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Research on Visual Expression Methods for Emotional Satisfaction in
Smartphone-based Augmented Reality Content: Focusing on domestic

outdoor exhibitions at tourist attractions in the context of art galleries
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Abstract

This study explored visual expression methods for AR exhibition artworks using smartphone cameras and
sensors, considering the growing popularity of AR technology due to improved smartphone performance. It
focused on creating AR artworks for permanent outdoor exhibitions at tourist destinations, utilizing the
Unity engine to design an AR exhibition application that prioritized users' emotional experiences.. User
experiences were then tested through surveys targeting potential visitors to the tourist site, following the
HCI user experience research criteria. The result found that incorporating spatial depth, layered content, and
3D animations enhanced user satisfaction. However, it emphasized the significance of considering ideas,

1 School of Games, Hongik University, Seoul, Korea [Professor]
e-mail: nayoung@hongik.ac.kr

Received(May 19, 2023), Review Result(ist: June 5, 2023), Accepted(June 12, 2023), Published(June 30, 2023)

@ @ © 2023 The Authors. Published by NCISS.
@ This is an open access article licensed under the Creative Commons Attribution-NonCommercial 4.0 International License.
BY _NC To view a copy of this license, visit http:/creativecommons.org/licenses/by-nc/4.0/. 343



HAOIM ©

S
=|

These research efforts are expected to contribute to the development of the AR industry by
OF H|
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themes, and direction. Ongoing research on diverse visual media expression methods is crucial to achieving

this.
establishing guidelines for creating emotionally engaging artworks using AR technology.
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[Fig. 1] AR Foundation framework
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