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This study aims to describe the use of Augmented Reality (AR) 

technology to increase students' reading interest in university 

libraries. The method used is descriptive qualitative with data 

collection techniques through observation, in-depth interviews, 

and documentation of students and librarians directly involved in 

the use of AR. The results show that the application of AR in 

catalogs and collection promotions can attract students' attention, 

increase motivation to visit the library, and foster interest in 

exploring reading collections. Students feel more motivated 

because the reading experience becomes interactive and 

enjoyable, while librarians consider AR effective as a medium 

for literacy promotion. Obstacles found include limitations in 

technological infrastructure, user devices, and the need for 

librarian training. Overall, the use of AR has been proven to 

make a positive contribution in connecting academic literacy 

with digital technology, making it relevant to support library 

transformation in the modern era. 
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INTRODUCTION  
The phenomenon of low student interest in reading is still a challenge in higher 

education, even though access to information is becoming easier through the 

development of digital technology (Riski, 2021). This condition indicates a gap 

between the availability of abundant knowledge resources and students' motivation to 

utilize them optimally. 

Many students are more interested in short, instant content on social media than 

reading academic literature that requires concentration and deep understanding (Liu et 

al., 2023). This results in low critical analysis skills, literacy skills, and mastery of 

academic concepts, which should be acquired through intensive reading activities. 

Therefore, innovative strategies are needed to increase the appeal of reading, one of 

which is utilizing interactive technologies such as Augmented Reality (AR), which can 

provide a more engaging, contextual learning experience that aligns with the 

characteristics of today's digital generation. 
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College libraries have an important role as literacy centers, academic reference sources, 

and study spaces for students, but are often considered less attractive because the presentation 

of collections is still conventional (Irvani & Rahmah, 2025). Neatly arranged bookshelves do 

provide a variety of literature, but they are less able to adapt to the needs and preferences of a 

digital generation accustomed to visual, interactive, and instant content. 

As a result, student interest in visiting and utilizing libraries tends to decline, despite 

their significant potential as a means of developing information literacy, research, and 

creativity. This situation demands innovation in collection management and presentation, for 

example through the use of digital technology and Augmented Reality (AR), so that libraries 

function not only as book repositories but also as dynamic, interactive, and relevant learning 

spaces (Hannah et al., 2019). 

Augmented Reality (AR) has emerged as an interactive technological innovation that is 

capable of providing a more engaging, immersive, and contextual learning experience by 

combining virtual objects into the real environment (Pramanik, 2024). This technology not only 

provides more vivid visualizations but also creates a two-way interaction between the user and 

the content being studied, making the learning process more enjoyable and easier to understand. 

In the context of education and literacy, AR can be used to enrich library collections, 

provide additional explanations through animation or multimedia, and even present interactive 

simulations that support deeper conceptual understanding. Thus, AR has great potential to be an 

innovative solution for increasing student interest in reading and engagement, while also 

addressing the challenge of low literacy in the digital age (Dargan et al., 2023). 

The use of Augmented Reality (AR) in the world of education has been widely applied, 

especially in the fields of interactive learning, visualization of science materials, and simulation 

of practices that are difficult to do directly (Nuraeni et al., 2024). However, the specific use of 

AR in libraries to encourage reading interest is still very limited and suboptimal. However, 

implementing AR in libraries has the potential to provide a more engaging reading experience 

by presenting additional information in the form of animations, videos, or 3D simulations 

integrated with the book collection. This not only increases students' interest in visiting the 

library but can also strengthen their engagement in understanding the reading content more 

deeply. This limited application of AR in libraries presents a significant gap for developing 

innovations to support literacy in higher education (Aulianto, 2020). 

Students tend to be more interested in digital media that is visual and interactive 

compared to conventional text, because it is in accordance with the characteristics of the digital 

generation which prioritizes speed, convenience, and a fun learning experience (Andrian et al., 

2023). In this context, Augmented Reality (AR) has the potential to be an effective solution to 

bridge literacy with modern technology, by presenting more lively, interactive, and contextual 

reading content (Shihab et al., 2023). Through AR, text can be enriched with visual, audio, and 

animated elements that can capture students' attention and enhance their understanding of the 

material. Thus, AR serves not only as an entertainment tool but also as an innovative tool that 

can transform the way students interact with reading and build stronger literacy habits in the 

digital age. 

