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Technology Acceptance and Influencing Factor of Anatomy
Learning using Augmented Reality
:Usability Based on the Technology Acceptance Model
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Abstract Augmented reality (AR) or virtual reality is suitable to apply the contents of a textbook so as
to be directly observable by learners. This study aimed to examine the applicability and technology
acceptance of anatomy learning using AR in nursing students. This study was conducted in May 2019
with 17 nursing students who studied an anatomy textbook using AR and answered a questionnaire
about technology acceptance and the usability of AR in combination with the anatomy textbook.
Perceived usefulness was identified as an influencing factor on technology acceptance with 51.2%
acceptance rate and thus should be taken into consideration in the development of learning strategies

using new technological learning methods.
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Table 1. Participants’ characteristics
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(N=17)

Characteristics Categories n(%) or MeantSD
Gender Male 1(5.9)
Female 16(94.1)
Age (yr) range 18-24 19.4+15
Grader freshman 7(41.2)
sophomore 10(58.8)
Grade for A+, AO 2(20.0)
last semester
(n=10) B+, BO 7(70.0)
< C+ 1(10.0)
Learning experience Yes 11(64.7)
on anatomy
No 6(35.3)
Learning experience Yes 12(70.6)
on biology
No 5(29.4)
Time spent on smart- range 3-10
phone usage (hr/day) 6.3£2.1
Time spent on mobile range 0-4
game (hr/day) 1.0£1.2
Time spent on range 0.4-1.5 1.140.3
learning (hr/day)
AR experience Yes 5(29.4)
No 12(70.6)
Note. AR=Augmented reality
Table 2. Technology acceptance (N=17)
Variables Mean+SD
Personal innovativeness 4.3+0.5
Perceived enjoyment 3.9:05
Perceived ease of use 3.8+0.7
Perceived usefulness 42404
Intention to use 4.11+0.6
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Table 3. Correlation between variables in technology

acceptance
(N=17)
Variables Intent\;Jr(wp;o use
Personal innovativeness 21(.411)
Perceived enjoyment .51(.039)
Perceived ease of use 56(.018)
Perceived usefulness .62(.007)
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anatomy learning using augmented reality
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