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To apply Ul design for augmented reality
characters as public art, this study investigated the
principles of AR user interface design through
previous studies. Based on the investigation, this
paper analyzed the Ul design of the augmented
reality art project of Snapchat and Jeff Koons. From
the results of the analysis, we derived Ul design
principles of AR characters as public art.

First, “simplicity” consists of simple interface
design and minimal sets of design elements. Second,
“familiarity” applies the familiar interface layout and
elements which users commonly have experienced.
Third, "warning phrase" is an essential notification for
user safety in AR performed outdoors. Fourth,
"navigation" is designed with simple visual navigation
elements that guide the location of AR objects. Fifth,
"effect" is applied to represent harmonious
combination of AR objects and physical environment
of reality. Sixth, it is important to maintain proper
"occlusion" between real objects and virtual works.
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o} [Fig. 2]

Content Planning Ul Planning Ul Realizalion

[Fig. 2] MARS Ul management model. (EX]: Hollerer, 2001)
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[Fig. 3] A concept map of key elements for AR interface
design (EX: Bloksa, 2017)

Herrema(2013)+= Gabbard (2001)7} A|<tkg)
d 2744 B d75e 24 o}O% [Table.
213} o] 5709 AR GUI yAel 88 A
23k AT}

[Table 1] Five of the design principles proposed by Gabbard
(&X: Herrema, 2013; Gabbard 2001)

CHES A2l(user

}(chkens & Baker, 1995).

Axel JiMel HME  AO[M  HAEF A
(occlusion)¥E RA|SIHAM ALEXI07H 238 occlusion
7ldte]  AZHA CiM(cues)S  A|SICHWioka &
Anderson, 1995).
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CHFeiner et al., 1993).
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& Agstolol @k @ae BeH A
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AUt AR SlEsol2: sl A
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[Table 2] AR ‘3UX #7+2&l (&X: A0|Y & 0|25, 2012)

User Experience Evaluation Principles

Recognition, Learnability, Consistency,

Interface
Visibility, Familiarity, Hierarchy

Defaults, Context-Based, Help and
Documentation, Direct Manipulation, Exiting,
Low Physical Effort, Navigation, Personalization

Interaction

Availability, Error Management, Feedback,
Predictability, Responsiveness, User Control

Information

Marcus(1995)% AlZ} 1o](visual language)
of A7t A4 AHHolx friQle] 7] %
dolzt HAIsHSIY. [Table. 213 Zo] A3
A dGF, A7 B e F&§ vlol=rt &
F gl UL BARle 985S AASThD

[Table 3] 7X QIE{HO|A CIXQl9| | (EA]: Marcus, 1995)

Principles of User Interface Design
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object)2} SiAlo| AlX| Ex|(real object) AOIOIM F SA| 7+
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O|R0{X|X| b= A7} wWasich
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5) Herrema, S. J. (2013). Evaluation of graphical user
interfaces for augmented reality based manual assembly
support(Master's thesis). p.23.
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