Previous research on Augmented Reality (AR) has generally focused on its application 

in classroom learning contexts, particularly in science, engineering, or medicine, which require 

complex concept visualization. Meanwhile, very little research has specifically explored the use 

of AR in libraries as an innovative tool to increase student reading interest. Yet, libraries have 

great potential as literacy centers that can combine conventional collections with interactive 

technology to create a more engaging reading experience. Furthermore, most literacy research 

to date has focused on conventional strategies, such as literacy seminars, book promotions, or 

reading campaigns, which are often less effective in reaching the digital generation. This gap 

highlights the need for new research on the use of AR in libraries, so that we can present more 

creative alternative solutions that are tailored to the needs and characteristics of today's 

students. 
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The novelty of this research lies in the innovative approach offered by integrating 

Augmented Reality (AR) technology into library services as an effort to increase student 

reading interest. Different from previous research that focused more on the application of AR in 

the classroom, this study makes a new contribution by connecting interactive digital technology 

with academic literacy culture in the library environment. In addition, this study presents a 

qualitative perspective based on the direct experiences of students and librarians in assessing 

the effectiveness of AR, thus providing a deeper understanding of how immersive technology 

can influence reading motivation and user interaction patterns with library collections. 

The purpose of this study is to describe how Augmented Reality (AR) technology is 

applied in university library services, while also exploring the experiences of students and 

librarians in utilizing AR as a means of increasing reading interest. Furthermore, this study also 

aims to analyze the role of AR as a literacy technology innovation that can strengthen the 

function of libraries in the digital era, so that libraries are not only places to provide 

conventional collections, but also develop into interactive learning spaces relevant to the needs 

of the digital generation. 

METHODOLOGY 

This study uses a descriptive qualitative approach to explore the experiences, 

perceptions, and responses of students and librarians regarding the use of Augmented 

Reality (AR) technology, with a focus on the meaning and interpretation of research 

subjects regarding AR in increasing reading interest (Rashid et al., 2019). The research 

location was conducted in a college library with subjects including student users, 

librarians, and AR technology managers selected through purposive sampling based on 

direct involvement with AR. 

Data were collected through observations of AR usage and student interactions, 

in-depth interviews with students, librarians, and library managers, and documentation 

in the form of photographs, notes, internal reports, or archives of AR implementation. 

The research instrument used was the researcher as the primary instrument with an 

interview guide, field notes, and observation sheets as supporting instruments. Data 

analysis was carried out through data reduction, presentation of data in narrative form, 

tables, or diagrams, and drawing conclusions to answer the research questions. Data 

validity was maintained through source triangulation through comparisons of interview 

data, observations, and documentation, member checking with informants, and 

discussions with colleagues to ensure the validity of interpretations. The research 

procedures included determining the research focus, determining the location and 

subjects, data collection, data analysis that took place from beginning to end, and 

preparation of the research report (Khoa et al., 2023). 

In this study, participants consisted of students, librarians, and AR technology 

administrators selected through purposive sampling based on their direct involvement in 

utilizing Augmented Reality services in libraries. A total of 20 participants participated, 

consisting of 15 students, 3 librarians, and 2 AR technology administrators. 

The participating students came from various faculties, aged 19–22, and were 

mostly in their third–fifth semesters. They were selected because they are active library 

users and the primary target of the AR-based reading interest improvement program. 

The participating librarians are staff responsible for circulation, reference, and 

collection promotion on a daily basis, providing perspective on the effectiveness of AR 

from a literacy service management perspective. Meanwhile, the AR technology 

managers consisted of library IT staff who play a role in the installation, maintenance, 

and development of AR content, and were able to explain the technical challenges faced 

in its implementation. 
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By involving these three categories of participants, this study seeks to obtain a 

more comprehensive picture of AR utilization, from the perspective of users, service 

providers, and technology managers. This is expected to strengthen the validity of the 

research results and provide a deeper understanding of AR's effectiveness in increasing 

reading interest in university libraries. 

