Journal of Next-generation Convergence Information Services Technology Vol.13, No.3, June (2024), pp.311-321

ISSN 2384-101X(p) 2672-1163(e) http://dx.doi.org/10.29056/jncist.2024.06.03
S3°d 7z 71 AletE HAO|M Chdet Qe[ 9

SHO ME MEX 38 A

Research on user experience according to
various types of interactions in gamified exhibitions based on

augmented reality technology
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Abstract

The modern exhibition method provides a differentiated user experience with the development of digital
technology, and exhibitions using augmented reality (AR) technology are drawing attention in particular.
This study produced a ‘gaming exhibition’ using augmented reality (AR) technology in the traditional
exhibition method, and conducted a survey on fun, immersion, usability, and viewing satisfaction according
to each interaction type, focusing on usability and emotion by referring to the HCI user experience survey
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criteria. As a result of the experiment, drag and drop responded positively in usability, and gesture and
Keyword : Augmented Reality, Interaction, Gamified Exhibition, User Experience

voice recognition responded positively in fun. Complex interactions showed positive results in immersion
and satisfaction. When complex interactions were introduced, overall satisfaction increased, but it was

difficult to emphasize specific factors. Conversely, when one type of interaction was applied, overall
explores the effects of various types and purposes of AR-based gamified exhibitions, and proposes

satisfaction decreased, but it had the advantage of being able to focus on a few factors. This study

interaction selection guidelines for effective augmented reality-based gamified exhibitions.
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[Fig. 1] Alice in Wonderbus / Augmented reality exhibition experience service at the Seoul Archives and Culture Center
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[Fig. 2] Noah's Childhood and Youth / Noah's face turns into a fish
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[Fig. 3] Land Scene Background / The background of the sea scene
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[Table 2] Exhibits and interaction elements according to the type of interaction
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[Fig. 6] The fun, immersion, usability of interactions, and satisfaction of gamification exhibitions
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