devices: A case study in the 

learning of geometric figures. In Mobile Computing and Wireless Networks: Concepts, Methodologies, 

Tools, and Applications (pp. 1238–1256). IGI Global. 
Creswell, J. W. (2012). Educational research: Planning, conducting, and evaluating quantitative and qualitative 

research (4th ed.). Pearson Education Inc. 
Danaei, D., Jamali, H. R., Mansourian, Y., & Rastegarpour, H. (2020). Comparing reading comprehension 

between children reading augmented reality and print storybooks. Computers & Education, 153, 
103900. https://doi.org/10.1016/j.compedu.2020.103900   

Ibáñez, M. B., & Delgado-Kloos, C. (2018). Augmented reality for STEM learning: A systematic review. 

Computers & Education, 123, 109–123. https://doi.org/10.1016/j.compedu.2018.05.002 
Jeong, S. C., Kim, S.-H., Park, J. Y., & Choi, B. (2017). Domain-specific innovativeness and new product 

adoption: A case of wearable devices. Telematics and Informatics, 34(5), 399–412. 
https://doi.org/10.1016/j.tele.2016.09.001  

Kazakou, G., & Koutromanos, G. (2022). Augmented reality books and smart glasses: A case study on in-
service teachers’ views. In Chan, T.-W., Chang, M., Hwang, G.-J., Ogata, H., Kong, S. C. (Eds), The 
1st International Workshop on Metaverse and Artificial Companions in Education and Society (MetaACES 

2022) (p. 7). Hong Kong: The Education University of Hong Kong. ISBN: 978-988-8636-81-5. 
Retrieved July 26, 2022, from 
https://www.eduhk.hk/metaaces2022/download/MetaACES%202022-Proceedings-

20220627.pdf 
Klopfer, E., Squire, K., & Jenkins, H. (2002). Environmental detectives: PDAs as a window into a virtual 

simulated world. Proceedings of IEEE international workshop on wireless and mobile technologies in 
education, (pp. 95–98). https://doi.org/10.1109/WMTE.2002.1039227 

Koutromanos, G., & Mavromatidou, E. (2021). Augmented reality books: What student teachers believe 

about their use in teaching. In: Tsiatsos T., Demetriadis S., Mikropoulos A., Dagdilelis V. (Eds), 
Research on E-Learning and ICT in Education (pp. 75–91). Springer, Cham. 

https://doi.org/10.1007/978-3-030-64363-8_5 
Koutromanos, G., & Mikropoulos, T. A. (2021). Mobile augmented reality applications in teaching: A 

proposed technology acceptance model. Proceedings of 2021 7th International Conference of the 
Immersive Learning Research Network (iLRN), USA, (pp. 1–8), 
https://doi.org/10.23919/iLRN52045.2021.9459343 

Koutromanos, G., Mavromatidou, E., Tripoulas, C., & Georgiadis, G. (2020). Exploring the educational 
affordances of augmented reality for pupils with moderate learning difficulties. Proceedings of the 
9th International Conference on Software Development and Technologies for Enhancing Accessibility and 
Fighting Info-exclusion (DSAI 2020). Association for Computing Machinery, USA, (pp. 203–207). 
https://doi.org/10.1145/3439231.3439250 



Integration and Use of ICT in the Educational Process 

Part 2 – Research articles 

65 

Lytridis, C., Tsinakos, A., & Kazanidis, I. (2018). ARTutor—an augmented reality platform for interactive 
distance learning. Education Sciences, 8(1), 6. https://doi.org/10.3390/educsci8010006 

Major, L., Haßler, B., & Hennessy, S. (2017). Tablet use in schools: impact, affordances and considerations. 
In: Marcus-Quinn, A., Hourigan, T. (Eds), Handbook on Digital Learning for K-12 Schools (pp. 115–

128). Springer, Cham. https://doi.org/10.1007/978-3-319-33808-8_8 
Martín-Gutiérrez, J., Fabiani, P., Benesova, W., Meneses, M. D., & Mora, C. E. (2015). Augmented reality 

to promote collaborative and autonomous learning in higher education. Computers in Human 

Behavior, 51, 752–761. https://doi.org/10.1016/j.chb.2014.11.093 
Mazzuco, A., Krassmann, A. L., Reategui, E., & Gomes, S. R. (2022). A systematic review of augmented 

reality in chemistry education. Review of Education, 10(1), Article e3325. 
https://doi.org/10.1002/rev3.3325 

Mota, J. M., Ruiz-Rube, I., Dodero, J. M., & Arnedillo-Sánchez, I. (2018). Augmented reality mobile app 

development for all. Computers & Electrical Engineering, 65, 250–260. 
https://doi.org/10.1016/j.compeleceng.2017.08.025 

Radu, I. (2014). Augmented reality in education: a meta-review and cross-media analysis. Personal and 
ubiquitous computing, 18(6), 1533–1543. https://doi.org/10.1007/s00779-013-0747-y 

Rogers, E. M. (1996). Diffusion of innovations (4th ed.). Free Press.  
Song, Y. (2011). What are the affordances and constrains of handled devices for learning in higher 

education. British Journal of Educational Technology, 42(6), 163–166. https://doi.org/10.1111/j.1467-

8535.2011.01233.x 
Swani, K. (2021). To app or not to app: A business-to-business seller’s decision. Industrial Marketing 

Management, 93, 389–400. https://doi.org /10.1016/j.indmarman.2020.05.033 
Tabuenca, B., Serrano-Iglesias, S., Martin, A. C., Villa-Torrano, C., Dimitriadis, Y., Asensio-Pérez, J. I., & 

Kloos, C. D. (2021). Affordances and core functions of smart learning environments: A systematic 
literature review. IEEE Transactions on Learning Technologies, 14(2), 129–145. 
https://doi.org/10.1109/TLT.2021.3067946 

Wu, T., Dameff, C., & Tully, J. (2014). Integrating Google Glass into simulation-based training: 
experiences and future directions. Journal of Biomedical Graphics and Computing, 4(2), 49–54 

https://doi.org/10.5430/jbgc.v4n2p49 
  



7th Panhellenic Scientific Conference 

Conference Proceedings 

66 

 