RESULTS AND DISCUSSION 

  The research results show that the application of Augmented Reality (AR) in 

libraries is carried out through various media, such as book catalogs, interactive posters, 

and collection locators. Students can scan specific codes or markers to display 

additional information in the form of synopses, short videos, and related reading 

recommendations. This feature successfully creates a more engaging reading 

experience, where students feel more motivated and encouraged to explore the library's 

collection more broadly compared to conventional methods. 

  From a librarian's perspective, AR is seen as an effective means of promoting 

collections because it can increase the visibility and appeal of previously under-

requested books. However, there are challenges to overcome, particularly related to 

limited technological infrastructure and technical skills in managing and developing AR 

content. A visible positive impact is an increase in the frequency of student visits to the 

library and increased exploration of the collection, particularly books equipped with AR 

features. 

AR integration with digital literacy 

  Augmented Reality (AR) serves as a bridge that connects students' digital habits 

with academic literacy needs (Chang et al., 2023). Students accustomed to consuming 

visual, interactive, and fast-paced content in the digital world find relevance when 

libraries introduce AR technology as part of their literacy services. Through AR, 

information previously presented conventionally in text form can be enriched with more 

engaging multimedia elements (Buchner et al., 2022), so that the reading process 

becomes not only a cognitive activity but also a fun, contextual learning experience that 

aligns with the learning styles of the digital generation. In this way, AR can strengthen 

the library's appeal while simultaneously motivating students to engage more actively in 

literacy activities (Rejeki et al., 2024). 

  In line with the uses and gratifications theory, students use AR because this 

technology is able to provide satisfaction, ease of access, and new experiences that are 

not offered by traditional literacy methods (Tom Dieck et al., 2024). AR allows students 

to obtain additional information quickly, relevantly, and interactively, thus fulfilling 

their need for practical and enjoyable learning. This shows that students' choice to use 

AR is not only based on the technological aspect, but also because AR can meet their 

psychological, social, and academic needs. In other words, the implementation of AR in 

libraries not only addresses the challenge of low reading interest but also creates a 

literacy ecosystem that aligns with the dynamics of student needs in the digital era 

(Hartati & Fathurrahman, 2025). 

Increasing interest in reading through interactivity 

  Interactive visualizations presented through Augmented Reality (AR) 

technology are able to encourage students' curiosity to explore more information from 

library collections (Saleh et al., 2022). Displaying synopses, animations, and 

explanatory videos that appear when scanning codes or markers makes reading more 
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engaging and extends beyond text. This motivates students to explore and understand 

the material in greater depth, while also expanding the learning experience to be more 

dynamic. 

  Furthermore, AR adds a new dimension to reading, a practice often considered 

monotonous and boring. With interactive elements, reading is no longer a one-way 

cognitive process but rather a multisensory experience involving visuals, audio, and 

direct interaction. This innovation makes literacy activities feel more alive, contextual, 

and in keeping with the characteristics of the digital generation, making libraries not 

just spaces for providing books but also centers for creative and immersive learning. 

Implementation constraints 

This study also identified several limitations that need to be considered in 

implementing Augmented Reality (AR) in libraries. One of the main obstacles is limited 

device availability, as not all students have smartphones with specifications that support 

optimal AR use (Andrian et al., 2023). Furthermore, specialized training is needed for 

librarians to be able to manage, develop, and utilize AR technology in library services. 

Another challenge is that not all students are familiar with using AR, so adaptation time 

is needed to truly utilize this technology to its full potential. 

In terms of academic implications, the research results show that AR has great 

potential as an innovative strategy to promote literacy in higher education. By 

integrating AR, libraries can increase reading interest while strengthening their 

educational function as learning resource centers. AR can also help students understand 

academic content more easily and engagingly, so that literacy activities are not limited 

to reading books but also involve interactive experiences that support deeper mastery of 

the material (Rodin et al., 2024). 

