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Abstract

In this paper, we propose augmented reality(AR) based performance drawing contents and evaluate its usability
through experiments. The proposed contents was created based on Unity. By combining AR SDK ARKit's motion
capture technology(Body Tracking) and Speech-to-Text(STT) technology, it provides users with a mobile platform for
artistic expression. Through this, users can control contents functions using voice recognition and at the same time
enjoy artistic experiences through body movements. As a result of conducting a usability experiment with 30 subjects,
it received a positive evaluation with a high usability score that exceeded the average of the system usability
scale(SUS). However, additional research is needed according to negative feedback that accurate voice recognition is
difficult during movement and positive feedback that it can be applied to various purposes such as education and
exercise.
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Table 1. Performance drawing

jus]
=
i3
[
o
N

rlo

Yves Klein,
<Anthropometries of the
Blue Period>, 1960

Jung Gi Kim,
at Parc des Princes, 2022

20 o o

ko
N
-
o

Source: Souree:
hitpsylyoutubeloCh-ufikeq | TS/ walkerartorg/collection
t=172 s/publications/performativity/y

ves—Klein/

[
N
N
o2
©

Fusty [oido Jles &8

¥ 25
3 HEHA =298 AfstaA 3t

E2 7S 8% HxHs E2Y

Table 2. Performance drawing using technology
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1. Drawn to Experience: A survey into Performance
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Table 3. AR mobile art contents
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Flowchart

AR Performance Drawing
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Active the Speech to Text
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Fig. 1. Contents flowchart
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Display
(AirPlay)

iPad Pro 12.9(5th)
Rear camera
(Body Tracking)

Subject
(wireless
microphone)

Speaker

Distance from rear camera to subject
1.5m ~ 2.0m

a2 3 ZHE AE 8 A
Fig. 3. Contents experiment environment design
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Table 5. System usability scale

1. | think that | would like to use this system
frequently

2. | found the system unnecessarily complex

. | thought the system was easy to use

4. | think that | would need the support of a
technical person to be able to use this system

5. | found the various functions in this system
were well integrated

6. | thought there was too much inconsistency in
this system

7. 1 would imagine that most people would learn to
use this system very quickly

8. | found the system very cumbersome to use

9. | felt very confident using the system

10. | needed to learn a lot of things before | could
get going with this system

w
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Table 6. System usability scale (Korean)
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SUS Score
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0
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Eg— : The average of SUS score(68)
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Fig. 4. System usability scale(SUS) score
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Table 7. Summary of experiment results
System usability scale(SUS)
Main Main
SUS questions (positive) distribution SUS questions (negative) distribution Note
value value
1. | think that | would like to Agree 2. | found the system S trongly~
. strongly . disagree
use this system frequently unnecessarily complex .
agree disagree
Adree ~ 4. | think that | would need Exert's explanation
3. | thought the system was g the support of a technical Disagree ~ P P
strongly before the
easy to use person to be able to use agree )
agree ; experiment
this system
5. 1 found the various Agree ~ 6. | thought there was too Strongly
functions in this system were strongly much inconsistency in this disagree ~
well integrated agree system disagree
7. | would imagine that most Strongly 8. | found the system very Strongly
people would learn to use .
. . agree cumbersome to use disagree
this system very quickly
9. | felt very confident Using Agree 10. I.needed to learn a lot StronglyM
strongly of things before | could get disagree
the system . ) . .
agree going with this system disagree
Subjective questionnaire
Positive Number of
. Survey contents Note
/ negative respondents
Not familiar with
Negative Difficulty using voice recognition 8 using che
recognition,
mechanical problem
Positive Nevvn.ess, interest, and enjoyment in performance drawing "
experience
Positive Possibility of expansion into education, exercise, efc. 6
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