Appendices
References of 33 eligible empirical studies included in this systematic review
Alemi, M., & Khatoony, S. (2020). Virtual reality assisted pronunciation training (VRAPT)
for young EFL learners. Teaching English with Technology, 20(4), 59-81. https://eric.ed.gov/?id=EJ1271706
Alfadil, M. (2020). Effectiveness of virtual reality game in foreign language vocabulary
acquisition. Computer & Education, 153, 1-13. https://doi.org/10.1016/j.compedu.2020.103893
Chang, Y., Chen, C. & Liao, C. (2020). Enhancing English-learning performance through a
simulation classroom for EFL students using augmented reality—A junior high school case study. Applied Science, 10, 1-24. https://doi.org/10.3390/app10217854
Chen, C. (2020). AR videos as scaffolding to foster students’ learning achievements and
motivation in EFL learning. British Journal of Educational Technology, 51(3), 657-672. https://doi.org/10.1111/bjet.12902
Chen, C. P. & Wang, C. H. (2015). The effects of learning style on mobile augmented-
reality-facilitated English vocabulary learning. 2015 2nd International Conference on Information Science and Security (ICISS), 1-4. https://doi.org/10.1109/ICISSEC.2015.7371036
Chen, I. C. (2018). The application of augmented reality in English phonics learning
performance of ESL young learners. 2018 1st International Cognitive Cities Conference (IC3), 255-259. https://doi.org/10.1109/ic3.2018.000-7
Chen, M., Wang, L., Zou, D., Lin, S., Xie, H. & Tsai, C. (2020). Effects of captions and
English proficiency on learning effectiveness, motivation and attitude in augmented-reality-enhanced theme-based contextualized EFL learning. Computer Assisted Language Learning, 1-31. https://doi.org/10.1080/09588221.2019.1704787
Dalim, C. S. C., Sunar, M., Dey, A. & Billinghurst, M. (2020). Using augmented reality with
speech input for non-native children's language learning. International Journal of Human-Computer Studies, 134, 44-64.  https://doi.org/10.1016/j.ijhcs.2019.10.002
Dooly, M. & Sadler, R. (2016). Becoming little scientists: Technologically enhanced project-
based language learning. Language Learning & Technology, 20(1), 54-78. https://scholarspace.manoa.hawaii.edu/server/api/core/bitstreams/bf8866df-c912-42c9-95cd-d07d7aad2f20/content
Fan, M. & Antle, A. N. (2020). An English language learning study with rural Chinese
children using an augmented reality app. Proceedings of the interaction design and children conference. ACM Digital Library. https://doi.org/10.1145/3392063.3394409
Fokides, E. & Zampouli, C. (2016). Content and language integrated learning in
OpenSimulator project. Results of a pilot implementation in Greece. Education and Information Technologies, 22(4), 1479–1496. 
https://doi.org/10.1007/s10639-016-9503-z
Hsu, T. (2017). Learning English with augmented reality: Do learning styles matter?
Computer & Education, 106, 137-149. http://dx.doi.org/10.1016/j.compedu.2016.12.007
Huang, X., Han, G., He, J., Du, J. & Liang, Y. (2018). Design and application of a VR
English learning game based on the APT model. 2018 Seventh International Conference of Educational Innovation through Technology (EITT). https://doi.org/10.1109/eitt.2018.00022 
Khatoony, S. (2019). An innovative teaching with serious games through Virtual Reality 
assisted language learning. 2019 International Serious Games Symposium (ISGS). https://doi.org/10.1109/isgs49501.2019.9047
Koç, Ö., Altun, E. & Yüksel, H.G. (2021). Writing an expository text using augmented
reality: Students’ performance and perceptions. Education and Information Technologies, 27, 845-866. https://doi-org.lp.hscl.ufl.edu/10.1007/s10639-021-10438-x
Kruk, M. (2015). Practicing the English present simple tense in active worlds. International
Journal of Computer-Assisted Language Learning and Teaching, 5(4), 52-65. http://dx.doi.org/10.4018/IJCALLT.2015100104
Kruk, M. (2014). The use of Internet resources and browser-based virtual worlds in teaching
grammar. Teaching English with Technology, 14(2), 52-67. http://www.tewtjournal.org
Lai, K. & Chen, H. (2021). A comparative study on the effects of a VR and PC visual novel 
game on vocabulary learning. Computer Assisted Language Learning, 1-34. https://doi.org/10.1080/09588221.2021.1928226
Lan, Y., Fang, W., Hsiao, I., & Chen, N. (2018). Real body versus 3D avatar: the effects of
different embodied learning types on EFL listening comprehension. Education Technology Research Development, 66, 709–731. 