Practically, libraries need to develop more diverse AR content that is relevant to 

students' academic needs to ensure its effective use. Furthermore, the sustainability of 

AR programs can be strengthened through collaboration between libraries, technology 

faculty, and application developers to deliver continuously evolving innovations (Cook 

et al., 2019). This collaboration not only supports system maintenance and 

development, but also opens up opportunities for multidisciplinary research and practice 

that can make a real contribution to improving literacy in the digital age. 

CONCLUSION 
In conclusion, the use of Augmented Reality (AR) in university libraries is 

able to provide an interesting and immersive interactive experience for students, 

while proving its effectiveness in increasing reading interest, which is reflected in the 

increasing enthusiasm of students in exploring the collection and the increasing 

frequency of visits to the library. Students consider AR as an innovation that 

facilitates access to information, while librarians see it as an effective means of 

promoting collections, although there are still obstacles in terms of technological 

infrastructure, librarian skills, and limitations of user devices. Thus, the application 

of AR provides academic and practical contributions because it successfully connects 

traditional literacy with digital technology, making it a relevant strategy in 

supporting the transformation and development of libraries in the digital era. 

LITERATURE 
Andrian, D. R., Huda, A., & Mursyida, L. (2023). Rekayasa Aplikasi Media 

Pembelajaran Perangkat Komputer Berbasis Augmented reality Dalam Mata 



 (Petrus Jacob Pattiasina) 
 

6                                                                 Bibliogia, Vol. 2 No. 2, September 2025 

Pelajaran Informatika Kelas X SMKN 1 Tanjung Raya. JAVIT : Jurnal Vokasi 

Informatika, 124–132. https://doi.org/10.24036/javit.v3i3.159 

Aulianto, D. R. (2020). Inovasi Perpustakaan Melalui Pemanfaatan Teknologi 

Augmented Reality Dan Virtual Reality di Era Generasi Z. Nusantara - Journal 

of Information and Library Studies, 3(1), 103. https://doi.org/10.30999/n-

jils.v3i1.482 

Buchner, J., Buntins, K., & Kerres, M. (2022). The impact of augmented reality on 

cognitive load and performance: A systematic review. Journal of Computer 

Assisted Learning, 38(1), 285–303. https://doi.org/10.1111/jcal.12617 

Chang, C.-Y., Kuo, H.-C., & Du, Z. (2023). The role of digital literacy in augmented, 

virtual, and mixed reality in popular science education: A review study and an 

educational framework development. Virtual Reality, 27(3), 2461–2479. 

https://doi.org/10.1007/s10055-023-00817-9 

Cook, M., Lischer-Katz, Z., Hall, N., Hardesty, J., Johnson, J., McDonald, R., & 

Carlisle, T. (2019). Challenges and Strategies for Educational Virtual Reality: 

Results of an Expert-led Forum on 3D/VR Technologies Across Academic 

Institutions. Information Technology and Libraries, 38(4), 25–48. 

https://doi.org/10.6017/ital.v38i4.11075 

Dalili Saleh, M., Salami, M., Soheili, F., & Ziaei, S. (2022). Augmented reality 

technology in the libraries of universities of medical sciences: Identifying the 

application, advantages and challenges and presenting a model. Library Hi Tech, 

40(6), 1782–1795. https://doi.org/10.1108/LHT-01-2021-0033 

Dargan, S., Bansal, S., Kumar, M., Mittal, A., & Kumar, K. (2023). Augmented Reality: 

A Comprehensive Review. Archives of Computational Methods in Engineering, 

30(2), 1057–1080. https://doi.org/10.1007/s11831-022-09831-7 

Hannah, M., Huber, S., & Matei, S. A. (2019). Collecting Virtual and Augmented 

Reality in the Twenty-First Century Library. Collection Management, 44(2–4), 

277–295. https://doi.org/10.1080/01462679.2019.1587673 

Hartati, S., & Fathurrahman, M. (2025). Efektivitas Pembudayaan Gemar Membaca 

dalam Meningkatkan Minat Baca Masyarakat di Dinas Arsip dan Perpustakaan 

Kota Pematangsiantar. Inkunabula: Journal of Library Science and Islamic 

Information, 4(2), 90–104. https://doi.org/10.24239/inkunabula.v4i2.3989 

Khoa, B. T., Hung, B. P., & Brahmi, M. H. (2023). Qualitative research in social 

sciences: Data collection, data analysis and report writing. International Journal 

of Public Sector Performance Management, 12(1/2), 187–209. 

