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Abstract

The objectives of this research were 1) to develop the augmented reality in Mattayom 3
(equivalent to grade 9 in American school system) Science textbook, specifically on the topic of
electrical energy, based on the learning model of Scientific Imagineering in order to enhance STEM
Literacy; and 2) to evaluate the quality of the augmented reality in Mattayom 3 Science textbook,
specifically on the topic of electricity power, based on the learning model of Scientific Imagineering
in order to enhance STEM Literacy. The augmented reality in the textbook was designed and
developed using PixLive Maker software and it was evaluated based on the learning model of
Scientific Imagineering by five educational technology experts. The results revealed that
1) augmented reality, in the form of message, video, 3D animation, was found; and 2) the evaluation
result of the quality of the augmented reality based on Scientific Imagineering in order to enhance

STEM literacy was at the highest level.
Keywords: Augmented Reality, Learning Model of Scientific Imagineering, STEM Literacy
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