https://doi-org.lp.hscl.ufl.edu/10.1007/s11423-018-9569-y
Lan, Y. J. (2015). Contextual EFL learning in a 3D virtual environment. Language Learning
& Technology, 19(2), 16–31. Retrieved from http://llt.msu.edu/issues/june2015/action.pdf
Liu, E., Liu, C., Yang, Y., Guo, S. & Cai, S. (2018, December). Design and
Implementation of an Augmented Reality Application with an English Learning Lesson. IEEE International Conference on Teaching, Assessment, and Learning for Engineering (TALE), 494-499. https://doi.org/10.1109/TALE.2018.8615384
Limsukhawat, S., Kaewyoun, S., Wongwatkit, C., & Wongta, J. (2016, November). A
development of augmented reality-supported mobile game application based on Jolly Phonics approach to enhancing English phonics learning performance of ESL learners. Proceedings of the 24th International Conference on Computers in Education. India: Asia-Pacific Society for Computers in Education. https://www.researchgate.net/publication/305931241
Morton, H., Gunson, N. & Jack, M. (2012). Interactive language learning through
speech-enabled virtual scenarios. Advanced in Human-Computer Interaction, 2012, 1-12. https://doi.org/10.1155/2012/389523 
Ou Yang, F. C. O., Lo, F. Y. R., Hsieh, J. C. & Wu, W. C. V. (2020). Facilitating 
communicative ability of EFL learners via high-immersion virtual reality. Journal of Educational Technology & Society, 23(1), 30-49. https://www.jstor.org/stable/10.2307/26915405
Redondo, B., Cozar-Gutierrez, R., Gonzalez-Calero, J. & Ruiz, R. (2020). Integration of
Augmented Reality in the Teaching of English as a Foreign Language in Early Childhood Education. Early Childhood Education Journal, 48, 147-155. https://doi.org/10.1007/s10643-019-00999-5
Shrestha, S. & Harrison, T. (2019). Using Machinima as teaching and learning materials: A
Nepalese case study. International Journal of Computer-Assisted Language Learning and Teaching, 9(2), 37-52. https://doi.org/ 10.4018/IJCALLT.2019040103
Tai, T. Y. & Chen, H. H. J. (2021). The impact of immersive virtual reality on EFL learners’
listening comprehension. Journal of Educational Computing Research, 59(7), 1271-1293. https://doi.org/10.1177/0735633121994291
Tai, T., Chen, H. & Todd, G. (2020). The impact of a virtual reality app on adolescent EFL
learners’ vocabulary learning. Computer Assisted Language Learning, 1744-3210. https://doi. org/10.1080/09588221.2020.1752735
Tsai, C. (2020). The effects of augmented reality to motivation and performance in EFL
vocabulary learning. International Journal of Instruction, 13(14), 987-1000. https://doi.org/10.29333/iji.2020.13460a
Urueta, S.H. & Ogi, T. (2020). A TEFL virtual reality system for high-presence distance
learning. In Barolli L., Nishino H., Enokido T., Takizawa M. (eds) Advances in Intelligent Systems and Computing. Springer, Cham.
https://doi-org.lp.hscl.ufl.edu/10.1007/978-3-030-29029-0_33
Vedadi, S., Abdullah, Z. & Cheok, A. D. (2019). The Effects of multi-sensory Augmented
Reality on students’ motivation in English language learning. 2019 IEEE Global Engineering Education Conference (EDUCON), 1079-1086.
https://doi.org/10.1109/EDUCON.2019.8725096
Vedadi, S., Abdullah, Z., Kolivand, H., Cheok, A. D. & Aris, B. B. (2018). Impact of
gender on vocabulary acquisition using augmented reality among Iranian seventh grades students. Advanced Science Letters, 24(6), 4030-4033. 
https://doi.org/ doi:10.1166/asl.2018.11535
Zheng, D., Schmidt, M., Hu, Y., & Liu, M. (2017). Eco-dialogical learning and
[bookmark: _GoBack]translanguaging in open-ended 3D virtual learning environments: Where place, time, and objects matter. Australasian Journal of Educational Technology, 33(5), 107-121. https://doi.org/10.14742/ajet.2909