https://doi.org/10.1504/IJPSPM.2023.132247 

Kurnia Irvani & Elva Rahmah. (2025). Peran Perpustakaan Terhadap Peningkatan 

Prestasi Akademik Mahasiswa UNP. Jurnal Literasi Perpustakaan Dan 

Informasi UHO: Jurnal Penelitian Kajian Perpustakaan Dan Informasi, 5(1), 

67–75. https://doi.org/10.52423/jlpi.v5i1.42 

Liu, Z., Hu, R., & Bi, X. (2023). The effects of social media addiction on reading 

practice: A survey of undergraduate students in China. Journal of 

Documentation, 79(3), 670–682. https://doi.org/10.1108/JD-05-2022-0111 

Nuraeni, L., Rukhmana, T., Ikhlas, A., Darwata, S. R., & Arsyad, M. (2024). Penerapan 

Teknologi AR (Augmented Reality) dalam Peningkatan Kualitas Pendidikan 

STEM. Indonesian Research Journal on Education, 4(4). 

https://doi.org/10.31004/irje.v4i4.1519 



                                                                                                                                                                                                                                                                                                                                                                                               

Bibliogia, Vol.2 No.2 September 2025                                                                              
7 

Pramanik, S. (2024). Immersive Innovations: Exploring the Use of Virtual and 

Augmented Reality in Educational Institutions. In G. R. Morris & S. Kozuch 

(Eds.), Advances in Higher Education and Professional Development (pp. 229–

243). IGI Global. https://doi.org/10.4018/979-8-3693-2857-6.ch013 

Rashid, Y., Rashid, A., Warraich, M. A., Sabir, S. S., & Waseem, A. (2019). Case 

Study Method: A Step-by-Step Guide for Business Researchers. International 

Journal of Qualitative Methods, 18, 1609406919862424. 

https://doi.org/10.1177/1609406919862424 

Rejeki, D. S., Renggani, R. R., Agustine, M., Wahyuni, H. S., Syaripyani, W. R., & 

Syahla, N. A. (2024). Potensi daya tarik wisata Perpustakaan Kota Bandung 

dalam upaya mengembangkan edu-tourism. Pustaka Karya : Jurnal Ilmiah Ilmu 

Perpustakaan Dan Informasi, 12(1), 1–11. 

https://doi.org/10.18592/pk.v12i1.11109 

Rezwan Shihab, S., Sultana, N., & Samad, A. (2023). Pedagogy Designing With 

Augmented Reality: A Paradigm Shift in Educational Approaches. 

Interdiciplinary Journal and Hummanity (INJURITY), 2(11), 878–892. 

https://doi.org/10.58631/injurity.v2i11.136 

Riski, G. (2021). Pengaruh Minat Baca Pemuda terhadap Tingkat Perkembangan 

Intelektual Masyarakat. Lifelong Education Journal, 1(2), 118–126. 

https://doi.org/10.59935/lej.v1i2.26 

Rodin, R., Putri, R., Novita, S., Nisa Ul Jannah, S., & Putri Roliansy, G. (2024). Upaya 

Perpustakaan Dalam Meningkatkan Minat Baca Siswa Sekolah Dasar Unggulan 

Aisyiah Taman Harapan Curup. THE LIGHT : Journal of Librarianship and 

Information Science, 4(2), 114–129. https://doi.org/10.20414/light.v4i2.10995 

Tom Dieck, M. C., Cranmer, E., Prim, A., & Bamford, D. (2024). Can augmented 

reality (AR) applications enhance students’ experiences? Gratifications, 

engagement and learning styles. Information Technology & People, 37(3), 

1251–1278. https://doi.org/10.1108/ITP-10-2021-0823 

 

 

 


