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Development Model of Interactive Augmented Reality for Smart Classroom 
                             

Unchulee Suwattana1* Wallop Pattanapong2 and Krismant Whattananarong3 
 

Abstract 
This study aimed to develop interaction model by using Augmented Reality for Smart Classroom. 

The specific objectives of the study were to: 1)  developed interaction model with Augmented Reality for 
Smart Classroom,  and 2)  study practical results of interaction model with Augmented Reality for Smart 
Classroom, consisted of  a) learner’s participation using interaction model with Augmented Reality for 
Smart Classroom, b) learner’s achievement using interaction model with Augmented Reality for Smart 
Classroom and c) learner’s satisfaction using interaction model with Augmented Reality for Smart 
Classroom. Sample group for this study was selected by a purposive sampling method of twenty four of 
grade nine welding- class student in Rittiyawannalai School. Data were analyzed by using mean, standard 
deviation and statistical hypothesis t-test for dependent samples. Research results revealed that: 1) 
interaction model with Augmented Reality for Smart Classroom consisted mainly of  five  elements which 
are input, education process, output, education resource and feedback and showned  a) maximum IOC 
assessed and approved by experts  b) satisfaction of learner toward interaction model with Augmented 
Reality for Smart Classroom were on maximum c) participation of learner using interaction model with 
Augmented Reality for Smart Classroom were on maximum level and d) achievement of learner using 
interaction model with Augmented Reality for Smart Classroom shown post-test level were statistically 
significant higher than pre-test level at 0.5. In conclusion, developed interaction model development with 
Augmented Reality for Smart Classroom can be efficiently suitably implemented in education.  
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