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[Abstract]

The purpose of this study is to find out the effects of AR digital contents on user learning context. More and more companies using
digital contents for their products. Especially, some companies using AR (Augmented Reality) digital contents as a manual of their car.
This Application affords diverse information to customers who want to know usage of its interface. Using this application, the study shows

the effects of using AR digital contents on user’s absorption, physical presence, immersion.
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2-3. VR
VR(Virtual Reality)< HMD (Head Mounted Device)z}
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Table. 1. Process of Digital Contents Development

Activity

Organize user characteristics

Step
User Analysis

Understanding how use cases

Task Analysis with scenarios

Context Analysis Understanding of user experience

Metaphor Design Drawing on images of the system

Information Design An easy to know understand

Interaction Plan To find desired information

Interface Design Emotional Design

Evaluation
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Table 2. Composition of K9 Digital Contents

No Feature Main Contents Note
K9 App,, Instruction
1 Brandling Manual, Quick Guide,
Magazine, PR Flim
Day
Car Appearance Image, and Night
2 DIY Widget (Clock, Schedule Image
Management etc) Automatic
Diversion
Car Inner Image,
3 DIY Standard App (Camera,
Image Viewer etc)
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Fig 1. K9 Digital Contents Main Screen
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Table. 3. Descriptive Statistics

H pul
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o] ThFAL %

[e}
2o <¥3>

. Physical Active
Group Value Immersion Reality Participation
Digital Mean 5.58 5.61 5.55
| N 11 11 11
Manua SD 037 0.73 0.85
Mean 3.15 2.76 3.64
Paper
N 11 11 11
Manual SD 0.76 0.83 1.25
Mean 4.36 4.18 4.45
Total N 22 22 22
SD 1.36 1.65 1.59
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Table 4. ANOVA Analysis
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Group Sum of square Degree of freedom Mean square F Probability of significance
Intergroup 1 32.323 95.552 0.000
Immersion Withingroup 20 0.338
Total 21
Intergroup 1 44.626 73.146 0.000
Physical Reality Withingroup 20 0.610
Total 21
Intergroup 1 20.045 17.605 0.000
Active Participation Withingroup 20 1.139
Total 21
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